	STEPH BATTERSHELL

	Senior Product Designer  |  Mobile, Desktop & Game UI  |  Accessibility & Design Systems
Senior product designer with a background in visual design and 15+ years of experience shipping products and games across mobile, desktop, and console. At Microsoft, I lead end-to-end design for the Azure Portal and Azure Mobile App; earlier, I designed for games at Bungie (Destiny 2) and PopCap. I partner closely with product managers and engineers to turn complex problems into intuitive, accessible experiences.
EMAIL: heybattershell@gmail.com     PHONE: 206-434-0031      PORTFOLIO: portfolio.scbattershell.com 



	
	
	

	SKILLS
Product & UX Design
End-to-End Product Design (Concept to Ship), Mobile UX & Native Design (iOS & Android), Cross-Platform Design (Mobile, Desktop, Console), Interaction & Visual Design, Wireframes, User Flows & Interaction Models, Information Architecture, Accessibility & Inclusive Design (WCAG), Interactive Prototyping, Icon Systems, Game UI & HUD Iconography
Systems & Strategy
Design Systems, Guidelines & Standards at Scale (Fluent 2), Design Thinking, Navigating Ambiguity, Visual & Verbal Storytelling, Workshop Facilitation, Cross-Functional Collaboration with Product Managers & Engineers, Stakeholder Alignment, Enterprise & Cloud Platform UX
Emerging Tech & AI
Applied AI in Product Experiences, Copilot & Intelligent Assistant Integration, Agentic UX & AI-Assisted Discovery, Conversational UX, Natural Language Interaction Design
Tools & Methods
Figma (Wireframing, Visual Design, Interactive Prototyping), Adobe Creative Suite, Coded Prototypes (React, TypeScript), User Research & Usability Testing, A/B Experimentation & Telemetry
Mentorships
GLEAM 2024 & 2025 mentor, Azure Core 2023 mentor, REACH 2022 mentor
 
	
	Experience

	
	
	senior product designer, microsoft
	2017–Present

	
	
	Led product design for the Azure Portal and Azure Mobile App.
· Azure Mobile App: Led 0-to-1 design for iOS and Android, owning the UX roadmap with engineering, shipping 30+ features, and helping grow MAU from 35K to nearly 200K. First product in the C+AI org to reach MAS Grade B accessibility.
· Azure Icon System: Built it from the ground up, creating visual design guidelines, request intake, GitHub storage, and naming conventions, then partnered with external engineers to help build IconCloud, which hosts thousands of Azure, Fluent, and Windows icons.
· Azure Portal Search: Led the React and Fluent 2 migration (50M+ monthly interactions), improving accessibility, and used research-led usability studies to shape a roadmap for semantic search, intent, and AI discovery.
· Search + Copilot: Defined the journey from ambiguous search intent to AI-assisted action, using vibe coding tools to rapidly prototype Copilot and agent flows that aligned design, PM, research, and engineering.

UI ARTIST, BUNGIE	2017
Partnered with Destiny 2 UI/UX teams to help ship 400+ production-ready icons for the original launch, improving clarity and usability across complex HUD and game systems for console (PlayStation, Xbox) and PC players.

GRAPHIC DESIGNER, FILTER	2014–2017
Collaborated cross-functionally to deliver fast-turnaround UX/UI prototypes, icon systems, and visual assets for a range of high-profile client projects.

GRAPHIC ARTIST, POPCAP GAMES	2013–2014
Created cohesive in-game assets and marketing visuals for shipped multiplatform game titles, maintaining consistent brand and player experiences across IPs.

GRAPHIC DESIGNER, SEATTLE ART MUSEUM	2010–2013
Designed web and print experiences for special exhibitions and programs, using visual storytelling to engage diverse audiences.


	
	
	Education

	
	
	BA IN DESIGN, WESTERN WASHINGTON UNIVERSITY
	2010 



