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CorporateLeadership in User ExperienceStrategy

Communication Arts has described Eric Gould Bear as Òone of the most thoughtful and provocative interface and
interaction designers working in the field.Ó He has been leading the design of award winning human-computer
interfaces since1984, has published numerous articles on the subject, and hasbeen granted a variety of patents for
cutting-edge techniques. An enthusiastic and inspirational leader, he invites everyone to join in the work of creating
easier-to-use technology and more engaging digital media. With specialization in interactive telecommunications
servicesand devices, keymanagement outcomesinclude:

Competitivecustomer experiencestrategy
Integrated vision for products, services& brand
Prioritized product requirements& specifications
Maximized usability&customer satisfaction
Confidencein solutionsprior to publicrelease

Proven design management methodology
Leadership of cross-functional collaboration
(technology, strategy, marketing, content, design, usability)

Engineeringresource, schedule&cost optimization
Deployment of proprietaryinteraction technology

CAREER HIGHLIGHTS

Yahoo! Inc. – Sunnyvale, California 2004 to 2005

Senior Director of User Experience, Communications & Consumer Services
Grew and lead a team of 55 interaction designers, visual designers, user researchers, ethnographers, and prototype
engineers responsible for crafting the user experience of Yahoo!Õs core communications applications and services.
These productscollectively serve over 340 million people worldwide. Developed thematic roadmap for the business
unit; and established new techniques for rapidly incubating next generation product concepts. Introduced tactical
qualitycontrol metricsand held ultimateresponsibility for thedesign and integration of:

- Email, instant messaging& VoIPapplicationsfor real-timeand asynchronouscommunications
- Addressbook and PIM offeringsfor ubiquitous, synchronized &easyto navigateinformation
- Photo servicesand appÕsfor editing, storingand sharingimagesacrossdevicesand theInternet
- Mobileproductsfor a widevarietyof portabledevices, technical platformsand carrier networks
- Livingroom & set-top productsfor viewingand managing personal content and broadcast media
- Partner-bundled desktop applicationsand premium entertainment services(e.g. w/SBC&BT)
- Community-building servicesfor matchmaking, datingand establishinglong-term relationships

Microsoft Corporation – Redmond, Washington 2001 to 2003

Interaction Design Manager, Windows Hardware Innovation Group
Joined the Windows Hardware Innovation Group at inception to formulate and drive interaction design strategy,
counterbalanced against businessplanning and platform architecture. Championed consistent user experiencesacross
Microsoft products and established cross-company task forces for establishing consensus between Windows shell,
Tablet PC, Media Center, Pocket PC, Smart Phone, Smart Display, SPOT, and Office. Established methodologies for
designing and validating scalable hardware user experiences for Longhorn, built publicly acclaimed hardware
interaction prototypes (Athens Communications PC and Microsoft Navigation Signature), and set precedent for
seeding internal developers with hardware convergence fixtures (e.g. navigation controls, auxiliary displays,
actuator/ indicator simulators, and CommPanel HDK). Lead design of modality-agnostic interactions for real-time
telecommunications and video conferencing. First named inventor on over 30 patent applications for notification,
navigation, power, security, and telephonycontrol.

User Experience Manager, Tablet PC
Framed user experience agenda for the Tablet PC SKU, brought user-centric perspectives to the corporate business
plan, delivered world-classTablet PCproduct. Managed 32 interfacedesign, industrial design, user research, and user
assistance experts; organizing separate disciplines into a unified practice to maximize quality, efficiency and
collaboration. Bridged communicationswith other organizations(e.g. program management, product development,
business/marketing groups, OEMs, ISVs, Windows, Office, and other product divisions).
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MONKEYmedia, Inc. – Austin, Texas 1994 to Present 
Founder, President &  CEO 

Launched MONKEYmedia in San Francisco in 1994 to provide the desktop computing, new media and consumer 
electronics industries a design and technology resource focused specifically on human-computer interaction.  Moved 
business to Austin in 1996 and established reputation as leader in the niche with team of 20 seasoned professionals by 
end of 2000. 

