
2019 
ASSOCIATE DIRECTOR EXPERIENCE DESIGN 
INTIVE UK

I created the first independent Design Studio for 
this global outsource software development agency. 
Leading intive’s evolution towards becoming a more 
design-led digital transformation partner, our focus 
was to identify and explore opportunities for CX and 
UX innovation using our leading-edge expertise in AI, 
computer-vision, machine-learning and voice-UI. 

Key Clients:  
Discovery Inc, BlackBerry, Specsavers, Tandem Bank, 
Heathrow Airport and Heathrow Express. 

KPIs:  
• Created the company’s first experience design  
 research and innovation team;  
• Design-sales pipeline created independently from  
 existing sales-bonus structure;  
• 12 month revenue target secured within 5 months. 

Responsibilities:  
• Company-wide design-thinking and design-value  
 education and evangelism;  
• Design strategy, methodology and process  
 development and implementation;  
• Leadership on all service and digital product  
 design projects;  
• Design-sales training, strategy and direction;  
• Client meetings, proposals and workshops. 

2005 - 2012 
FOUNDER / CREATIVE DIRECTOR 
CREATIVE NATION

2003 - 2005 
CREATIVE DIRECTOR 
EBOW

2001 - 2002 
FREELANCE 
LONDON AND DUBLIN

1999 - 2001 
CREATIVE DIRECTOR 
INTERNET BUSINESS GROUP PLC

1998 - 1999 
HEAD OF INTERACTIVE 
SYNRG CREATIVE

1997 - 1998 
 SENIOR DESIGNER 
RED HERRING DESIGN

1996 - 1997 
GRAPHIC DESIGNER 
MCG&A

1994 - 1996 
JUNIOR DESIGNER 
TARGET MARKETING

1992 - 1995 
BACHELORS DEGREE 
DUN LAOGHAIRE INSTITUTE OF ART,  
DESIGN AND TECHNOLOGY

2017 - 2018 
BRAND AND EXPERIENCE DIRECTOR 
STEPHEN ROCHE CYCLING

I drove the digital transformation of this 20 year 
old business, implementing a new cloud-based, 
synchronous multi-user workflow to enable greater 
team collaboration with shared live data across 
three new operational locations. The result of these 
improvements was the company’s most profitable 
period of operation since 1995.

Key Events:  
• Annual 5 day cycle tour of Mallorca;  
• Special anniversary event in the French Alps. 

KPIs:  
• 15-25% year-on-year revenue growth;  
• 200% net profit increase;  
• 800% increase in digital engagement;  
• 30% improvement in customer conversion;  
• 80% team growth with 3 new retail locations. 

Responsibilities:  
• Team building and management;  
• Digital transformation of business;  
• End-to-end service and customer experience  
 design and implementation;  
• Custom digital product design for all back office  
 admin, booking and CRM tasks;  
• Custom high-performance sportswear designs;  
• Design, fit-out and management of three new  
 multi-purpose retail facilities.

2013 - 2016 
HEAD OF DESIGN AND PRODUCTION 
DIGIT GAME STUDIOS

As the only member of the Executive Leadership 
Team with a multi-functional role across all company 
departments, my design-thinking problem-solving 
leadership was the catalyst and driving force for 
DIGIT’s incredible transformation from struggling 
startup to being the largest and most successful 
independent game development company in Ireland.

Published Games:  
• STAR TREK: Fleet Command (mobile);  
• KINGS OF THE REALM (mobile and desktop). 

KPIs:  
• Genre-leading KPIs for retention and monetisation;  
• Top grossing strategy game in 50 countries;  
• 2000% ROI on global UA and marketing spend;  
• Performance data secures multi-million dollar  
 investment and new publishing partner, Scopely.

Responsibilities:  
• Design lead for UX, UI and core product systems;  
• Prototyping, QA and user-testing;  
• Data analysis and actionable improvement insights;  
• Multi-channel marketing strategy and campaigns;  
• User-acquisition, conversion and monetisation;  
• Lead content producer and story editor;  
• Game community building and management;  
• Art direction and approval of all published assets;  
• Web design and development, including: targeted  
 landing pages and community forum.

2012 - 2013 
LEAD PRODUCT DESIGNER 
IPAG IRELAND

I worked as the main creative contractor for IPAG for 
several years before joining the company full-time 
in 2012 to focus on digital product design. Together, 
we delivered many highly successful and technically 
challenging products, including IPAG’s proprietary 
custom “Webinabox™” CMS and a ground-breaking 
Government data-visualisation web-app.  

Key Clients:  
Irish Government, AIG, Bank of America, Barclays, 
Bloomberg, Merrill Lynch, HSBC and the RAF. 

Key Project:  
Design lead for an award winning multi-platform 
employee training and engagement app. The core 
product was designed as a modular system to allow 
for agile multi-track feature development and easy 
customisation for specific client requirements.

