| enjoy creating elegant user-centric, pixel perfect
and memorable engaging proauct experiences [or-4sers- &

®

manuelsagall __—

INTERACTIVE PRODUCT DESIGNER




HOLA! HELLO! BONJOUR!

'm a multi-disciplinary Product Designer, Art Director & Entrepreneur who
helps companies define, design and launch world-class digital products for
over 20+ years.

Expert in interaction design, user experience and multi-platform app
development, | transform thorny problems into elegant solutions using visual
design, rapid prototyping, and interaction skills. My design practice combines
design thinking, user research and experience strategy, all with a relentless
focus on the user.

As Head of Design | have been responsible for creating multidisciplinary
teams and deal with all kinds of challenges. Besides design, entrepreneurship
and teaching are two of my other great passions: | enjoy creating projects
from scratch and help young potential to grow as professionals.

| really love what | do.




PASSION

CROSS-PLATFORM PRODUCT DESIGN

DESIGN SYSTEMS

UX DESIGN AND USABILITY

UIAND INTERACTION DESIGN

WIREFRAMING AND PROTOTYPING

MOBILE FIRST & RESPONSIVE DESIGN

DESIGN THINKING

ART & CREATIVE DIRECTION

VIDEOGAMES/APPS DEVELOPMENT

LEADERSHIP / TEAM WORKING

GAME DESIGN

PROJECT & PRODUCT MANAGEMENT

ONLINE MARKETING

SEO / SEM / AFFILIATE MARKETING




Golden Race

Product Design Manager (2022-Present)

Lead Product Designer (2018-2022)

Head of Design (UX/UI) (2017-2018)

Product Designer & Head of Marketing (2014-2017)

University of Malaga
Master Degree Programs teacher (2014-Present)

Junta de Andalucia - Mainfor
Online Tutoring (2014-2017)

Social Totem
Founder / CTO (2012-2015)

Medac
Social Media Master Degree Director (2012)

Crealidad
Founder / CEO / Product Manager (2007-Present)

Gextech / VSoftCo
Art Director (2003-2011)

Antena 3 & Futura Interactive -Level 51
Lead Artist (2002-2003)
UX/UI Designer (2001-2002)

ManuelSagall Studio
Freelance Graphic Designer (1994-2001)
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Product Manager Nanodegree
Udacity / Google (2022-23)

Design Thinking Guide for Professionals
Udemy (2021)

User Experience
Future Learn (Accenture) (2019)

Product Design (Official UX Alliance Member)
UX Learn - TorresBurriel Studio (2017)

MBM Master of Business Marketing
University of Malaga (2011-2012)

Team Management
CEA (Confederacion de Empresarios de Andalucia) (2008)

Web Accesibility
Fundetel (2006)

Web Design (Macromedia Certification)
Adams Studies Center (2002)

Dreamweaver
Euclidex (2001)

Web Design & Usability
Polytechnic University of Valencia (2001)

French Philology
University of Seville (1998-2001)



A FEW CLIENTS I'VE WORKED WITH
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Golden Race

Golden Race is a company
specialised in Virtual Sports &
Betting Solutions for the Gaming
Industry.

Responsible for the creation of
the design department from
scratch with multidisciplinary
artists where we have worked
both in all parts of marketing
(web, advertising, social media, ...)
as well as in the creation of all
their new products in all kinds of
platforms (TV, smartphones,
desktop, terminals, ...) with a great
visual aspect and an authentic
user experience.

Universidad de Malaga

In the last decade | have been
able to teach in different
business schools as well as the
University of Malaga, also within
its Master of Digital Marketing.

In addition to an annual one-
month course of applied creativity
course where | teach Photoshop
and Illustrator with a very
practical approach, | have also
had the opportunity to teach
about Social media, Wordpress,
Customer loyalty and other
subjects related to design and
online marketing.

Crealidad

Founder and responsible of the
Creative direction of many
freelance projects with my own
clients. Specialized in interactive
graphic design, UX/UIl and online
marketing.

Among many clients, | work
annually for Euskaltel developing
the corporate identity for all their
massive events. Here was also
born my Spin-0ff award winning
project of the University of
Malaga Social Totem, and where |
do other work in graphic design,
online marketing and video
games/apps.

Gextech / VSoftCo

As Art Director | created
videogames and apps for Virtual
sports, mobile, interactive tv and
videslots.

| set up a new art department
from scratch where we grew to be
a team of of 22 designers
between Malaga and Barcelona.

| coordinated all visuals and
multimedia work and | also
worked as product manager, game
designer and project manager in
many projects with our clients
and providers.