Developed a rich portfolio of intellectual properties for licensing and grew the interface design services division to be 
profitable every year; revenues doubled consecutively for seven years. Formulated structured and reproducible design & 
documentation processes with flexibility to meet a wide variety of product requirements and ways of doing business. 
Partnered with client leaders in planning and focusing design and development activities; adding top resources to 
teams to ensure timely shipment of outstanding user experiences. 

Industry recognition of design leadership: 
40th Annual CLIO Awards 1999 Ð Self-Promotional Website Design: Silver 
Communication Arts Interactive Design Annual 1999 Ð Award of Excellence 
HOW Design Competition 1999 & 2000 Ð Interactive Design & Multimedia Merit Awards 
SXSW Interactive Website Competition 1999 Ð Best Use of Animation & Best Use of Audio 
One Show Interactive Awards 1999 Ð Self- Promotional Website Design: Silver 
Macromedia Sites with Life Gallery Ð Shocked Site of the Week 1999, Shocked Site of the Day 1998 
New Media Invision Awards 1999 Ð Creative & Technical Excellence: Gold for Interface Design 

Representative clients: 
Austin Children's Museum Ð interactive electronic playscape design 
Chiron Informatics Ð task analysis & product design for medical informatics suite 
CPB (Corporation for Public Broadcasting) Ð interactive TV design consulting 
FastTrack Systems Ð interaction design for suite of handheld medical applications 
frogdesign Ð various product interaction & navigational architectures 
GSD&M Ð guidelines and architecture for client extranet 
Human Code Ð school of the future interaction design & B2B process design 
Interval Research Corporation Ð interface design for broadband interactivity  
Intuitive Design Ð task analysis and information architecture for online gaming 
marchFIRST Ð various e-commerce UI blueprints, including ToysRus.com & JCPenney.com 
Microsoft / WebTV Ð next generation set-top product specification & UI production 
pcOrder.com Ð interface design for web-based product ordering system 
Portal Communications Ð user interface for Disney/Epcot CenterÕs ÒHome of the FutureÓ 
Regis McKenna / HOT Ð product and demo design of targeted market analysis tools 
Sega of America Ð advanced technology set-top box UI design and global gaming portal 
Sprint PCS Ð wireless web UI design evaluation & concept development 
Texas Instruments Ð next-generation wireless calculator network UI design & specification 
Viacom / Noggin Ð interface design & developer guidelines for childrenÕs TV + web channels 

Vivid Studios – San Francisco, California 1993 to 1994 
Senior Interaction Engineer 
Responsibilities included leadership of information architecture, interface design, and functional specification services 
as well as creative direction and code architecture on select projects.  Representative clients include: 

Delphi Ð information architecture & interface for proof of concept graphical online services 
Regis McKenna / HOT Ð product design of targeted market analysis tools 
Sega of America Ð advanced technology set-top box UI design 
The WELL Ð information architecture & interface for early prototypes of graphical online services 

Element Systems – New York, NY / San Francisco, CA 1984 to 1993 
Interaction Engineer 
As an independent contractor, responsibilities included information architecture, interface design, functional 
specification and code engineering services. Representative clients include: 

Aetna Life Insurance Ð first generation GUI for online customer financial information services 
Apple Computer Ð handheld devices and desktop tools for browsing audio content 
Byrnes & Associates Ð applications for collecting data & generating statistical results 
Kaleida Labs (Apple / IBM) Ð desktop & handheld multimedia GUI toolkit and developer guidelines 
New York University / Bell Atlantic Ð "YORB" interactive television program 
SoftWriters Ð network-updating routines for VersionTerritory remote administration tool 
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UNIVERSITY APPOINTMENTS 

University of Texas – Austin, Texas 1996 to 1999 
Senior Lecturer &  Research Fellow in New Media Design 
College of Communications /  Department of Radio-TV-Film 

Established intensive New Media program. Advised graduate and undergraduate students. 