Responsibilities:  
• Design strategy, methodology and process  
 development and implementation;  
• Design lead for UX, UI and core product systems;  
• Prototyping, QA and user-testing;  
• Service and customer experience design;  
• Digital product design; 
• Team building and management. 

linkedin.com/in/warnapoko 
warnapoko.comNATHAN WARNOCK 

BRAND AND PRODUCT EXPERIENCE DESIGN LEADER
My exceptional breadth and depth of experience guides my human-centric creative approach  
to deliver massive results in customer engagement, satisfaction and commercial success. 

Let’s connect today and see what we can do together tomorrow.

Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20
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DESIGN EXPERIENCE JOURNEY (1/3)
Beyond the exponentially positive influence I bring to the creative teams I lead and the incredible award-winning 
and commercial results I’ve achieved, here are some of the key stories and learnings from my professional 
journey that shape who I am as a design leader today.

Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20

Roles

Stories

Emotions

Learning

1994 - 1996
Target 
Marketing

1996 - 1997
MCG&A

Innovative design concepts are 
one thing, but can they actually 
be produced with available 
resources and time? 

My competition winning design 
could not be produced in 
the Ireland. 

Thankfully, I was able to quickly 
iterate a new design that was 
less complicated to produce.

Double and triple check 
everything. 

Then get a fresh pair of eyes to 
check it again before publishing.

Sometimes “dummy” copy can 
look too real!

Don’t aim to meet expectations, 
aim to exceed them. 

Hard work can reap unexpected 
rewards.

Clients want you to love and 
believe in their product/service 
as much as they do.

Seek the bigger picture in 
order to make better informed 
decisions.

Marketing is selling something 
that someone else has made. 

I wanted to get involved with 
making the things for others 
to market.

I gave my word to someone I 
hardly knew. 

Going back on it would have 
got me all I had wanted, with 
friends I knew well. 

As tempted as I was though, I 
chose to honour my word.

It was easy for me to 
recommend one friend to work 
with others and they trusted 
my judgement as much as I 
trusted theirs.

Every element of every design 
should serve the purpose of 
selling – your message, service 
or product.

If you can keep your head when 
all about you are losing theirs...

Being able to remain calm and 
the ability to calm others, is an 
essential “design” skill.

Understand 
production limits

Don’t trade speed 
for accuracy

Lorem ipsum is 
just fine

Always go the  
extra mile

Show some love Knowledge is 
everything

Making vs 
Marketing

Integrity first Endorsement 
matters

ABS -  
Always Be Selling

Cooler heads 
prevail

4

Learn about all aspects of the 
design and marketing business, 
winning RFP projects and 
delivering graphic design as a 
professional service, on time 
and on budget.

4

Make first and only printed 
typo mistake which is on 22,000 
competition flyers. 

The error is spotted before 
delivery to client but have 
to run urgent reprint at own 
expense.

6

The magnitude of my error 
pales in comparison to a Senior 
colleague’s error...

He failed to remove some 
“placeholder” joke text on 
printed quiz cards for a 
nationwide beer promotion.

8

Achieve rapid progression 
to Senior Designer level 
through the recognition of my 
exceptional design work and 
client management skills.

11

Lead the brand creation and 
launch campaign for Ireland’s 
first cosmetic surgery clinic.

13

I realise that, with a Creative 
Director and 2 Senior Designers 
above me, my career growth 
opportunities with this company 
are extremely limited.

6

Realise the world of Direct 
Marketing is extremely limited 
in terms of project scope, so 
decide I need to move on to 
progress my skills and career.

17

Despite the incredible offer,  
I decide I must keep my word 
and take up my new role as 
already agreed.

1

Start summer internship at one 
of Ireland’s top award-winning 
Direct Marketing Agencies and 
get offered full-time role after 
just 2 weeks.

1

Begin new role with larger 
creative team, more 
responsibility and wider 
variety of high-profile projects 
and clients.

5

Win competition to design 
the national postal agency 
Christmas card two years in 
a row and earn status as a 
“favoured supplier” leading to 
a series of successful projects 
for the company throughout 
the year.

5

Going forward, before sending 
anything to print production,  
my colleagues repeat: 

“If I’ve told you once, I’ve told 
you 22 thousand times... check 
your spelling and grammar!”

7

The whole team has to rapidly 
tear out each offending card 
from thousands of printed and 
bound card packs before they 
are distributed the next day.

9

For my first project as a Senior 
Designer, I get to lead the 
complete rebrand of an airline, 
including aircraft livery and 
service design improvements.

10

The Client is so happy with  
the results that I am offered 
“free flights for life”.

12

The Client is so happy with 
the results that I am offered 
“any procedure, for me or my 
girlfriend, free of charge”.

...I’m confused as to what she 
thinks I might need done?

14

The week after I leave, the 
Creative Director and 2 Senior 
Designers leave to start their 
own company.

15

I am invited to their launch 
party where they tell me that 
part of their leaving strategy 
was for me step up into the 
Creative Director role to fill the 
gap they left.

7

Secure new role with one of 
Ireland’s top award-winning 
Brand Design Agencies.