Antena 3 & Futura Interativa

Graphic designer and videogame
artist for many online games and
corporate/promotional websites.
Level 51 was an internet project
with an innovative multiplayer
online game platform.

| was involved in the visuals of all
their main products and in
addition to the work of the website
itself as well as all its Java
videogames, we also developed
other websites and interactive
applications and games for clients
such as World Cyber Games,
Coca-Cola or FC Barcelona.

— 2014-Present

2012-Present

201/-Present

2005-2011

2000-20035



TV / INTERACTIVE / VIDEOGAMES Social Totem interactive Photobooth

Design System & White brand solution
for TV game viewers

Broadcast Satellite TV Viewers
Jackpot Viewers Platform
SSBT Terminals
Sportsbook TV Viewers
Keno / Keno Deluxe Game
Real Fighting Game

3x3 Basket Game
Rainbow Colors 49 Game
Perfect 6 Game

Spin 2 Win / Royale Game
Mini-Roulette Game

Football League and Tournaments
Viewers & Cashier

Live Games Viewers
(Mega 7, Spin2Wheels, Live Keno, ...)

Happy Geese (iPad Game)
Fantastic League

Gran Doradium Videoslot
La Diligencia Videoslot

Scratch Cards Mobile Games bundle
for multiple mobile devices

Futbolution / FC Barcelona

Level51 Java Games
(Board games, MrSick, Tetris, ...)

DESKTOP / MOBILE

Game Launcher
Cashier / Shop-admin

Grand Prix (Mobile)

Design System & White brand solution
for Desktop & Mobile Sportsbook

Online Sportsbook Platform

Spin 2 Win / Royale Game
Keno / Keno Deluxe Game
3x3 Basket Bettiing Game
Mobile Omega Sportsbook
Mobiprint (POS solution)
Perfect 6 Game

Loyalty Program system
Bebida y Tapa website
Sistema de micropagos
Servishop

Needian / Foulders

Best Apps (i0S)

Coca Cola World Cyber Cup
Level51 multiplayer games site

Antena3Juegos

IDENTITY MARKETING / DESIGN

Euskaltel Events
(Euskal, Araba, Gipuzkoa
and XGNR Encounter)

e20biz congress

Billete Cohete

Virtual Sports brand
Seabliss

Paladares de Antequera
Appically

Lucilot Art&Beauty
TarimaSol

Red1 trainer

XGNR Encounter mascot
Gamezone

La Tarara de Miguel

FEATURED PROJECTS

Golden Race
(Corporate dossier, stands
design, magazine advertisements, ...)

Virgin Telco Encounter presentation
Christmas Card University of Malaga
Wedding invitations

Torcal formacion

El Mercado de Enma

Embasur

Bingo Touch (i0S)

Chocolatisimo

Personal Affiliate Marketing niche sites
(PromoCodigos, RegalosFrikis,
LaBuscaViajes, EdicionColeccionista
and others)

... and many more.




MY DESIGN PROCESS
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DEFINE IDEATE PROTOTYPE TEST
What is the problem? Whyisitimportant? @ Whyisitimportant? How do we create it? Does it work?
Define the challenge Research, observe, Brainstorm ideas Start creating, Implement the product,

understand &
create a point of view

& explore the
human context

good & bad, don't stop experiment,
at the obvious Fail cheap & fast

show & don't tell, start to
refine the product

Throughout my professional
career | have been able to
work with different
methodologies. Design
Thinking is probably one of
the fundamental pillars of my
way of working.

Avery important phase of
analysis and initial research,
working based on the
observation of people allow
me to launch an MVP on
which to iterate and alwaus
undertaking improvements
based on experience and Use.

This leads us to always have
a product that is alive and we
can increasingly cover the
needs of its users in a more
effective wau.



SOME OF MY TOOLS

= SKETCH

= ABSTRACT

= INVISION

= FIGMA

= ZEPLIN

= AXURE RP

= ADOBE XD

= PRINCIPLE

= BALSAMIQ

= PHOTOSHOP
= [LLUSTRATOR
= ADOBE PREMIERE



SOME WRITINGS, INTERVIEWS & TALKS

iIGaming Business
MAGAZINE / ARTICLE

Marketing strategies in Africa
at the Betting Industry. (EN)

Onda Malaga
TV

Social Totem overview at
'Premios Junior’, Spin-off
award winner.

