
THE IMPACT
Sony Ericsson taught me how to design for scale, lead across disciplines, negotiate with global 
partners, and translate UX vision into shipped products. It remains one of  the most formative 
chapters of  my career. 

REDESIGNING CORE APPLICATIONS
Technical Interaction Designer (TID) · Design Lead
I redesigned the calculator, Code Memo, and the Orange home screen, improving usability, 
security, and operator‑specific experiences. Orange later licensed our home screen concept for 
use on other brands.

DESIGN LEADERSHIP IN A HIGH-COMPLEX ENVIRONMENT
Customization UI Manager (CUIM) · Product Owner · Design Lead
My role expanded into design leadership, product ownership, and cross‑organizational 
coordination. I became the bridge between design and engineering, translating creative 
concepts into detailed specifications that could be implemented across markets.

COMMUNITY 1.0 - REIMAGINING THE PHONEBOOK
Customization UI Manager (CUIM) · Product Owner · Design Lead
I led the creation of  a new phonebook paradigm that unified messaging, contacts, groups, and 
presence. It became the central application across Sony Ericsson, Symbian, Windows Mobile, 
and Android devices, one of  the most complex cross‑platform UX challenges of  my career.

MYFAVES 2.0 - SOCAIL COMMUNICATION TO THE HOME SCREEN 
Customization UI Manager (CUIM) · Product Owner · Design Lead
We transformed the home screen into a social hub, enabling direct SMS/MMS, micro‑activity 
updates, and intuitive navigation. This required deep collaboration with T‑Mobile and careful 
negotiation of  requirements across device families.

DESIGN FOR MULTI-PLATFORM WORLD
I designed for Web, Symbian, Windows Mobile, Android, and Sony Ericsson’s proprietary 
embedded platform. Each platform had its own constraints and interaction patterns, forcing 
me to develop a modular, scalable mindset long before design systems became industry 
standard.

SONY ERICSSON — MULTI‑PLATFORM UX, CUSTOMIZATION 
PARADIGMS & CROSS‑ORGANIZATIONAL LEADERSHIP
TID · UX Designer · Design Lead · Product Owner · CUI Manager
My years at Sony Ericsson were a defining chapter in my career, a place where I learned how to 
design for scale, lead across disciplines, and navigate the complexity of  global product 
ecosystems. It was an environment where hardware, software, operators, and international 
markets all converged, and every design decision had to survive across multiple devices, 
platforms, and cultural contexts. 

This was where I learned to think systemically, negotiate effectively, and translate UX vision 
into products used by millions.

SONY ERICSSON
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During my time at Glimworks we managed to create five versions of  the system and launch 
three. We also investigated ten new areas for future use of  the system. I created a functional 
Scrum team, an innovative culture, a design paradigm and a nice atmosphere at Glimworks.

PROTOTYPING AND USER TEST
I was also involved in the hands on work. Creating prototypes, often paper prototypes, and 
planning and run user tests. During the process we: 
- Found different target groups. 
- Created Personas. 
- Created scenarios. 
- Created user stories. 
- Created design flows. 
- Created wireframes for both web and mobile devices. 
- Created prototypes. 
- Planned and ran user tests.

PARADIGM AND FRAMEWORK 
My role was to create a paradigm for the design at 
Glimworks. How to use the design framwork in the 
organization and how to create innovative design. It 
was also to ask our self  about:  
- Who our costomers were? 
- How to priorities between different customers? 
- What areas we should be in? 

GLIMWORKS — BUILDING A DESIGN TEAM FROM SCRATCH
At Glimworks, I joined a small startup and helped grow it into a functioning product 
organization. I hired designers and developers, introduced Scrum, and built a culture of  
visibility, collaboration, and experimentation. 

I created the design paradigm for the company, led the UX for the product, and delivered 
multiple versions of  the system, each informed by rapid prototyping, user testing, and 
continuous iteration. I also created an innovative and learning culture, created a organizational 
structure and collaborated with Universities and external customers. 

