
Create a simulation video of a 
270-degree, floor-to-ceiling immersive, 
interactive video and audio experience, 
as a member of a 5-person team. 

PROJECT:

CLIENT:

Illustrator, PhotoShop, AfterEffectsMY TOOLS:

My primary role was to create a 
conceptual UI, and give the UI look 
and feel. This project was by request 
from  a major real estate corporation, 
simulating an immersion room that 
would deliver an incredible, positive 
client experience.

DESCRIPTION:

4 plus videoSLIDES: 480x270
http://bit.ly/1A5qa8U

640x360
http://bit.ly/1yQXHQ5



My design focused on 
smooth, filling 
animations, round 
shapes using flat 
edges as gauge 
needles, and the 
spatial feeling of 
growing and shrinking 
concentrically and 
isometrically.



One of the most 
significant design 
requirements was to 
keep color and motion 
as subtle as possible 
while still directing the 
viewer. Motion and color 
are two major ways to 
direct user focus in 
immersive environments, 
so the design should not 
send false signals to the 
user.
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This is a conceptual UI developed 
for a client who requested a simu-
lation video of a 270-degree, 
floor-to-ceiling immersive, interac-
tive video and audio experience. 
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We decided the project 
UI should feature iconic 
properties of the 
ownership. Below: 
MTV’s headquarters in 
Times Square.

The simulated UI 
borrows from the 
established tropes of 
Hollywood and the video 
game industry: the future 
is very, very Blue.

In the animation, you will 
see rotating wireframes 
of buildings where the 
3D model of 1515 
Broadway is pictured in 
these mockups.
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EXTENDED

The simulation room is narrow, surpassing the 
edges of peripheral vision. With no horizon, 
any vertical motion could cause vertigo. The 
vertical ‘striping’ effect in the intitial launch 
moment works because of this phenomenon.

Content is 
aligned to 
avoid landing 
on screen 
edge bevels. 



Create and maintain a back- and front- 
end distributed application to execute 
business logic based on data from 
Sales, Contracts and Nutrition teams.

PROJECT:

CLIENT:

SQL Server
VB.NET
XML

TOOLS:

Tie the USDS nutritional database to 
specific products that generate 
rebates from purchasing contracts 
with product distributors. 
User-designed front ends build 
menus, analyzes menu nutrition, and 
maximizes rebates.

DESCRIPTION:

6SLIDES:



The SQL Server backend of this project consisted 
of 100+ tables. Data was strongly typed and 
branched to specific-needs queries that embraced 
one-to-one primary indices and joined varied 
many-to-one relationships, specific to the business 
line accessing the data.

Data was unified 
in query-driven 
User Interfaces 
that met specific 
requirements over 
different parts of 
the lifespan of the 
project.

User Interfaces 
were directed and 
largely designed 
by the specific 
end-users, and 
were not project  
requirement.



Project requirements specified 
compliance with many legal 
oversight procedures and entities, 
such as the HACCP, pictured right. 
This interface is drawing generic 
strings that hold a many-to-one 
relationship with actual products, 
and attaches logical relationships  
that determine health warnings.

One of the many 
product outputs of the 
project allowed 
generic categories to 
be used in early menu 
construction by chefs 
and dieticians. 
Lookups allowed 
menus to be built 
without specifying 
specific products.

HACCP warnings



The project allowed dieticians to make 
nutritionally-accurate portion and 
serving instructions in compliance with 
dietary requirements of a multitude of 
diets.

The form below, a representation of a 
menu query, could be exported to XML 
schema and compiled into a printable 
HTML menu page created dynamically 
using functions written in .NET.



As products vary 
by manufacturer, 
every recipe was 
approved by a 
licensed dietician. 
Logic reversed 
approval status 
when a product 
was altered.

Specific product vendors 
change their product lists 
on a monthly basis, as 
distributors establish 
lowest-cost equivalencies. 
These changes are tied to 
specific nutritional entries.



The SQL backend drew on 
hundreds of tables from 
many different sources. 
Queries were in place to 
relate varied data types into 
uniform, strongly-typed 
data that was processed by 
logic functions. Here, some 
data is obscured to protect 
client-vendor contracts.

Below is an example of the 
type of query result critical 
to the business logic of the 
project. The ultimate goal 
of the project was to marry 
real products with 
dietician-approved menus.



Queries drew from the USDA nutrition 
database, vendor product data, menu 
and dietary data, and created nutrient 
data on a per-recipe basis that used 
best-quality-for-price logic.

The data is available to end clients, who 
are required to produce nutritional and 
dietary data specific to individuals on 
demand, and who must record tracking 
data per individual by law.



