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I’m born and raised in Sweden where I graduated 
with a BSc in product design before moving on to 
London where I graduated from Central Saint Martins 
MA-Industrial design course.  

I specialise in designing objects and interactions in 
the intersection between analogue and digital.  
Designs that connects the physical with the  
intangible. Research that uncovers and extracts  
insights and scenarios that transforms and tames 

technology to create enjoyable experiences.
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Ceramic Stereo  
Degree project at Central Saint Martins - 2013

This concept is attempting to make wireless connectivity and 
communication more 
graspable by mapping intangible actions, functions and settings 
to real-world  
tangible actions.

The observation that led to this concept comes from audio con-
sumption and more specificly the mismatch between where 
content usually resides today (in smartphones) and what is being 
used to amplify the playback (stereos and speakers)

In a typical audio-playback scenario a clash of interfaces occur. 
The smartphone that holds the content is connected either via a 
audio-cable or via wireless technology  
(usually Bluetooth) to an amplifier. More often than not you get 
double volume controls, double playback controls and so on. 
This together with the smartphones
already existing interface duality with some functions residing 
on the screen and some mapped to physical keys makes for a 
complex interface system.



Placing your phone on one of the three unmarked positions 
starts one of the three actions (Play, Pause and Radio). These 
positions are only visible when powering-up the device and 
briefly as the action initiates. The  
reasoning behind not having any marks is that when an interface 
is this simple and is used by the same people all the time, mark-
ings outlive their use very quickly and become nothing more 
than visual clutter.

Inspiration for the object and how it is positioned in the home 
came from the “key-bowl” – a place where you put your keys 
when you come home since you have no use for them within 
the home. This isn’t really true when it comes to your phone but 
with more and more  
devices that compete for your attention together with the fact 
that phones are getting larger and larger many people do unload 
their phone somewhere when they get home.
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Tangible Alarm
Degree project at Central Saint Martins - 2013

The goal of this concept is to eliminate the anxiety that emerges 
when people use their smartphone as an alarm-clock and are 
forced to operate a touch-screen in the morning, half awake. 
How this simple morning-interaction, if made easier and less an-
noying could create a better start of the day was very inspiring. 
 
During the development of the idea several criteria where estab-
lished of what this concept needed to accomplish.  
1) Make the interaction with the phone more tangible without 
locking the phone in to a docking station or likewise.  
2) Speed up the everyday interactions without compromising the 
already existing interface with all it’s virtues.  
3) Remove ambiguity and uncertainty about what functions are 
active and what actions you just performed.
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Event Clock 

Degree project at Central Saint Martins - 2013

Sitting at the kitchen table quickly eating lunch 
while on her smartphone trying to find when the 
next bus is leaving, finding the bus on the screen 
and then looking up towards the clock on the wall 
to see how much time she has left. 

What’s really interesting in this behavior is how 
the person looks up on the 
analogue clock on the wall even though right be-
fore her eyes as she sees the time of the depar-
ture is the current time as well.  
 
Using this feeling of trust that people have in a 
analogue wall clock, this concept moves some of 
the flexible functions usually found in a digital cal-
endar out in to the physical world. 
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Chüne  
Internship project at Clearleft Ltd - 2013

Chüne is a playful social music service that in-
telligently curates playlists depending on who is 
around, and how much fun they’re having.

Developed at a three month internship at 
Clearleft. Chüne is the response to a brief that 
read: “Turn a current active digitial behaviour 
in to a passive one”  
 
The bahaviour we set out to make passive was 
the creation of playlists. A semi-functional proto-
type was built using a Raspberry-Pi, NFC board, 
Speakers and a matrix LED-display. 
 
 

This project was developed together 
with Zassa Kavuma - Creative Technol-
ogist and Kilian Bochnig - Multimedia 
Designer. 