Basics of Multimedia Interaction Design Ð interface design perspectives & processes 
Advanced Interaction Design Ð cutting-edge experimental interaction design 
Advanced Interface Design Ð advanced applied interface and information design 

 

San Francisco State University (SFSU) – San Francisco, California 1994 to 1996 
Faculty, Multimedia Studies Program 

Empowering the Audience: Basics of Multimedia Interaction Design 

 

INDUSTRY PRESENCE Ð CONFERENCES 

WinHEC (Windows Hardware Engineering Conference) 2003 – New Orleans, LA 
Presentation: ÒDesigning Intuitive Hardware ControlsÓ 

SXSW (South by Southwest) Interactive 2003 – Austin, Texas 
Panelist: ÒConvergent Devices of the FutureÓ 

ACM SigCHI (Human Factors in Computing Systems) 2001 – Seattle, Washington 
Paper: ÒPoly-Vectoral Reverse Navigation: Simplifying Traversal to and from Shared NodesÓ 

OzCHI (Human Factors in Computing Systems) 2000 – Sydney, Australia 
Paper: ÒVirtual Force-Feedback: Kinesthetic Engagement without Custom HardwareÓ 
Paper: ÒMultidimensional Topic Space: From Search to Browse with Relative Salience ControlsÓ 

ACM SigCHI (Human Factors in Computing Systems) 2000 – Den Hague, NL 
Tutorial: ÒInteractive Television: New Possibilities, Techniques & MetricsÓ 
Paper: ÒSeamless Video Expansion: Shaping the Contour of Streams for Personalized TVÓ 

SXSW (South by Southwest) Interactive 2000 – Austin, Texas 
Sponsor: Interactive Art Exhibition on Emerging Cultural Renaissance 

SXSW (South by Southwest) Interactive 1999 – Austin, Texas 
Panel Moderator: ÒInterface Design as Social ArchitectureÓ 

SXSW (South by Southwest) Interactive 1997 – Austin, Texas 
Panelist: ÒThe Future of Interface Design: Wherever You Are, Interaction Is.Ó 

SXSW (South by Southwest) Interactive 1996 – Austin, Texas 
Panelist: ÒMaking Your Content MeaningfulÓ 

ACM InterCHI (Human Factors in Computing Systems) 1993 – Amsterdam, NL 
Paper: ÒRelativity Controller: Reflecting User Perspective in Document SpacesÓ 

 

INDUSTRY PRESENCE Ð OTHER PUBLICATIONS  

ACM Interactions (Association of Computing Machinery) – New York, NY 2001 
 ÒIndustry Snapshot: MONKEYmediaÓ 

ACM Interactions, 2001, March/April, pp. 63-70. 
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InterActivity Magazine (Miller Freeman) – San Mateo, California 1995 to 1997 
User Interface Design Columnist 

 ÒPersonal Perception (Part III): How Friendly is Friendly?Ó 
Interactivity Magazine, 1997, October, pp. 80 & 72. 

ÒPersonal Perception (Part II): Preparing Interfaces for Human VariationÓ 
Interactivity Magazine, 1997, July, pp. 68-70. 

ÒPersonal Perception (Part I): Preparing Interfaces for Human VariationÓ 
Interactivity Magazine, 1997, April, pp. 66-67. 

ÒDiversity in Your Audience: WhatÕs Worth Worrying About?Ó 
Interactivity Magazine, 1997, February, pp. 68-69. 

ÒRespect Thy Audience: Raising the Lowest Common DenominatorÓ 
Interactivity Magazine, 1996, December, pp. 60-63. 

ÒWhat OS Toolkits Do with Buttons that Authoring Tools DonÕtÓ 
Interactivity Magazine, 1996, October, pp. 60-63. 

ÒShock Treatment: Redefining Interactivity on the NetÓ 
Interactivity Magazine, 1996, July, pp. 40-52. 

