joy kim
Human-Computer Interaction Researcher
joykim@adobe.com / www.joyk.im

EDUCATION

2011 - 2017

Stanford University

PhD, Computer Science (Human-Computer Interaction)
MS, Computer Science (Human-Computer Interaction)

2007 - 2011
University of Washington
BS, Computer Science

EXPERIENCE

2017 - present

Senior Research Scientist, Adobe Research

Designing tools for novice and non-expert creators and for creative collaboration online.
Worked as frontend engineering lead on Project Blink, a text-based video editor for the web.

2011 -2017
Researcher, Stanford HCI Group
Dissertation: Designing Crowdsourcing Techniques Based on Expert Creative Practice

Designed and implemented crowdsourcing techniques for writing short stories on Amazon
Mechanical Turk (Ensemble, Mechanical Novel). Designed, prototyped, and built a social system
to allow creators to share creative processes and works-in-progress online (Mosaic). Conducted
interview studies, ran large-scale surveys, and analyzed system usage data to write and present
academic findings.

2016

UX Research Intern, Yahoo!

Conducted usability tests for the Tumblr mobile application and a diary study on Tumblr search
behavior. Collaborated closely with the Polyvore design team to run rapid concept tests with
users to explore ideas for new initiatives.

2014

Research Intern, Microsoft, FUSE Labs

Developed a crowdsourcing workflow for generating and evaluating emotionally-oriented
stories based on Twitter data on Amazon Mechanical Turk,

2013

Research Intern, Adobe, Creative Technologies Lab

Conducted needfinding interviews to learn how people manage personal photographs and
videos. Paper prototyped and developed Motif, a personal video storytelling Android
application. Designed, conducted, and analyzed results from a controlled task-oriented study in
Seattle, WA and Palo Alto, CA.

SKILLS

Research Methods

Concept testing, Crowdsourcing,
Diary studies, Heuristic evaluation,
Interviewing, Paper prototyping,
Statistics/R, Storyboarding,
Surveys, Usability testing,
Wireframes

Web Technology

HTML, CSS, Ruby on Rails,
JavaScript, React, MobX, Heroku,
PHP, SQL

Design
Adobe Photoshop, Adobe
llustrator

Software Engineering
Ruby, Java, Git

AWARDS
Brown Institute Magic Grant, 2013

NSF Graduate Research
Fellowship, 2011

Mary Gates Research Scholarship,
University of Washington, 2010

CRA Outstanding Undergraduate
Researcher Award Honorable
Mention, 2010

ACTIVITIES

Posters and Demo Chair, C&C
2019

Sponsorship Chair, C&C 2023,
2024

Program Committee: C&C 2017,
2021,2025; CSCW 2018; CHI EIST
2022

Reviewing: CHI 2014 - 2023,
2025; Mobile HCI 2015, CSCW
2016 - 2018, 2020 - 2021; C&C
2017,2019, 2021, 2023, 2024;
UIST 2014, 2017, 2019, 2020,
2022 - 2024; DIS 2017, 2018,
2022,2023

Adobe Research Fellowship and
Women-in-Technology
Scholarship Volunteer 2018 -
2021
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