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What do you currently work on at Adobe?

Currently, I spend my time heading up the Experience Design (XD) Studio as a principal designer and creative
director focusing on identifying untapped potential and the future direction of user experience adjacent to Adobe’s
business. We do this by rapidly iterating through hypothesis, design, prototyping, and validation.

The XD Studio is the team behind Context (https://www.behance.net/gallery/9372399/Project-Context), and have
seeded and designed many of the Creative Cloud mobile ecosystem applications. The main new areas we’re
currently focusing on are image search, collaborative sessions, motion graphics creation, and augmented reality.

What technology have you patented?

Eight of them are utility patents issued by the U.S. patent office, three are design patents. Most of the patented
work are about innovative user interfaces. It’s a pretty broad variety of inventions. To call out a few in specific, there
is one on rapidly creating high fidelity layouts using multiple fingers.

Simultaneous controls for multi-touch gesturing is another one which you see applied in Adobe’s first mobile
creation app, Adobe Ideas (now called Illustrator Draw (http://www.adobe.com/products/draw.html)). Others are on
creating animation using physics, using a mobile device for larger screen application input, and a method for using
social and location data to share assets.

How do you see your contributions adding value to Adobe?
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When I started at Adobe in 2008, one of the areas I focused a lot on was touch and multi-touch. Design and
prototyping, as it still is, was the way to conceive and explore ways to take advantage of an emerging input method.
Because we thought, fundamentally, of how you could take advantage of two hands and multiple fingers, we got to
a solid foundation on how we think we should design for touch. For instance, there was this notion of having a
“creation” hand, and a “controls” hand. This led to positioning most of the controls on the sides of touch devices.
Making something useful, more intuitive, and having high quality results is always the goal, and there are many
factors that lead you to the end goal. Sometimes, inventing something new is an integral part of it.
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