Tap your phone on the top of Chüne to add your 
taste to the playlist. If this is the first time you are 
using Chüne you will be asked to select what 
types of music you like (more about that below). 
If you’ve used Chüne before you have probably 
realized the potential of this little cheerful box and 
downloaded the app. Since you have the app all 
you have to do is to tap your phone on the top 
and you’re done. The app keeps track of what 
you like to listen to and lets Chüne know..

The controls

Volume - so that you can turn it up when the 
neighbors come knocking.
 
Vibe - because a Thursday hangout is not the 
same as a 3am rave.
 
Skip - needs no explanation or justification.
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Snow White  

Personal project - 2014

The term “Flagship device” is used to describe the most premium 
phone in a product portfolio. This is a slightly odd reference to the 
largest, fastest or most heavily armed warship in a fleet. It does  
however often fit these devices since they tend to have a selection of 
the most powerful components, biggest screens, highest resolutions 
and most megapixels. All cramped into a razor thin shell. 

Snow White is not a warship. I’ts an elegant and timeless 
statement. It’s underpinning values are closer to that of luxury 
timepieces than that of high-end consumer electronics. 





 
- Beautifully crafted aluminium frame. 

- Full glass front and back. 
 
- Screen that never turns black. 
 
- Transparent notification bar.

Snow White is designed as a concept-device 
in Sony mobiles product portfolio. 

It is designed to fit in with the Sony brand of 
products although it is possitioned outside 
the Xperia smartphone range. 



By using PDLC (Polymer dispersed 
liquid crystal devices) the outer layer 
of the glass turns to an opaque white 
when the screen is turned off. 

This transition from transparent to 
opaque is perfectly synced with the 
screen so that it never reveals it’s  
dark off-state that have come to  
define the appareance of smartphones. 

The trasparent bar at the bottom of 
the phone displays notifications, time 
and other info when the mainscreen 
is turned off. 



Few details but a lot of attention... 



...on the inside as well as 
the outside.  
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Radiodan / BBC R&D 
Freelance work 2014

I got asked by BBC R&D Internet Research and Future Services 
section to work with the product design on a new project called 
“radiodan”. 
 
Radiodan is a radio-prototyping software that let’s people cus-
tomise their radio-listening experience. I’t used as a internal pro-
totyping tool but all documentation and software is avalible to the 
public as open-source. 

 
 

 
 

Seeing as the software was all about customising your own ex-
perience and hacking it together I went about designing the case 
with the same goals. The case had to be easy to manufacture and 
very cheap. I managed to get the cost down to £11 (when paying 
a contractor to lasercut). 

All the sidepanels are easy to replace and modify. if you want a 
new switch just cut a new toppanel or drill a hole in the existing 
one. Because of the non-invasive construction if can be manufac-
tured of a range of materials, MDF, cardboard, foamcore, acrylics 
and wood. 



The entire construction is clamped together with the 
four corner screws. The vertical bar clamps down both 
the speaker and the bord holding the Raspberry-Pi and 
the amplifier. This screw-less approach makes for very 
quick and easy modifications as well as keeping cost 
down to a minimum. 





World Service Radio

After I had done the radiodan kits I got asked to do two one-offs 
to showcase the platform. The BBC team decided to go with 
their World Service Radio concept. The BBC has over 70 years 
of World Service Radio Recorded. To make use of this massive 
archive I produced these two radios that plays the full archive 
from begining to end (around three years worth of listening). The 
top dial will let you navigate in time and the display shows the 
current date. 

Taking the concept of archives the radio is designed to fit in an 
archive - the bookcase. Since the usecase is very specific for 
this device we wanted something that you can just install and 
forget (until you want to use it). This together with the archive 
metaphor made the bookcase a very fitting context. This quided 
most of the design and construction decisions like placing all the 
controls on the front but using extreme restraint to what func-
tions deserved to exist. By covering the whole front in fabric the 
radio lost it’s tech-appearance and even the display looks organ-
ic and homeley. 

