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Hi, I’m Tom! I studied Industrial 
Design at university but since 
starting my career I have changed 
my focus to UX & UI design. I have 
two years of industry experience 
and I’m keen to work on exciting 
projects, improve my skills and be 
part of a dynamic team.

BA in Industrial Design & Technology

I received a 2:1 for my undergraduate 
degree. The course was four years 
one of which was spent working in 
industry. 

2009-2015

Leica Camera (1 Year)
I spent one year in Germany with Leica Camera. The first 6 months of which 
was spent working on product development (Both the UI & Industrial Design) 
and the second half of the year  was spent with the web design team, 
supporting the website redesign. 

Cloudshelf (2022 - Present)
I am currently working for a startup called Cloudshelf, a platform that allows 
users to interact with digital displays in retail spaces. I’m responsible for the 
UX & UI of the display interfaces and the platform manager.   

 Figm
 Sketc
 Photoshop
 Illustrato
 Indesig
 HTML, CSS & Javascrip
 Solidworks
 Keyshot


Jacob Jensen Design (6 Months)

My experience at Jacob Jensen was my first internship as a designer. It was a 
fantastic education in design from one of the world’s oldest & most influential 
design studios.

Slim Design Amsterdam (6 Months)

I had the privilege of interning at Slim Design in Amsterdam. This was a fast-
paced  and energetic studio where I was involved in everything from product 
engineering to web development. 

tom@abbotdavies.com

07955893803

behance.net/TomAbbotDavies

linkedin.com/in/tabbotdavies

https://www.behance.net/TomAbbotDavies
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Leica Camera UI
During my time working at Leica I was tasked with 
creating a concept camera UI. The idea was to design a 
conceptual interface that might generate new ideas and 
inspire the future UI direction. 



It was an exciting project to be a part of as it allowed 
me to have a lot of creative freedom with many design 
directions to explore. 
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Quick Settings

The quick settings is an initial menu that contains the most important 
information about the cameras. Organised in a way that highlights the most 
fundamental camera settings; the aperture, shutter speed and iso. The quick 
menu is customisable, enabling the user to optimise the UI for their workflow. 
In addition to the quick settings, the user can scroll down for the full settings. 
The full menu contains all the camera settings organised by Image setting, 
video settings, playback settings and camera settings. 
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Viewfinder Centric

The UI shouldn’t get in the way of the user doing what’s most important; 
taking photos. The viewfinder is at the center of the UI experience. This means 
that going back to the viewfinder is always just a single button press away. 
Additionally, the viewfinder has been drastically simplified to give the user 
only the most crucial data, allowing them to focus on the photo.
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Directional Navigation

From the user interviews it was established that the UI must function with 
touch and physical buttons. Therefore I designed the interface to have a 
directional architecture. This way users that prefer touch could swipe though 
while users that prefer physical controls could use buttons or the arrow keys. 
As previously mentioned, the UI is centered around the viewfinder. Swiping up 
will show the photo gallery, while swiping down takes them to the settings. In 
addition swiping left or right changes the camera from photo to video mode. 
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One-handed control

Another design consideration was that the camera had to be operatable with 
one hand. Both in taking photos and changing settings. To achieve this I opted 
for a slider. The slider could be customized to be on the left side to account for 
left handed users. With many of the other design elements the slider was 
designed to emulate the physical precision and tactile experience of the rest 
of the camera. 
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Thank you for your time

tom@abbotdavies.com

07955893803

https://www.behance.net/TomAbbotDavies

linkedin.com/in/tabbotdavies

https://www.behance.net/TomAbbotDavies

