
P R O F E S S I O N A L  S U M M A R Y 


I'm a Product Designer with 30 years of experience creating clear, usable interfaces for SaaS, enterprise tools, and 
productivity software across various industries. This broad background gives me a strong ability to adapt and 
apply best practices to new challenges. I work hands-on through the full design process, from early research and 
information architecture to prototyping and visual polish. I focus on data-driven design, breaking down complex 
problems and building scalable solutions in close collaboration with engineers and product managers. I thrive 
working with multidisciplinary teams and have experience with design systems, AI-assisted tools, scheduling 
workflows, multimodal interaction design across web and mobile and mentorship.


E X P E R I E N C E 


Principal Product Designer

Microsoft | Remote (Montreal, Canada)

Dec 2021 – June 2025


• Led end-to-end UX and UI design for the Fluent 2 Design System documentation platform, supporting 
Microsoft’s suite of productivity and AI tools used by 100M+ users.


• Designed core navigation, layout architecture, platform-switching logic, and theme switching across 
desktop and mobile responsive environments.


• Partnered with product managers, engineers, and the AI Copilot team to define scalable patterns and 
interactions for internal and external teams.


• Prototyped directly in Figma, iterated based on telemetry and qualitative feedback, and championed 
WCAG-compliant accessibility and inclusive design.


• Collaborated cross-functionally in a lean, distributed setup, shipping meaningful improvements in 
discoverability, feedback loops, and documentation clarity.


• Demonstrated strong systems thinking to unify structure, interaction logic, and component behavior 
across multiple platforms and teams.


• Explored and contributed to early concepts for internal tooling used by Microsoft production teams, 
including application design, research, and interactive prototypes aimed at streamlining internal 
workflows.


Principal Product Designer / Interaction Design Architect

Immersion Corporation | Hybrid (Montreal, Canada) 
Apr 2019 – Oct 2021


• Designed haptic interaction models and feedback loops for AI-assisted and eyes-free automotive 
interfaces, showcased at CES, Tokyo, and Detroit Auto Shows.


• Defined a tactile UX taxonomy for scheduling, notifications, and navigation behaviors across multimodal 
in-car environments.


• Worked closely with PMs, researchers, and engineers to validate interaction flows in Unity and Kanzi, 
emphasizing accessibility and behavior-driven design.


• Pioneered prototype experiences for Tier 1/OEM partners that merged product vision with user-centered 
design and AI responsiveness.


• Drove cross-functional alignment around usability, task clarity, and interaction feedback, contributing to 
new business through innovation-led demos.
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Senior Product Designer

Lightspeed HQ | Montreal, Quebec, Canada (On-site)

Dec 2018 – Mar 2019

 

• Conducted in-depth user research and flow analysis for Lightspeed Payments, uncovering friction points 

around trust, transaction transparency, and task prioritization.

• Partnered with PMs and engineers to redesign key workflows related to merchant onboarding, 

dashboards, and reconciliation.

• Introduced scalable interaction patterns that clarified task states, reduced confusion, and boosted user 

confidence, key concerns in scheduling/payment experiences.


Visual Design Practice Lead, R&D

JDA/Blue Yonder | Montreal, Quebec, Canada (On-site)

Mar 2015 - Oct 2018 


• Led and maintained the visual language for the Luminate Design System used across 100+ SaaS 
products.


• Personally designed and documented components, icons, theming logic, and accessibility standards for 
use by product, design, and engineering teams.


• Partnered with developers to integrate visuals across legacy and modern stacks, improving UI cohesion 
and efficiency.


• Advocated for modular, scalable branding systems, speeding up adoption and reducing design debt.

• Embedded accessibility and WCAG 2.x standards across all visual and functional elements.


Senior UI/UX Designer | Square Enix Montréal | Montreal, Quebec, Canada (On-site) | Sep 2013 - Mar 2015


Interaction Art Director | Behaviour Interactive | Montreal, Quebec, Canada (On-site) | May 2008 - Sep 2013


Senior UI Designer | Ubisoft Montréal | Montreal, Quebec, Canada (On-site) | Sep 2006 - May 2008


Lead UI Designer | Electronic Arts | Guildford, UK (On-site) | April 2005 - Aug 2006


Senior Designer | Naked Penguin Boy | London, UK (On-site) | Aug 2004 - Mar 2005


UI Designer | Argonaut Plc | London, UK (On-site) | Aug 2001 - Jul 2004


Graphic Designer | Inkom AS | Norway, Alesund (Freelance) | Feb 1995 - Aug 1998


EDUCATION 


BA (Hons) Product Design — University for the Creative Arts | Rochester, UK | Class of 2001

Arts & Design Foundation — Fagerlia VS | Aalesund, Norway | 1996 - 1998


TOOLS


Figma · Sketch · Miro · Adobe XD · Adobe Illustrator & Photoshop · GitHub · Miro · Webflow · HTML/CSS (basic)


SKILLS


Interaction Design · UX Strategy · Design Systems · Prototyping · Information Architecture · Visual Design · 
Multimodal-Design · Prototyping · Accessibility (WCAG) · User Research · Product Thinking · Systems Thinking · 
Cross-Functional Collaboration · Mentorship · Presentation & Storytelling


LANGUAGES


English · Norwegian · Polish
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