18

To help rebuild the design team, 
I persuade a friend from college 
(who has told me he is unhappy 
at his current job) to talk with 
MCG&A about taking up a 
Senior role there.

2

Work part-time through final 
year of degree course, then 
continue in full-time role after 
graduation.

2

Relish opportunity to self-direct 
end-to-end projects in this 
fast-paced design-focussed 
environment.

16

The company Owner offers 
me the Creative Director role 
and “anything else I want”, 
including a free car, to return 
before starting my new role 
elsewhere.

19

I introduce him, he aces the 
interview and moves to MCG&A 
almost immediately.

Everyone seems happy.

3

Mentored by all 3 company 
directors, but especially taken 
under wing of acclaimed 
Managing Director, who begins 
introducing me at meetings as 
“his protégé”.

3

Earn reputation as excellent 
Client Relationship Manager, 
producing successful results for 
some of the company’s most 
demanding clients.

DelightedDelighted Delighted

Happy Ambitious Happy Happy

Surprised

Optimistic

SurprisedWorried

1997 - 1998
Red  
Herring

1998 - 1999
MCG&A / 
Synrg

Team building is the most 
rewarding part of any role I’ve 
undertaken.

Treat every client like a business 
partner. It generates the best 
results and you never know 
where it might lead.

Working in an enjoyable 
environment is equally as 
important as enjoying what 
you’re working on.

Planning is good, but 
sometimes, to actually get 
things done, you have to 
just jump.

It doesn’t take a big budget to 
have a huge idea!

We had an extremely limited 
budget to compete with more 
established brands’ live-action 
video ads, so we designed 
a text-only campaign... and 
blew the competition out of 
the water!

The multitude of lessons learned in coping with and getting past this 
tragic loss are too complex, significant and personal to put a simple 
title on and share here. 

Suffice to say, that, it has had a lasting effect on me both personally 
and professionally and serves as an unforgettable reminder to try to 
be attuned to others needs and to always strive to create an open, 
communicative and supportive workplace environment. 

Core design-thinking 
creative skills will always be 
transferrable to any given 
problem-solving task, even in 
new/emerging media.

Team over 
individual

Create client 
partners

Environment 
matters

Just enough plan 
to jump

Embrace limits to 
innovate

* Core skills are 
transferrable

4

My friend that I helped to place 
at MCG&A takes his own life. 

National press coverage 
includes a prominent article 
about the extreme pressure 
of working in the professional 
design industry.

8

I come to realise that I’ve 
achieved my primary goal of 
creating a new, positive, open 
and fun creative environment.

5

My award-winning branding 
work for a marketing and 
advertising agency paves 
the way towards a strategic 
business partnership.

6

I re-assess everything and 
realise that Red Herring is no 
longer where I need to be.

1

I agree with Owner of MCG&A to 
return to the company to help 
rebuild the team, moral, culture 
and reputation.

1

Begin new role at design-led 
advertising agency, with 
promise of “New Media” 
interactive design projects - 
flash websites, CD-roms and 
digital advertising.

5

Everyone blames the allegedly 
terrible working environment in 
MCG&A for his death.

9

I also realise how much of an 
emotional and physical toll the 
achievement has taken on me 
and I decide to take some time 
away to personally recharge.

6

I lead the evolution of the new 
partnership through pursuing 
and securing combined-interest 
brand and advertising projects.

2

I also need to prove to everyone 
that it is NOT the awful place so 
many believe it to be.

10

I plan a 12 month round-world 
trip, scheduling in a few months 
of freelance design work in 
Australia to earn additional 
funds along the way.

2

Work on ground-breaking 
disruptive TV ad campaigns for 
FMCG clients.

Our strategy to push accepted 
norms gets our ads banned... 
and invaluable free publicity!

3

In my new role, I get to devote 
50% of my time to interactive 
new media projects, with 
licence to build a dedicated 
tech team if I can secure the 
necessary projects and clients.

I can and do.

7

I lead the rebranding of the new 
partnership as “Synrg”.

11

While waiting for the trip 
details/costs/visas to be 
finalised, I decide to visit friends 
in London and arrange some 
“trial” interviews to test my new 
portfolio while there.

3

Lead company rebrand and 
various packaging and print 
advertising projects for 
FMCG clients.

4

We design and build one of the 
first ecommerce websites in 
Ireland with over 1,000 products.

Proud

Happy AdventurousHappy Optimistic

Hopeful

Distressed

Devastated
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DESIGN EXPERIENCE JOURNEY (2/3)
From the dizzying heights of the millenium dot-com boom and pinball-score cash bonuses; to the challenging 
depths of the Celtic Tiger crash and clients who suddenly disappeared overnight... some lessons cost more than 
others to learn.

Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20

1999 - 2001
IBG Plc

In a world of specialist 
individuals who have only 
narrow-focus experience,  
the broadly-experienced 
generalist (with buckets of 
generosity, enthusiasm and 
drive) is... maybe not “king” but 
definitely an invaluable part 
of the team.

I had hoped for at least an 
acknowledgement of the 
extraordinary effort it took from 
me and my team to achieve this 
project’s successful delivery...