GLIMWORKS
CREATIVE INNOVATION DIRECTOR 2012-2013

AWARDS 
All the work we put in on Försäkringskassan.se 
and various services resulted in several rewards. 
- Best government site in Sweden 2016. 
- Best site in Sweden 2016. 
- Best government site in Sweden 2017. 

FRAMEWORK FOR SERVICES 
When we created the framework for services we took 
inspiration from gamification. This by adding colors 
to give feedback, adding progressbars to give 
feedback about the progress. The aim for the 
framework was to create a simple step by step service 
that could be paused whenever the user needed. It 
should also be possible to jump between different 
steps and add content, nothing should be looked 
except from the last step, submiting the service. The 
overall picture of  what was done or not in the service 
became critical in the design.  This was solved with 
colors, progressbars and simple interaction flows. 

USER TESTS
We tested everything we created. We used fast guerilla testing, talking to people in the city, 
showing paper prototypes or digital prototypes. We also had more planed user tests with 
specific target groups and testing a more total experience of  a service.  

ACCESSIBILITY
Since the site are aming at the entire population 
of  Sweden we decided to have a strong focus on 
accessibility. I learned a lot about accessibility 
during my time at Försäkringskassan, everything 
from how to design for colorblindness to how 
text to speach works. 

FRAMEWORK FÖRSÄKRINGSKASSAN.SE 
Setting the framwork involved many different parts: 
- Personas. 
- Effect mapping. 
- Prioritise target group. 
- Correct information structure and level of  language. 
- Requirement gathering 
- Setting the requirements for all devices: 
 - Mobile first or normal web site? 
 - Responsive design or not? 
 - etc.

FÖRSÄKRINGSKASSAN — AWARD‑WINNING PUBLIC SECTOR UX
Designing for Försäkringskassan meant designing for an entire nation. With more than 10 
million potential users, the challenge was to create a system that was accessible, 
understandable, and trustworthy. 
I helped build the UX framework that guided the entire redesign: 
- Personas at multiple levels. 
- Effect maps that connected user needs to business goals. 
- A new information structure. 
- Mobile‑first and responsive design principles. 
- A service framework inspired by gamification to help users understand progress and 
completion. 

Accessibility was central. I learned how to design for contrast, readability, cognitive load, 
assistive technologies and how to embed accessibility into every decision. 

The result: 
- Best Internet Site in Sweden 2016. 
- Best Government Site in Sweden 2016 & 2017.
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SENIOR UX DESIGNER/LEAD 2014-2017

AVEVA INSIGHT — NAVIGATION & OFFLINE MODE
For AVEVA Insight, I redesigned the navigation system to support faster, more intuitive access 
to information. I also introduced an offline mode, enabling users to work in environments 
with unreliable connectivity, a common challenge in industrial settings. This required 
rethinking data flows, interaction patterns, and the mental model of  the product itself.

AVEVA ENGAGE — LARGE‑SCREEN INTERACTION DESIGN
AVEVA Engage required reimagining a desktop‑based tool for a 75‑inch Microsoft Surface 
Hub. The challenge was not simply scaling the interface, but rethinking interaction itself. 
I led an iterative, user‑driven process: 
- Testing early prototypes. 
- Observing how users interacted with large touch surfaces. 
- Refining gestures, layouts, and navigation patterns. 
The result was a tool that felt natural on a large screen — something that supported 
collaboration, exploration, and decision‑making in a way the desktop version never could.

This work extended into AR and VR, where I explored how spatial computing could support 
navigation, inspection, and collaboration without inducing nausea or cognitive overload.

I created personas, prototypes, and interaction models that 
respected the realities of  shipbuilding while pushing toward 
more intuitive, modern patterns. As the project matured, I 
expanded the research to external shipbuilders, validating 
decisions and uncovering deeper needs.