Joc Privat
MAGAZINE / ARTICLE

Usability & user experience
as a success factor in next-
generation slot machines. (ES)

Actitud Social |l
CONFERENCES

Pinterest, a picture is worth a
thousand tweets.

Games Magazine
MAGAZINE / INTERVIEW

Manuel Sagall profile from
Golden Race. (ES)

Social Day
CONFERENCES

A picture is worth more than
1000 words and much more
than 140 characters.

SBC News
MAGAZINE / INTERVIEW

BOS Sponsor Profile Manuel
Sagall from Golden Race. (ES)

Santander Universidades
CONFERENCES

Commercial communication
on the web: New
communication tools.




FEATURED AWARDS & RECOGNITIONS

Best Virtual Sports Supplier
SBC AWARDS

2020

Best Mobile Betting Provider
BALTIC AND SCANDINAVIAN GAMING AWARDS

2020

Best Virtual Sports Product
SBC AWARDS

2019

Best Mobile Betting Provider
SBC AWARDS

2019

Best Virtual Football Product
SBC AWARDS

2018

Entrepreneur %

Best online marketing campaign 2013

(Social Totem & EL Pimpi)

CMKM CLUB DE MARKETING DE MALAGA

OCTOBER 2013

AJE Malaga Awards Finalist

(Social Totem)

AJE MALAGA (ENTREPRENEURS ASSOCIATION)

FEBRUARY 2013

Spin-Off Award
(Social Totem)

UNIVERSITY OF MALAGA
JANUARY 2013

O

Demoscene @@

Crossing
Amiga b4kb intro - 1st Place

EUSKAL ENCOUNTER 7
1999. BILBAO, SPAIN

Phase One
Amiga Demo - Ist Place

ABDUCTION
1998. OULU, FINLAND

Synthesis
Amiga Demo - 3rd Place

ASSEMBLY
1998. HELSINKI, FINLAND

Proklive
Amiga b4kb intro - 2nd Place

SATELLITE PARTY
1998. SCZCECIN, POLAND

Addict
[llustration - 2nd Place

EUSKAL ENCOUNTER 15
2007. BILBAO, SPAIN

Together
[llustration - 2nd Place

EUSKAL ENCOUNTER 10
2002. BILBAO, SPAIN

Kleopatra
Pixel Art - Tst Place

EUSKAL ENCOUNTER 9
2001. BILBAO, SPAIN

Jack
Pixel Art - 2nd Place

RADYKAL
2007. GRANADA, SPAIN
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RECOMMENDATIONS

Manuel was the first person who successfully helped me when |
started to work in Gextech, so mainly I'd emphasize his big heart
and great sense of companionship. He always has time to support
you with his great creative spirit. With an excellent humour, he has
a really passion for his job. He does true "magic” making art. As a
senior 3D programmer in Gextech, Manuel always surprised me
with his ideas about graphics and effects applied to our game,
giving it a final and truly professional style, his unique style. |
would like to work again with him in another big project, because
when he is near, his only presence help you to be happy with what
you're doing, and he can help to make it a success.

MANU MARIN
SENIOR ENGINEER AT INFINITY WARD
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“l worked closely with Manuel during my year at Gextech in

delivering a number of creative projects ranging from 3d

MARC CAMPMAN
MARKETING DIRECTOR AT GEXTECH

animations, digital presentations, marketing collateral and stand
design. He showed a very high standard in creative development,
project management and team management and | would certainly
use his creative design services again if the opportunity arises.”

)7

“Manuel has outstanding creative capabilities and is
considered to be one of the main artistic brains behind the
Fantastic League and other Gextech products. Manuel is
deeply respected by all members of our team and has
been an outstanding Art Director over the four years we
have worked together. The range of his artistic capabilities
and experience is truly impressive. | hope to be able to
continue working with Manuel in the future.”

DAVID DEPREZ
MANAGING DIRECTOR AT GEXTECH

b—

"A game designer often ends up acting being a kind of
nexus between departments. That is why we value a lot

)7

Manuel’s good attitude and his will to listen,

request his help many times, regarding different sort of
tasks, from artistic direction to product design or project
management.”

FERNANDO CLAROS DE LUNA
CHIEF STRATEGY OFFICER & CO-FOUNDER AT TIPSCOOL

people who make that difficult task easier for us. Thanks to

communication with our Art department was always quick
and decisive. His polyvalence and common sense made me

— 77



CONTACT ME

+34 722 660 488

hello@manuelsagall.com
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