What I found instead was the 
limit of my belief that my efforts 
could influence the direction of 
this wayward company.

I inherited a group of friends in 
their first professional jobs from 
university, who only knew how 
to focus on their own individual 
output and results. Getting to 
know them individually and 
personally was the key to 
helping them achieve great 
success as a team.

If the time comes to part ways, 
leave with dignity and show 
respect for the work you’ve 
done and the friends you 
leave behind. 

With genuine thanks and 
respect, the executive team 
organise one last company 
party, for my farewell (albeit on 
a much smaller budget than 
prior occasions).

When live testing, be prepared 
for unexpected results.

Our monthly parties were 
mostly about showing off how 
successful we were. 

In truth, they were a drunken 
stumble to the company’s 
eventual downfall.

In the right environment new 
challenges can be exponentially 
invigorating.

A sudden hammer blow 
might keep people productive 
(and prevent them from 
doing any damage) right up 
until the moment of impact, 
but the aftershock for the 
remaining team should not be 
underestimated.

In the land of the 
blind...

Know your limitsUnderstanding = 
Teamwork

If you must leave, 
leave well

Live testing =  
Live results

Vanity costs more 
than money

Change is as good 
as a rest

Damage limitation 
vs survivors guilt

6

The CEO gives a milestone 
bonus to all current staff - 
either a fixed equal sum or the 
equivalent of their score from 
one attempt on the company 
pinball machine.

14

At the same time, I am offered 
a 20% pay rise to encourage 
my continuing commitment 
and success in leading the 
most profitable division of 
the business.

9

I lead the development of the 
creative team and business 
through numerous successful 
projects, winning significant 
new clients and establishing 
a solid reputation for high 
quality work.

17

I give notice to leave and  
spend the next few weeks 
focused on upskilling my top 
Senior Designer to take over 
leading the team.

1

To test my interview skills 
before my round-world trip,  
I interview with a little-known 
internet company. 

I get offered the Creative 
Director role on the spot.

10

The CEO’s excessive spending 
on “business development” 
puts the company at risk.

The monthly company/client 
networking parties at exclusive 
London venues are cancelled.

3

I am totally reinvigorated 
in this new type of creative 
environment, blending design 
and tech-development teams 
to create cutting-edge digital 
products.

12

While working on the IBG 
Annual Report, I am under 
strict instructions to keep the 
financial statements secret from 
the rest of the team until it is 
officially published.

7

With my broad experience to 
date, my role is expanded to 
include co-leading the new 
divisions of the business: 
marketing, PR, project 
management and recruitment.

15

A few weeks later, I am forced 
to take on a project that I have 
said we are too seriously  
under-resourced to complete 
within the proposed timeframe. 

16

To get the project done on 
time, I have to work 150 hours 
over the last 7 days before 
deadline.

2

The opportunity and package on 
offer are too good to turn down, 
so I accept and postpone my 
round-world travel plans. 

I relocate to the UK and start 
the new role a few weeks later.

11

The incubated companies are 
all re-assessed and the decision 
is made to start winding up the 
worst performing operations. 

It is the beginning of the end.

4

The company plan is to go 
public and use the generated 
funds to incubate digital 
product startups and provide 
all design, tech, marketing and 
team building resources to 
make them a success.

13

Once the Annual Report is 
published, the company begins 
an aggressive restructuring.

Many colleagues from the 
tech team are let go and 
immediately escorted from 
the building.

8

While I am happy to get 
more involved as a senior 
leader within the company, 
I am equally concerned at 
the lack of experience of the 
other people hired into these 
leadership roles.

5

We have a record-breaking IPO 
for a creative tech business on 
the AIM and with my allocated 
stock options, I am suddenly a 
“paper millionaire”. 

Surprised Proud Energised DelightedProudExcited

Optimistic Optimistic HappyHappy

Concerned Hopeful Recharging

BoredWorried Gutted TroubledDisillusioned

Exhausted

2005 - 2012
Creative 
Nation

2003 - 2005
EBOW

Being able to develop 
strong client relationships 
plays an important role in 
design success - sometimes 
surprisingly so.

With enough commitment It is 
possible to make mountains of 
success from molehills!

When I give my all to a project, 
I can make extraordinary 
things happen. 

Mostly good things, and mostly 
success.

Producing consistently high 
quality work is a business 
development driver in itself.

Always save for a rainy day. 
Especially when the sun is 
shining brightest.

If it does rain, look for the silver 
lining. You might be pleasantly 
surprised with what you find.

I am driven by a need to make 
myself useful and the hope to 
make useful things in whatever 
positively influential way I can.

Others, I find, have different 
motivations.

Let it go.

I truly loved building and 
running my own company, but 
the time had come to move on 
to the next challenge.

If you want something 
done right...

Starting with a win doesn’t 
necessarily mean that someone 
else has to lose.

Good rapport is 
precious

Mountains from 
molehills

Good work pays 
more than money

When the sun 
shines, expect rain

Find the silver 
lining

Integrity matters If you love 
something...