AVEVA MARINE — DEFINING THE FUTURE OF 3D SHIP DESIGN
Designing for marine engineering meant stepping into a world where precision, tradition, and 
complexity intersect. Many of  my colleagues had spent years designing ships in 3D, and their 
expertise became the foundation of  my early research.

I observed designers to understand not only how ships were built, but how designers thought. 
I needed to understand their mental models before I could challenge them. Over time, the 
observations evolved from knowledge‑gathering to co‑creation, helping ship designers rethink 
long‑established workflows.

AVEVA
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WHAT THIS WORK REPRESENTS
My time at Axis was about bringing unity to complexity, aligning hardware and software, 
people and processes, vision and execution. It was about creating the systems, methods, 
and structures that allowed UX to scale across a global organization. It taught me how to 
lead in environments where reliability matters, where design decisions have real world 
consequences, and where collaboration is the key to progress. 

BUILDING THE DESIGN SYSTEM & UX PARADIGM 
With so many products and platforms, consistency was a constant struggle. I created the 
design system and UX paradigm that unified the look, feel, and behavior of  Axis New 
Business products, from embedded screens to cloud dashboards. This wasn’t just a library of  
components. It was a philosophy: how Axis New Business products should communicate, 
guide, and support users.

CREATING A UNIFIED UX PROCESS 
One of  the biggest challenges was that teams across Axis New Business worked differently. 
Methods varied, terminology varied, expectations varied. To fix this, I led a cross functional 
initiative to create a company wide UX process, a shared way of  working that aligned 
designers, developers, product managers, and stakeholders. This process became the backbone 
of  how UX operated at Axis New Business. It brought clarity, predictability, and a sense of  
shared ownership.

LEADING UX ACROSS THREE PRODUCT FAMILIES 
Axis trusted me with end to end UX responsibility for all products within Access Control, 
Network Intercoms, and Wearables. That meant everything from the sound and LED feedback 
on the hardware to the software interfaces that controlled entire security systems. It was a rare 
opportunity: to shape the experience of  devices people rely on in critical, real world situations.

UNIFIED UX ACROSS HARDWARE & SOFTWARE ECOSYSTEMS
When I joined Axis Communications, I stepped into a world where physical products, 
embedded systems, desktop tools, mobile apps, and cloud services all had to work together. I 
was responsible for the UX of  three major product families, Access Control, Network 
Intercoms, and Wearables, each with its own history, constraints, and technical realities. My 
role was to bring coherence to this ecosystem and create a UX practice that could scale across 
dozens of  products.

AWARDS 
All the work we put in on the new standalone card 
readers in Axis Communications product line resulted 
in several rewards. 
Red dot winner 2023 
- AXIS A4020-E card reader 
- AXIS A4120-E card reader

AXIS COMMUNICATION
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MENTORSHIP & CULTURE BUILDING
Alongside the product work, I mentored students and supported junior designers. Axis was 
growing, and helping shape the next generation of  designers became an important part of  my 
contribution.

RESEARCH, WORKSHOP & CROSS TEAM COLLABORATION
To make good decisions, we needed good insights. I planned and analyzed user tests, facilitated 
workshops, and worked closely with engineering, product, and business teams. Axis is a deeply 
technical organization, and part of  my role was translating user needs into something that 
made sense for everyone, from firmware engineers to cloud architects. This collaboration 
strengthened relationships and made UX a trusted partner in the development process.

DESIGNING FOR HW, SW & EVERYTHING IN BETWEEN
Unlike many UX roles, this one required thinking across physical and digital boundaries. 
I shaped: 
• LED patterns 
• Sound feedback 
• Interaction flows on embedded devices 
• Desktop and mobile interfaces 
• Cloud based management tools

Every touchpoint had to feel like part of  the same ecosystem. Every decision had to respect 
the realities of  security critical environments.

