
ISABEL NGAN
ngan.isabel@gmail.com 
310.753.2345
www.isabelngan.com

TH E B U I LT E NVI RO N M E NT A N D D I SA B I LIT Y
L E A D  R E S E A R C H E R  //  2 0 2 1
Proposing how we can begin to alter social perceptions of disabled bodies by 
understanding how the built environment shapes disability.

D E S I G N I N G FO R I NTE RG E N E R ATI O N A L CH A N G E
L E A D  R E S E A R C H E R  //  2 0 2 1
Creating an ecology of intervention that diminishes the isolation of the elderly.

T I M E  [ I N ] M A T E R I A L
D E S I G N E R  A N D  D E V E L O P E R  //  2 0 2 0
Materializing spatial interactions to create a sense of connection.

Figma
Sketch
FramerX
InVision

A U G U S T  2 0 2 1

CARNEGIE MELLON UNIVERSITY, 
SCHOOL OF COMPUTER SCIENCE
Master of Human-Computer Interaction

N O V E M B E R  2 0 1 9

UNIVERSITY OF CALIFORNIA, 
LOS ANGELES
Full Stack Web Development Certificate

J U N E  2 0 1 7

NORTHWESTERN UNIVERSITY
Bachelors of Arts, Art Theory and Practice
Magna Cum Laude, Department Honors
Segal Design Certificate

2 0 1 9 - 2 0 2 0
R I C H S TO N E FA M I LY C E NTE R
Assist in fundraising events with logistics, 

photography, and vendor management

2 0 1 9
B OYS A N D G I R L S C LU B
Prepared and taught an after school art 
program to kids and teens (ages 6 - 17)

HTML, CSS
Javacript
React

Accessibility Design
Interaction Design
Service Design

Rapid Prototyping
Journey Mapping
Service Blueprints

TO O L S

D E S I G N & R E S E A RC H

S E R V I C E  D E S I G N E R

H O M E  D E P O T ,  C A R N E G I E  M E L L O N  U N I V E R I S T Y
O C T O B E R  2 0 2 0  -  D E C E M B E R  2 0 2 0

// Identified methods and executed qualitative and quantitative research
// Identified opportunities to improve customer experiences of existing services in 
collaboration with company business partners
// Developed Service Blueprints, Concept Designs, Value Proposition Proposals, and 
Prototypes to evolve the current product-service system.
// Presented recommendation to 6 business partners within the User Experience and 
Experience Innovation teams.

L E A D  D E S I G N E R

N A S A ,  C A R N E G I E  M E L L O N  U N I V E R I S T Y
J A N U A R Y  2 0 2 1  -  A U G U S T  2 0 2 1

// Analyzed the Playbook system and related technologies to design a 
communication tool to support situational awareness in deep-space missions.
// Developed a testing protocol that NASA Ames Research Team will utilize.
// Presented recommendations and feature development roadmap to NASA’s 
Playbook team and additional NASA designers and researchers.

EXPERIENCE

EDUCATION

SKILLS

ACTIVITIES

PROJECTS

A S S O C I A T E  S E R V I C E  D E S I G N E R

F J O R D ,  P A R T  O F  A C C E N T U R E  I N T E R A C T I V E
S E P T  2 0 2 1  -  P R E S E N T

// Plan, execute, and synthesize design research; coordinate multiple, simultaneous 
research working internationally.
// Assist and lead co-creation workshops for up to forty people; assist and lead co-
creation workshops and collaborative exercises with clients
// Develop, build, and iterate on digital prototypes; conducte heuristic analysis; 
create multi-channel wireframes; design user-flows

U X  D E S I G N E R  A N D  D E V E L O P E R

F R E E L A N C E
N O V E M B E R  2 0 1 9  -  A U G U S T  2 0 2 0

Clients: Screen Engine/api, Playoff Dating App, Hello Stranger