Do it yourself Win/win trumps  
win/lose

4

One of my old clients tells 
EBOW they want to continue 
working with me to complete 
their ongoing rebranding 
project so EBOW waive their 
non-compete restriction.

4

This shared creative leadership 
role allows me to devote 
much of my energies into 
transforming this small startup 
into one of the country’s top 
award-winning full service 
design agencies.

6

The partnership flourishes 
over the following years, 
earning an envied reputation 
for producing award-winning 
brand, advertising, marketing, 
packaging and web design work.

8

As an unfortunate result of the 
financial crisis, through 2008 
and 2009 a handful of clients go 
out of business, owing us more 
than a handful of money, for 
work already completed.

9

It takes two years to fill the 
“hole” left in our books and to 
recover some positive growth 
momentum.

10

Creative Nation begins a new 
strategic partnership with 
IPAG, a cutting-edge web and 
mobile application production 
company.

5

In a short space of time, I have 
a few heated exchanges with 
the Managing Director due 
to my non-promotion of a 
junior team member whom I 
believe is not yet ready as her 
quality of work is significantly 
below others.

13

I am offered an incredible 
opportunity to focus 100% on 
developing one of our small 
apps to realise its full potential, 
so I agree to take a full-time 
role with IPAG.

1

I set up an innovative creative 
partnership business with six 
other Creative Director level 
end-to-end designers.

2

We win the project and the 
company Founders are so 
impressed with my work that 
they offer me a deal to oust 
their existing Creative Director.

5

With this high-profile project 
win, our growth is accelerated 
and we are comfortably 
profitable from day one. 

7

Although the team is gradually 
diminishing as others take 
full-time roles elsewhere, 
the company is establishing 
itself as a leading provider of 
highly-technical ecommerce 
and custom CMS websites.

11

After a few months of notable 
early success, we move into 
a new shared office space to 
facilitate greater design/tech 
team collaboration.

6

A secret intimate relationship 
and a promise of promotion 
and a pay rise eventually 
come to light...

14

It means the end of Creative 
Nation, but, having already put 
in the work to conceive and 
map out the full potential scope 
of the app it is an opportunity I 
can’t turn down.

2

Each partner works individually 
“buying” others’ expertise as 
projects require.

We are seen as a larger 
organisation with an 
exceptional reputation for 
delivering success.

3

I can see the immense talents 
of the current Creative Director, 
so instead of forcibly replacing 
her, I make the case for us 
to work together in a joint 
leadership role going forward.

12

I am, again, reinvigorated 
working in a blended design/
tech environment, not just 
designing the brand, but also 
creating the cutting-edge 
digital products that bring the 
brands to life.

7

I give notice to leave and spend 
the next 2 weeks handing over 
my clients and projects to the 
other Creative Director.

3

There is no “dead weight” 
overhead, as each partner 
can continue individual work 
when not involved on larger 
joint projects; and there are no 
junior designers to train/carry 
along the way.

2001 - 2002
Freelance

Creative freedom is good. 
Exploring it with friends 
is better!

Sometimes, there is just no 
substitute for actual rest. 

I had worked to burnout level 
with IBG – reaching a ludicrous 
54 hour shift to complete an 
impossible project. 

No wonder I was tired.

Teamwork is its 
own reward

Rest is as good as 
a change

4

I get bored with the lack of 
greater responsibility beyond 
the specific task at hand and 
start to search for the next  
great opportunity.

1

With a large social-circle and 
a lifestyle I love in London, but 
a wider range of professional 
contacts and clients in Dublin,  
I city-hop between the 2 cities 
as projects allow.

1

I find EBOW and sign up to lead 
a paid pitch for a large scale 
brand design project for them.

2

I also take time for myself to 
indulge in the pursuit of other 
creative interests, like acting 
on stage and as an Extra for a 
popular TV series.

3

I enjoy the freedom of freelance 
contract work and the lack of 
greater responsibility beyond 
the specific task at hand.
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DESIGN EXPERIENCE JOURNEY (3/3)
From flying high with the Royal Air Force; to boldly going where no-one has been before with Star Trek; and back 
down to earth to create a truly historic event for a professional sports icon... it’s been an exceptional journey full 
of invaluable lessons to bring to my next role.

Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20

2012 - 2013
IPAG

Literally. The last version of our 
app that I completed, was for 
the Royal Air Force (RAF).

It’s what you find that matters. 

I didn’t tick all the boxes for 
the role with DIGIT but I had 
buckets of other valuable 
experience to spare... and, as 
it turned out, it was my lack of 
prior game industry bias and 
my objective, logically-reasoned 
approach that was one of my 
most valuable assets within 
the role.

Chase after it. 

Thankfully, letting one love go, 
meant I could pursue another. 

For a long time, I had wanted 
an opportunity to see just 
how far I could take a product 
with more than a few months 
of devotion.

The sky’s the limit! It’s not what you’re 
looking for...

If you love 
something...

