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SUMMARY

Twenty years of product design, from long-term interaction architecture to the quality of the design. For the last 
seven, the focus has been AI-native systems, specifically how AI surfaces information, structures outputs, and 
earns user trust in high-stakes regulated enterprise environments. Six years at Tact.ai evolving an enterprise CRM 
from legacy database interfaces into an AI-native, answers-first customer engagement platform, work that lifted 
pipeline 170% and won 72% user preference over the incumbent CRM, and a year at Veeva reframing how a 
regulated multi-product suite delivered AI.

I have been designing for AI since 2014, well before most designers had the vocabulary for it. The through-line 
across twelve years and three companies is a clear point of view on where AI belongs in a workflow and where 
human judgment must remain.

AI is how I work, not a feature I add. Claude and ChatGPT for research and synthesis, Claude Code, Claude 
Design, and Figma Make for prototyping. The AI speeds the work. The judgment about what to build stays human.

EXPERIENCE

Veeva Systems 2025-2026
Principal Product Designer, CRM
Enterprise CRM for regulated life sciences. AI agents, B2B sales workflows, compliance.

 Defined the CRM product's AI interaction standard, resetting it beyond a chat-only default by establishing 
that AI should meet each task with the right approach, including AI that runs behind the scenes inside the 
workflow, which broadened both the reach and capability of AI across the suite.

 Drove the vision for AI strategy through functional prototypes, making the case with working proof instead 
of a mandate. Built in HTML/JS for Web and Swift for iOS where Figma couldn't reach.

 Designed four AI agents for the CRM suite, turning dense, technically loaded capabilities into agent-driven 
interactions reps could trust and use without training, under real compliance constraints.

 Established trust, transparency, and control as platform-level interaction principles, designing 
structured, predictable AI outputs users could verify before acting, and defining reusable system-level patterns, 
pre-call preparation, compliance checking, and voice capture, that held consistent across modules rather than 
as one-off features.

 Shipped the platform's first AI features from minimal executive direction, work shown at Veeva Summit 
and used as the foundation for enterprise sales conversations with major pharma customers.

 Among the most active voices in Veeva's daily design critique sessions, presenting work for team 
feedback and earning direct recognition from the VP of Design, his manager, for the quality of that feedback.

Tact.ai / Aktana 2019-2025
Head of Design
AI-driven CRM, engagement, and orchestration platform across iOS, Android, Windows, and web. Life sciences, 
enterprise revenue teams.

 Reframed the product from database views into integrated workflows, answers-first design that unified 
fragmented rep tasks, research, planning, execution, and reporting, into one coherent system and surfaced 
their data in dashboards, driving 50% more same-day call logging and 72% preference over their existing CRM.

 Evolved a rudimentary chat interface already in production into an artifact-driven UI, where structured 
outputs drove rep workflows and open-ended chat was reserved for when it actually served the task.

 Shaped product direction and roadmap alongside the CEO, conceiving features that defined the pivot from 
CRM to customer engagement and moving the organization from engineering-led to design-owned direction, 
work that lifted pipeline 170% and grew events and contacts 222%.



 Built and owned the design system from scratch across iOS, Android, Windows, and web, evolving it 
through a full rebrand and re-founding the component library with engineering around action-oriented, operator-
facing workflows.

 Designed the admin portal for technical and power users, a code-centric interface requiring precision 
control over configuration and workflow rules.

 Hired and led a distributed team of five, three designers and two technical writers, mentoring through direct 
critique and staying hands-on in the hardest areas, including accessibility and system coherence.

TalentSky 2014-2019
Founding Designer to Director of UX to VP of UX to SVP Product Design & Strategy
Multi-sided B2B SaaS platform with AI-powered skill structuring. First design hire.

 First designer at the company, built the product, the design practice, and a design-first culture from nothing, 
and progressed to owning product strategy and roadmap when the Head of Product departed.

 Owned end-to-end design for a multi-sided platform, designing for two distinct audiences with different 
goals, including AI-powered skill structuring and verification, onboarding, and gamification that drove profile 
completion.

 Mentored designers as the design team grew, and led dozens of moderated and unmoderated usability tests 
to keep decisions grounded in how people actually used the product.

 Delivered several features directly in code and co-created a code-first design system with engineering, 
closing the gap between design intent and shipped experience and establishing accessibility as a foundational 
requirement.

Salesforce 2009-2013
Lead UI Designer to Principal Designer to Architect, Platform UX & Engineering
First designer promoted to Principal, then Architect. Platform-level influence across Salesforce clouds.

 Became the first designer at Salesforce to gain code commit access, working at the seam of design and 
front-end build. Contributed to the Aura framework, which became the Lightning Design System, and built front-
end developer tools for Apex developers.

 Led design for Analytics Cloud, Salesforce's data visualization and reporting suite, including its first iPad 
app for field and executive use and the redesigned experience for building data-dense dashboards.

 Established company-wide accessibility practices through standards and developer education, 
mentored designers on craft and career growth, and ran scores of RITE usability tests with 100+ users.

RECENT PROJECTS

First Light: Cosmic Viewer
Independent iOS app, published to the App Store June 2026

An immersive cosmic microwave background sky viewer built solo in SwiftUI, SceneKit, and CoreMotion. 
Conceived, designed, and shipped end to end using a multi-agent Claude Code workflow, from concept through 
App Store release.

SKILLS & RECOGNITION

AI interaction architecture · Platform and system-level UX · End-to-end product design · Trust and transparency 
patterns for AI · Design systems from scratch · 0-to-1 founding design · Multi-product ecosystem design · Data-
dense and regulated enterprise workflows · Data visualization and reporting · Consumer and enterprise UX · 
Prototyping in code (HTML/CSS, JavaScript, SwiftUI) · Accessibility (WCAG) · Cross-functional collaboration 
(product, engineering) · Figma · Claude · Claude Code · Figma Make

Emmy-Nominated Designer  ·  Salesforce Key Talent & Technology All-Star  ·  Multiple U.S. patents, platform UX 
and system-level interaction design

EDUCATION

University of Massachusetts Boston


