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Biography

Behind my 16+ years of experience as an international award-winning Principal Ul/UX Designer and Ul Artist on IPs like
The Division, The Walking Dead, and DC's The Dark Knight is a deep belief that great design only happens when teams
feel connected. | focus on building trust and strong relationships, ensuring everyone stays invested and energized for
the long haul. For me, design is about community, which is why | also founded The Ul Vault, a free public platform that
gives back to global developers with over 500 game UI/UX resources.

Skills

® Core: UX Design, UX Architecture, Design Systems, Atomic Design, UX Research, Prototyping, Ul Art, Ul Art
Direction, Ul/UX Lead, Graphic Design, 3D Art, Branding, Marketing Art, PC, Console & Mobile Game Development.

® UI/UX Design: In order of experience - Figma, Photoshop, lllustrator, After Effects, XD, Sketch, Principle, InDesign.
® Game Engines: In order of experience - Unity, Snowdrop, Unreal
® Other Software: 3ds Max, Blender, Mudbox.

Experience
Principal UlI/UX Designer - Mainframe Industries (2024-2026)
® Project: Pax Dei (Unreal Engine: PC, Platform agnostic design)

® Impact: Transformed the game's user experience within 18 months; conducted stakeholder research to revamp the
core UX architecture, created a theme-immersive and player-resonant Ul art direction, and built a developer-
friendly scalable design system, while simultaneously functioning as the project's UI/UX Lead during my final year,
and actively delivering production-ready Ul/UX designs for all features throughout my tenure.

Founder & Curator - The UIVault (2022 - Present)
® Project: The UlVault (Web, App)
® URL: raindrop.io/UlIVault

® Impact: Built and managed a comprehensive, free public platform archiving 500+ game Ul/UX sources, creating an
industry-standard resource that supports the global developer community.

Expert Ul Artist - Ubisoft (2021-2024)
® Project: Tom Clancy's The Division Heartland (Snowdrop Engine: PC, Xbox, Playstation)

® Impact: Swiftly assumed core Ul/UX feature development responsibilities within a co-dev structure; aligned design
execution and implementation with the lead team at Red Storm Entertainment, led the development of the design
system, took over and drove the game's Ul art direction, and acted as Redlynx's studio Ul discipline lead to mentor
local talent and build a standardized studio design system.

Senior Ul Artist - Ubisoft (2019-2021)
® Project: Unannounced Title (Snowdrop Engine: PC, Xbox, Playstation)
® Impact: Spearheaded visual discovery from project conception to establish a cohesive brand identity; explored and
proposed a wide range of thematic styles to align with the Creative Director's vision, translated core UX

frameworks into high-fidelity Ul art mockups, advised on user experience, all while simultaneously partnering with
the UI/UX team to build the foundation of the game's design system.

Ul/UX Designer - Next Games, Netflix (2018 — 2019)
® Projects: The Walking Dead Our World, Blade Runner Nexus, Smilegate Pitch (Unity Engine: Mobile)
® Impact: Spearheaded the end-to-end UX/UI design of a flagship PvP feature six months ahead of a global launch.
Delivered various post-launch features after launch while assuming responsibilities of Ul/UX Lead; managed art

team priorities, prioritized development features, and groomed backlogs alongside project leads. The final months
were spent defining a fresh Ul art direction for Blade Runner Nexus and crafting a new project pitch for Smilegate.


https://uivault.raindrop.page/the-ui-vault-23130229

Ul/UX Designer - Armada Interactive (2016 — 2018)
® Projects: Quantum Siege, Various Prototypes (Unity Engine: Mobile)

® Impact: Recruited internationally to architect the interface ecosystem for a new mobile title; owned the
conceptualization, visual design language, and engine implementation of all UI/UX features. Independently drove a
critical marketing turnaround alongside primary duties to support the marketing team, creating the direction for
promotional ads and crafting staged, global storefront assets from concept to delivery.

Ul/UX Designer - Sticky Studios (2011 — 2016)
® Projects: The Dark Knight Rises: The Fire Rises, Interstellar, Godzilla: Strike Zone, Man Of Steel: Hero's Flight, The
Hobbit 2: Barrel Escape, and +25 more high-profile Hollywood IP titles. (Unity Engine: Mobile, Web, App)

® Impact: Transitioned from a combination role of Graphic Designer and 3D Artist into full Ul/UX ownership to solely
direct the interface production for over 30 3D theatrical games; owned the end-to-end user journeys and
independently crafted the Ul art direction based on limited client marketing materials, while directing and
collaborating with engineering teams to guarantee high-fidelity implementation.

2D Artist - YoYo Games (2010 — 2011)
® Projects: Super Snake HD, various prototypes (Gamemaker Engine: Mobile)

® Impact: Delivered all 2D asset production, character designs, and interface layouts for a casual mobile title.
Collaborated directly with the engine’s creator, Mark Overmars, within a six-month window to sync asset
implementation with core gameplay.

Founder - Uncharted Pixels (2009 — 2010)
® Projects: Corporate Identity (KE-works), Software Ul Design (Genworks)

® Impact: Founded an independent design studio to deliver branding and interface solutions. Developed the
software Ul architecture for Genworks and created the corporate visual identity for KE-works. Voluntarily closed
the financially successful business to pursue collaborative teamwork within the games industry.

Honors & Awards
® Finnish Game Awards: Game of the Year (2024, Winner), Small Screen Game of the Year (2019, Nominee)
® Webby Awards: Best Use of AR, People's Voice for Best Use of AR, Best Technical Achievement (2019, Winner)
® Pocketgamer Awards: Game of the Year (Nominee, 2018)
® Nordic Startup Awards: Newcomer of the Year (Nominee, 2017), Startup of the Year (Nominee, 2017)

® Dutch Game Awards: Best Casual Game (Nominee, 2015), Best Browser Game (Nominee, 2014), Best Technical
Achievement (Nominee, 2014), Best Advergame (Winner, 2011), Best Online Game (Nominee, 2011)

® Control Magazine Awards: Industry award (Nominee, 2011)

Education

® Bachelor of Arts: Game Design & Development (Utrecht School of Arts, 2006 — 2010)
® Diploma: Graphic Design (Graphic Lyceum Utrecht, 2002 — 2006)
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