3

The pinnacle version of our 
LMS app for the British Royal 
Air Force (RAF) generates 
exceptional engagement and 
success metrics and is approved 
for roll-out across all the British 
Armed Forces.

4

Having enjoyed immense 
success working for a full 
year in multi-track agile 
design and development of a 
groundbreaking SaaS product, 
I seek out a new product 
challenge that I can immerse 
myself as deeply into.

1

For twelve months, my main 
focus is the strategic iterative 
design and development of our 
innovative LMS mobile app.

2

We deliver the customisable 
modular app to award-winning 
success for many of the world’s 
largest financial institutions.

2013 - 2016
DIGIT Game 
Studios 

2016 - 2018
Stephen 
Roche  
Cycling

2019
intive 

You can have historical accuracy 
and you can have fun, but 
you can’t necessarily have the 
two together.

Listen, and try to address all 
customer issues, but if the 
best intentions and efforts fail, 
remember, the most vocal few 
are not necessarily speaking for 
the silent majority. 

In tourism, as in gaming, there 
are scam artists too!

I worried that I was too late 
to “make it” in games, but 
with the right approach, 
limitless enthusiasm, unerring 
commitment and belief (and a 
little splash of good fortune and 
magic) anything is possible.

Most of the team agreed with 
my objective assessment, 
they just felt that they and 
the company were too heavily 
invested in it to say so.

We hoped, that “Kings” would 
be good enough and make a big 
enough impact to attract the 
right partner.

In so many ways, Scopely 
were the perfect fit for our 
ambitions.

You need to account for the 
gaming community’s passion 
for their chosen genre (and 
accepted norms) and a few 
other nuances, but it’s not 
rocket science either, and the 
specific UX challenges in game 
design can still be solved 
with the same logic and UX 
methodologies as any other 
digital product design.

With Scopely backing and a 
top grossing success under our 
belts we secured the rights to 
work with one of the biggest  
sci-fi brands in the world...  
to boldly go where no Irish 
game dev company has 
been before.

We partnered with a leading 
global games publisher with 
huge prior success in our genre 
of game, but we soon found out 
their strategy was just to use a 
massive budget and click-bait 
messaging/assets.

In the end, it was our approach 
of investing more effort to 
target the right personas that 
generated world-leading results!

I built the team  
that made the game  
that won the accolades  
that attracted the partner  
that funded the team  
to expand the reach  
to develop the team  
to achieve the dream.

It’s a no-brainer, but sometimes 
life has a harsh way of 
reminding us to keep things in 
perspective.

Sometimes you learn the most 
important truths about yourself 
when you discover that they are 
not so true of others.

In reality, it was more like 10% 
ready with about 90% of the 
production time gone...

Leadership, teamwork, branding, 
marketing, CX, UX, product and 
service design... 

What others thought was 
possibly a career leap too 
far, was in fact a very natural 
application of multiple 
transferable skills to something 
I’ve always been passionate 
about: social team sport.

The opportunity seemed too 
good to be true and after 
doing my research I had some 
reservations, but I chose to 
take the CEO and VP of Design 
at their word.

You’re preparing to fail.

Unfortunately, nothing had 
actually been prepared to 
support building a new Design 
Studio business and team 
in London.

So, in many ways, we were 
destined to fail no matter what 
kind of results we managed 
to generate.

“The future rewards those who 
press on. I don’t have time to 
feel sorry for myself. I don’t 
have time to complain. 

I’m going to press on.”

– Barak Obama

Historical accuracy 
≠ fun

Where cycling = 
game dev

Impossible made 
possible

Objectivity vs  
over-investment

Build it right and 
they will come

UX = UX To boldly goTarget market vs 
click-bait

Living the dream Family over 
everything else

Honesty, Integrity 
and Fairness

90% ready ≠  
90% good

Natural agility, 
transferable skills

Caveat emptor If you fail to 
prepare... 

It’s time to 
press on

3

In my first week I need to get 
to know the team (and current 
processes); review the entire 
game to determine possible UX/
Gameplay improvements; and 
begin creating a UI style guide 
to add a layer of AAA visual 
quality “polish”.

3

Together, my wife and I lead 
the business through its most 
profitable period of expansion 
and development in its 20 
year history.

13

I take ownership for the entire 
acquisition funnel - from 
marketing asset generation and 
campaign planning, through to 
storyboarding and producing 
the first-time-user-experience 
(FTUE); and balancing the first 
30 hours of gameplay.

6

I am wary of bringing my 
findings to the executive team 
but I have no choice...

Thankfully, my review is 
considered with open minds 
and objectivity, as hoped.

16

The critical and commercial 
success of “Kings” leads to 
DIGIT securing a strategic 
partnership and multi-million 
dollar investment from LA 
entertainment giant, Scopely.

9

I am appointed as the only 
non-founding member of the 
Executive Leadership Team.

The CEO directs me to act as 
the “Quality Control Gate” for 
everything that is published by 
the company.

20

Design lead for the acquisition 
of STAR TREK as the AAA 
Hollywood IP for DIGIT’s 
next game.