SHAPING THE PLAYER EXPERIENCE
Using the frameworks I built and tools from earlier roles, I created concepts for onboarding, 
tutorials, social features, settings, account creation, inventory, and deployment flow. I also 
collaborated across disciplines on store, battlepass, and progression systems. 
Piece by piece, we shaped a coherent player experience.

BUILDING INSIGHT DRIVEN DECISION MAKING
Early on, I partnered with the User Research manager to create an informal insight team. We 
combined data, playtests, community feedback, and telemetry into a single decision making 
engine. This later evolved into a more formal structure that helped the studio validate ideas 
and track decisions.

DESIGNING FOR CONSOLE FIRST
Coming from mobile first design, I introduced the Lean In / Lean Out method to help teams 
design interactions that felt natural on a gamepad. While I joined Bloodhunt too late to fully 
apply it, the method became foundational for Exoborne.

ALIGNING THE STUDIO AROUND THE PLAYER JOURNEY
To give everyone a shared vision, I facilitated the creation of  the player journey with all 
directors. With the Narrative team, I shaped the golden path, how story and gameplay guide 
the player through the experience. This became a north star for feature teams across the 
studio.

ACCESSIBILITY, INCLUSION & ETHICAL DESIGN
I introduced a tiered accessibility framework (A / AA / AAA), developed through 
conversations with accessibility communities and experts. I also worked to ensure players could 
see themselves in the game adding representation in characters, clothing, and cutscenes. And 
together with studio direction, I created an ethical framework to help teams stay on the right 
side of  the line between engaging design and gambling like mechanics. These three pillars 
accessibility, inclusion, ethics became part of  the studio’s design culture.

CREATING A COHESIVE GAME
As I moved through the project, it became clear that navigation patterns varied widely between 
teams. To fix this, I brought people together and created navigation guidelines, keymaps, and 
button maps for the entire game. These became shared references that made the experience 
feel unified and intentional.

UNDERSTANDING THE PLAYER
I began by working with the data team to understand who we were designing for. We turned 
research and analytics into practical personas that teams could test ideas against. These weren’t 
marketing artifacts they were tools to keep us honest about who we were building for.

UX FOUNDATIONS FOR TWO AAA GAMES
When I joined Sharkmob, the studio was balancing two major AAA projects at once. 
Bloodhunt was nearing release, while Exoborne was just beginning. The teams were talented 
and fast moving, but they needed shared structures, a way to align around the player, the 
experience, and the values of  the studio. My role became creating those foundations.

SHARKMOB
SENIOR UX DESIGNER 2020-2026

WHY THIS WORK MATTERS
My time at Sharkmob was about more than features. It was about building the systems, 
methods, and values that help a studio grow, clarity in complexity, responsibility in design, and 
a shared understanding of  the player.

ABOUT ME
My career has been shaped by a fascination with how people interact with complex systems 
and how clarity, structure, and empathy can transform those systems into something 
meaningful. Over the years, I’ve moved fluidly between industries: AAA games, enterprise 
hardware and software, marine engineering, public sector services, mobile ecosystems, and 
early stage startups. 

What ties all of  it together is my belief  that design is a cultural force. It shapes how teams 
think, how products evolve, and how people experience technology. I’ve built design systems, 
UX paradigms, accessibility frameworks, and ethical guidelines not because they are 
deliverables, but because they create the conditions for better decisions and better experiences. 

I’ve led teams, mentored designers, facilitated workshops, and shaped processes across 
multiple industries. My leadership style is grounded in openness, trust, and clarity. I believe in 
creating environments where designers can grow, where ideas can be challenged safely, and 
where decisions are made with intention. 

I thrive in environments where the problems are messy, the stakeholders are many, and the 
path forward isn’t obvious. That’s where design leadership matters most.

JAN ANDRESEN
PRINCIPAL UX DESIGNER - UX LEAD - DESIGN STRATEGIST

I design scalable UX systems and lead cross functional teams to deliver inclusive, ethical, and 
high impact digital experiences across AAA games, enterprise platforms, public sector services, 
and mobile ecosystems.