 ÒFashioning Creative Relationships between the Cursor and the Mouse (Part III)Ó 
Interactivity Magazine, 1996, July, pp. 68-71. 

ÒFashioning Practical Relationships between the Cursor and the Mouse (Part II)Ó 
Interactivity Magazine, 1996, April, pp. 78-82. 

ÒDecoupling the Cursor from the Mouse & Fashioning Their Relationship by Choice (Part I)Ó 
Interactivity Magazine, 1996, March, pp. 70-73. 

ÒSoftware Interaction Device Characteristics: A Functional TaxonomyÓ 
Interactivity Magazine, 1996, February, pp. 76-80. 

ÒConnecting Participants to Content: Five Styles of EngagementÓ 
Interactivity Magazine, 1996, January, pp. 76-80. 

 ÒEmpowering the Audience: The Interface as a Communications MediumÓ 
Interactivity Magazine, 1995, September/October, pp. 86-88. 

 

PATENTS 

MONKEYmedia, Inc. – Austin, Texas  
Primary inventor on several families of issued United States patents 

VIRTUAL FORCE FEEDBACK (VFF) 
Kinesthetic Control without Custom Hardware:  6,433,775 /  6,583,782 

SEAMLESS VIDEO EXPANSION (SE) 
Methods for Expanding & Contracting Continuous Play Media:  6,393,158 /  6,615,270 /  6,621,980 

RELATIVITY CONTROLLER (RC) 
Reflecting User Perspectives through Non-Salience De-Emphasis:  5,623,588 /  6,177,938 /  6,219,052 /  6,215,491 /  
6,335,730 

MULTIDIMENSIONAL TOPIC SPACE (MDTS) 
Automated Display & User Manipulation of Richly Annotated Content:  6,326,988 /  6,556,226 /  6,281,899 

POLY-VECTORAL REVERSE NAVIGATION (PVRN) 
File Addressing & Navigation Techniques for Poly-Hierarchical Data:  6,505,209 /  6,745,201 

MIXED OWNERSHIP LISTS (MOL) 
Interfaces for Simultaneous Management of Owned & Un-Owned Inventory:  6,693,236 

SAVED SEARCH SETS (SSS) 
Techniques for Seamless Integrated Searching:  6,633,903 
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PATENTS (continued) 

Microsoft Corporation – Redmond, Washington   
First named inventor on several families of published patent applications 

SYSTEMS AND METHODS FOR INTERFACING WITH COMPUTER DEVICES 
US 20040257341 /  US 20040227731 /  US 20040220723 /  US 20040217988 /  20040179042 

REAL-TIME COMMUNICATIONS ARCHITECTURE AND METHODS 
US 20040240650 

METHOD AND SYSTEM FOR AUXILIARY PROCESSING OF INFORMATION 
US 20040225901 

METHOD AND SYSTEM FOR ACTIVATING A COMPUTER SYSTEM 
US 20040225892 

RECORD BUTTON ON A COMPUTER SYSTEM 
US 20040225502 

COMPUTER SYSTEM WITH DO NOT DISTURB SYSTEM AND METHOD 
US 20040223599 

COMPUTER CAMERA SYSTEM AND METHOD FOR REDUCING PARALLAX 
US 20040223061 

CONTROL AND COMMUNICATIONS PANEL FOR A COMPUTER SYSTEM 
US 20040222978 

NOTIFICATION LIGHTS, LOCATIONS AND RULES FOR A COMPUTER SYSTEM 
US 200402229777 

 
 
 

EDUCATION 

Masters in Interactive Telecommunications 
New York University Ð New York, New York 
Awarded Graduate Assistantship 

Bachelors in Cognitive Science 
Wesleyan University Ð Middletown, Connecticut 
International exchange at Doshisha University, Kyoto, Japan 

 

ASSOCIATION MEMBERSHIPS 
Association for Computing Machinery Ð 1992 to present 

Special Interest Groups: Computer Human Interaction, Graphics, Multimedia 

Computer Professionals for Social Responsibility Ð 1992 to present 
 
 