11

After personally tracking 
and investigating the user 
acquisition performance of 
our publishing partner’s multi-
channel activities, I uncover 
serious deficiencies, which 
lead to a re-evaluation of the 
partnership..

21

Design lead for the critical first 
12 months of concepting, design 
and production for  
STAR TREK Fleet Command 
mobile MMO game.

5

My wife’s teenage brother is 
diagnosed with leukaemia, so 
we move we to the south of 
France to support him as he 
battles for his life.

22

A distasteful series of events 
and an accidental revelation 
along with the actions that 
follow, make it clear to me that 
it is time to move on...

1

I find DIGIT, a small game 
independent game dev startup, 
complete an interview and trial 
day... and get asked to start as 
“Head of Design” asap.

2

I am told: 

“Our first game is 90% ready 
and just needs a lick of paint 
before we launch.”

1

Coincidentally, my father-in-law 
has just emerged from a legal 
battle with the ex-managers of 
his cycling business in Mallorca, 
Spain, and he is looking for 
someone whom he can trust 
100% to do the job and drive 
the business forward.

1

I join intive to build the global 
organisation’s first independent 
Design Studio in London.

The CEO promises the full 
support, resources and 
autonomy to build the studio 
and team as I would like.

2

Three months into the role, 
the CEO implements a global 
company restructure, including 
making all other design teams 
subservient to engineering.

The London Design Studio is 
excluded from the restructure.

4

As the CEO and VP of Design 
were the main backers for 
the London Design Studio, 
the Owners / Board of 
Directors decide to shut the 
operation down.

3

Four months into the role, the 
CEO is removed by the Owners / 
Board of Directors.

A month later, the VP of Design 
is also removed.

5

In spite of the significant 
operational obstacles, I have 
secured over £300,000 worth of 
business and we are in the final 
stages of securing a further 
£240,000 retainer for 2020, 
exceeding my original 12 month 
sales target in 5 months time.

4

My review of the game is not 
favourable – I find It is overly 
complicated and tedious. 

I query other members of the 
team but no one can identify 
any part of the game that they 
think is fun to play.

14

“Kings of the Realm” becomes 
the most successful Irish-made 
MMO game in history. ROI on 
global marketing spend exceeds 
2000% and generates genre-
leading metrics on key retention 
and monetisation KPIs.

7

After much closed-doors 
debate, the CEO (and founders) 
decide to scrap the current 
version of the game and 
start anew.

17

The investment (a) secures the 
company’s future; (b) funds 
an aggressive recruitment 
push to take our team from 
20 to 60; and (c) covers the 
development cost of our next 
game, to be based on a AAA 
“Hollywood IP”.

10

I lead all design, production, 
and testing activities for our 
new game, including the 
technical design of core game 
features and product systems.

18

Complete rebrand to position 
DIGIT as the dominant and most 
exciting game development 
company in Ireland.

6

With a two month transition – 
managing operations through 
to the end of the “high season” 
– we hand back the reigns of 
the vastly-improved business, 
having generated over 20% 
revenue growth for the year.

2

I take the opportunity to 
immerse myself in the cycling 
tourism business and to (a) 
reconnect with “customers” 
rather than “users”; (b) recover 
a more healthy work/family 
balance; and (c) enjoy some 
better weather!

5

I realise I will need to go far 
beyond my initial remit if the 
company and product are 
to succeed. 

After all... “A sh*t with a lick of 
paint is still a sh*t”.

4

We generate additional record 
revenues with the creation 
of exclusive multi-day events 
including an historic multi-day 
trip to the French Alps – the 
company’s first ever event 
outside Mallorca.

15

The game “Kings of the Realm” 
achieves top grossing status in 
over 50 countries.

8

We start into serious “crunch” 
time, needing to produce a 
First Playable Prototype within 
3 months to keep the company 
investors happy.

19

The rebrand includes creating 
and defining the company ethos 
and culture, which is a key 
part of attracting senior hires 
away from some of the biggest 
game development companies 
in the world.

12

We wrestle back creative control 
for all product marketing 
budget and activities; and I 
am tasked with turning our 
fortunes around.

Excited Proud Proud Elated Elated Happy OptimisticProud
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psychologytoday.com  
Big Five Personality Test 
86 Questions 
a/b/c/d/e

ENFJ-A  
“THE PROTAGONIST”

Around 2% of the population, Protagonists are 
often our politicians, our coaches and our teachers, 
reaching out and inspiring others to achieve and to 
do good in the world. 

You are a natural-born leader, full of passion and 
charisma. You radiate authenticity, concern and 
altruism, unafraid to stand up and speak when you 
feel something needs to be said. 

You find it natural and easy to communicate with 
others, especially in person, and your Intuitive (N) 
trait helps you to reach every mind, be it through 
facts and logic or raw emotion. 

With a natural confidence that begets influence, you 
take pride and joy in guiding others to work together 
to improve themselves and their community.

INTJ  
“THE SCIENTIST”

Determined, original, and analytical, you are a strong 
individualist driven to seek new angles or novel ways 
of looking at things. 