One device was delivered to the radiodan team and the other 
one went to the head of the World Service Radio. 
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T-65 / AIAIAI 
Personal project - 2013

In this short design excersises I set out to design a pair of  
headphones. Not wanting to spend to much time on this I set the 
time limit to one weekend and decided to design for Danish 
audio brand AIAIAI.  
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Keyflex / Microsoft 
Project at Central Saint Martins - 2012

This project was done during my first year at Central St. Martins 
MA-Industrial design. 
Microsoft asked the students to conceptualise ideas which 
demonstrated new thinking in 
computer interaction. One of the most important insights that 
where concluded from the research was that computer peripher-
als often was made for work and therefore had a certain  feeling 
associated with them.

I set out to create a computer-input device that was completely 
focused on relaxation, 
entertainment and home environment. The design of the device 
is borrowing language from living rooms instead of offices. It’s 
referencing to ceramics, organic shapes and textiles. 
The actual shape of the object is strongly conveying its functions 
and it’s intentionally left a bit raw and open to let the users focus 
on function and customisation. 
 



The concept is concentrated around physical manipulation. 
Instead of just pressing buttons the user bends, squeezes, twists 
and flexes the device. By using these actions the user interface 
becomes very natural and intuitive. 

The device can be bent upwards and downwards to raise/lower 
volume. By pressing a “modifier-key” at the same time the action 
of bending gets assigned to another function (for example fast 
forwarding a film). The device can also be twisted to for example 
pause or escape. When using social media the user can squeeze 
either the right or left side to “share” or “like”.
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INTERFACES / research 

Personal research project - 2013 (ongoing) 

This project is exploring the use of NFC (Near Field 
Communication) in mobile phones. The project is 
focusing on the possibilities of making interactions 
with phones (and other similar devices) more  
tangible and tactile through the use of NFC. 
 



In this first iteration I built three prototypes that 
adds common tactile functions (push, slide and 
turn) to a mobile device. 

Push - Turns of the alarm as it sounds. 
 

Turn - Adjusts the volume of music. 
 

Slide - Changes audio profiles; silent, vibrate and audio.
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The Escape Jacket  

Project at Central Saint Martins - 2011

During the research phase of this project the idea of 
“time as a luxury” came to be a main theme. After trying 
to find ways to give people more time I finally ended up 
with the idea of removing (connected) time instead, since 
luxury is often more about the things you remove than 
the things you add. 
 
The idea is that as soon as you leave work, or just want 
a break, you put your phone in the inner pocket of the 
jacket and you terminate all connectivity. 
By using the pocket as an off switch you make mobile 
communication a bit more tangible, there is something 
very satisfactory about being angry and throwing your 
phone in your pocket to end a call. 





Experience  

BBC R&D 
Designer, in charge of product design, manufacturing and 
technical consultant for the radiodan project. 
March - May 2014

Indie Phone 
Designer, in charge of industrial design and  
visualisation for Indie Phone. 
January - February 2014 
 
Clearleft Ltd 
Design Intern, worked in a team of three interns to research 
and develop a product with a digital and a physical side. 
October - December 2013 
 
News UK 
Designer, worked together with seven other CSM  
graduates to explore the future of news.
June - July 2013 
 
Sony Mobile Communications 
Design Intern, worked on several projects, both  
self-initiated and from internal briefs.
June - September 2012 

PI global 
Design intern, structural packaging design.
January - March 2012 
 

Education 

Central Saint Martins, UAL
MA-Industrial Design 
2011 - 2013

Malmö University
Bachelor of Science (BS), Industrial and Product Design. 
2008 - 2011

Gotland University
Concept Art, 2009 

Honors and Awards 

Wallpaper Graduate Directory (2014) 
Selected as one of the most promising  
design graduates of 2013. 
 
Orange  - vous confie les clés (2012) 
 
Microsoft  - UK Design Award (2012)
 
Nokia  - 3D printing challenge (2013)