Create a sleep and wake clock for 
pre-literate children that runs on 
mobile platforms (Android and iOS)

PROJECT:

CLIENT:

Eclipse / Flash Builder
Java / ActionScript 3.0
Flash Professional

TOOLS:

Very young children often awake 
before parents. They can not read 
clocks, so can not determine whether 
the current time is an acceptable 
wake time. This clock uses color to 
indicate time and proximity to wake 
time, and provides relaxing visuals.

DESCRIPTION:

5SLIDES:

[ self ]



The application launches and 
renders out the slowly-sliding 
semi-transparent circles. The 
‘bubbles’ drift slowly across the 
screen, at random speeds, colors, 
directions and transparency. The 
bubbles change color as the 
Wake Time approaches, and 
when it is reached.

The top-left and top right corners 
(circled in purple) hold static 
semi-circles that are actually 
buttons. They are camoflaged, 
because toddlers also understand 
how touchscreens work, and will 
push any button that is obviously 
a button.

Top-left spawns and destroys the 
time/wake interface. Top-right 
quits the application.



Every screen touch adds one 
bubble to the background. 
Bubbles can be added by 
touching anywhere on the 
interface. The code structure that 
permits this involves having the 
entire interface held in a single 
object, with a listener assigned to 
the container object.

  private function onInit():void
  {
   NativeApplication.nativeApplication.systemIdleMode = SystemIdleMode.KEEP_AWAKE;
   Multitouch.inputMode=MultitouchInputMode.TOUCH_POINT;
   
   addBackground();

   for(var i:int=0; i<numberOfBalls;i++){
    addBouncingBall();
   } 

   setChildIndex(bg, numChildren - 1);
   
   btnCurrentTime = new TimeDisplayButton();
   btnCurrentTime.clock = this;
   btnCurrentTime.addTimeDisplay(); 
   bg.addChild(btnCurrentTime);
   
   btnExit = new ExitButton();
   btnExit.x = stage.stageWidth;
   bg.addChild(btnExit);

   bg.addEventListener(MouseEvent.CLICK, addBouncingBall_event);
   
   wakeTimeDisplay = addWakeTimeDisplayWithControls(wakeTimeDisplay, "wakeTimeDisplay");

   startTimer();
 
  }



 public class BouncingBall extends Sprite 
 {
  private var ball:Sprite = new Sprite;
  private var startMoving:Boolean = false;
  private var movementX:Number = 1;
  private var movementY:Number = 1;

  private function main(event:Event):void{
   setMovement();
   bounceWalls();
  }

  private function setMovement():void
  {
   if(startMoving == true){
    this.x += movementX;
    this.y += movementY;
   } else {
    this.x -= movementX;
    this.y -= movementY;
   }
  }

  private function bounceWalls():void
  {
   if(this.x < 0 || this.y < 0){
    getXAndY();
    startMoving = true;
   }
   if( this.x > clock.bg.width  ||  this.y > 0 + clock.bg.height ){
    getXAndY();
    startMoving = false;
   }
  }



> 30 min 30 to 5 min 5 to 0 min 0 min : wake

The clock works by changing colors as 
the wake time approaches. Toddlers 
may not read numeric clocks, but they 
understand color as a symbol and can 
assign meaning: Not Yet / Soon / Wake.

30+ minutes from wake: 

30 to 5 minutes before wake:
5 to 0 minutes before wake: 

Wake Time: 

multicolor

blue tint
red tint

yellow tint



  public function checkAlarm():void
  { 
   if(this.alarmOn == true){
    
    var di�:Number = timeWake.getTime() - timeNow.getTime();
    var i:int;
    
    if( di� < 30*60*1000 && di� > 5*60*1000){
     // 30 min * 60 sec * 1000 ms
     for( i=0;i<numChildren;i++){
      if(getChildAt(i) is BouncingBall){
       tintColor(getChildAt(i) as Sprite, 0x0000FF, 0.5);
      }
     }
    }
    
    if( di� < 5*60*1000 && di� > 0){
     // 5 min * 60 sec * 1000 ms
     
     for( i=0;i<numChildren;i++){
      if(getChildAt(i) is BouncingBall){
       tintColor(getChildAt(i) as Sprite, 0xFF0000, 0.5);
      }
     }
    }
    if(timeNow.hours == timeWake.hours && timeNow.minutes == timeWake.minutes){
     
     // keep this all in the same date range to manage duration of alarm signal
     timeWake = timeNow;
     
     for( i=0;i<numChildren;i++){
      if(getChildAt(i) is BouncingBall){
       tintColor(getChildAt(i) as Sprite, 0xFFFF00, 1);
      }
     }
    }
   }
  }

else { }