You enjoy coming to new understandings, and highly 
value knowledge, competence and structure. 

You have an exceptional ability to turn theories into 
solid plans of action. 

You are very determined, trusting your vision of the 
possibilities, regardless of what others think. 

A long-range thinker and supreme strategist, you are 
always scanning available ideas and concepts. 

You have very high standards for your performance, 
and the performance of others. 

linkedin.com/in/warnapoko 
warnapoko.comNATHAN WARNOCK 

INDEPENDENT PSYCHOMETRIC TESTS
If you’d like to know more about my personality traits and the qualities I’ll bring to the role, here are some of my 
independent third-party test results.

Emotional Stability (82)

Openness (91)

Conscientiousness (97)Agreeableness (84)

Extroversion (64)

16personalities.com  
Big Five & Myers-Briggs Test 
60 Questions 
a/b/c/d/e/f 

psychcentral.com  
Jungian 16-Type Test 
64 Questions 
a/b/c 

“THE LEADER”

Born to guide others, you are fair, 
dependable and conscientious. 

You are driven to pursue new 
experiences and ideas, and 
can view issues from different 
perspectives with great empathy.

Your desire for knowledge knows 
no boundaries. 
You can be quite compassionate, but are not 
opposed to dealing out orders and taking charge 
when necessary. 

Easy to get along with, you are comfortable working 
in teams or on your own. 

Your charismatic disposition and amiable nature 
make others want to follow you. 

You thrive on change, challenge, variety and even 
stress. In situations where cooler heads must prevail, 
you are good at taking charge.

Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20

Introverted

Observant Sensing

FeelingThinking

Prospecting Perceiving

Turbulent

Extraverted 72 Extrovert

Intuitive  66 Intuitive  51

Thinking  6458 Feeling

56 Judging 71 Judging

Assertive 65

52 Introvert



Chemin des Combes  
06600 Antibes, France

hello@warnapoko.com 
+33 6 31 72 13 20

linkedin.com/in/warnapoko 
warnapoko.comNATHAN WARNOCK 

#WARNAPOKO
Thank you for taking the time to consider my application. 

hello@warnapoko.com 
+44 730 789 4321

BRAND AND EXPERIENCE DIRECTOR 
STEPHEN ROCHE CYCLING 
15-25% year-on-year revenue growth 2015-2018.

HEAD OF DESIGN 
STAR TREK FLEET COMMAND 
Award-winning 100 million dollar earning game.

HEAD OF DESIGN AND PRODUCTION 
KINGS OF THE REALM 
Top grossing game in over 50 countries.

LEAD PRODUCT DESIGNER 
AIG / BANK OF AMERICA / BARCLAYS / HSBC  
Award-winning cross-platform app.

LEAD PRODUCT DESIGNER 
ROYAL AIR FORCE 
Award-winning app with gamified engagement.

2005 - 2012 
FOUNDER / CREATIVE DIRECTOR 
CREATIVE NATION

2003 - 2005 
CREATIVE DIRECTOR 
EBOW

2001 - 2002 
FREELANCE 
LONDON AND DUBLIN

1999 - 2001 
CREATIVE DIRECTOR 
INTERNET BUSINESS GROUP PLC

1998 - 1999 
HEAD OF INTERACTIVE 
SYNRG CREATIVE

1997 - 1998 
 SENIOR DESIGNER 
RED HERRING DESIGN

1996 - 1997 
GRAPHIC DESIGNER 
MCG&A

1994 - 1996 
JUNIOR DESIGNER 
TARGET MARKETING

1992 - 1995 
BACHELORS DEGREE 
DUN LAOGHAIRE INSTITUTE OF ART,  
DESIGN AND TECHNOLOGY

2019 
ASSOCIATE DIRECTOR EXPERIENCE DESIGN 
INTIVE UK
• Created the company’s first experience design  
 research and innovation team;  
• Design-sales pipeline created independently from  
 existing sales-bonus structure;  
• 12 month revenue target secured within 5 months. 

2017 - 2018 
BRAND AND EXPERIENCE DIRECTOR 
STEPHEN ROCHE CYCLING
• 15-25% year-on-year revenue growth;  
• 200% net profit increase;  
• 800% increase in digital engagement;  
• 30% improvement in customer conversion;  
• 80% team growth with 3 new retail locations. 

2013 - 2016 
HEAD OF DESIGN AND PRODUCTION 
DIGIT GAME STUDIOS
• Genre-leading KPIs for retention and monetisation;  
• Top grossing strategy game in 50 countries;  
• 2000% ROI on global UA and marketing spend;  
• Performance data secures multi-million dollar  
 investment and new publishing partner, Scopely.

2012 - 2013 
LEAD PRODUCT DESIGNER 
IPAG IRELAND
•  Design lead for an award winning multi-platform 

app used by the Royal Air Force. 

ASSOCIATE DIRECTOR EXPERIENCE DESIGN 
HEATHROW EXPRESS 
Omnichannel emerging-tech CX innovation.


