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APD1
Skills and Techniques

APD2
Visual Design Prototyping

BA1
Design as Emotional 
Experince 1

BA2
Design as Emotional  
Experince 2

BA3
Design Process 3

IDI
Design Process Basics

IxD1
Skills and Techniques

IxD2
Experience Prototyping

TD1
CAID - Advanced level, step 1

TD2
Form Workshop
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STAY IN THE LOOPSTAY IN THE LOOP CREDITS WEEKLY TED VIDEO

facebook.com/uid #lifeatuid #lifeatuid @wozzop vimeo.com/uid
               How to find work you love
                  Scott Dinsmore  (18 min)

Scott Dinsmore quit a job that made him miserable, and spent the next four years wondering how to find 
work that was joyful and meaningful. He shares what he learned in this deceptively simple talk about finding 
out what matters to you — and then getting started doing it.

Watch it here: http://www.ted.com/talks/scott_dinsmore_how_to_find_work_you_love

THE GENESIS PRIZE DESIGN COMPETITION
IMAGINE is a new initiative established by the Genesis Prize Foundation to engage in a 
conversation with emerging artists, designers and architects around the world 

By organizing this competition, the Genesis Prize Foundation seeks to encourage young creative minds to 
share their vision and submit designs for the Genesis Prize award trophy. The first prize was awarded to  
former New York Mayor Michael Bloomberg, and the second Prize was awarded to Actor Michael Douglas.

Registration deadline: October 15

Submission deadline: December 31

Prize: $10,000 for the best design

Info: http://www.genesisprize.org/design.html

Once the call for entries has been closed, IxDA members participate in a private online peer review process 
to select the 2016 shortlist. Approximately 72 shortlisted projects (up to 12 per category) will be announced 
in late October 2015.

Shortlisted projects will be evaluated by an international Jury during an in-person weekend event this No-
vember; up to five finalists in each category will be announced thereafter. Finalists will receive one compli-
mentary registration to the Interaction16 conference in Helsinki, Finland. Finalists and winners receive one 
trophy per project.

Categories
Connecting:  Facilitating communication between people and communities
Engaging:  Capturing attention, creating delight and delivering meaning
Empowering:  Enabling people to go beyond their limits
Expressing:  Encouraging self expression and/or creativity
Disrupting:  Re-imagining completely an existing product or service by creating new behaviors, usages or 
markets
Optimizing:  Making daily activities more efficient

Deadline: September 27 
Signup: http://awards.ixda.org/ 

INTERACTION AWARDS

Kitchen Cleaning: TD (Friday)

Workshop Cleaning: IxD2 (Monday)

“The fastest way to do things 
you don’t think can be done is 

to surround yourself with people 
already doing them”



While it may appear trivial, the act of observing 
(and even encouraging) these subtle cultural rituals 
increases a studio’s functionality by making it more 
personal.

BE OPTIMISTIC, EMBRACE FAILURE, AND LAUGH MORE
Designers know that great design requires constant 
iteration. Iteration means failure and repeated 
failure. The challenge then becomes, “How do 
you deal with repeated failure during the design 
process?”

Design, through a humanist’s lens, sees optimism as a 
choice and creativity as an optimistic act. Therefore, 
constant optimism is a key ingredient to iteration. 
It fuels the persistence and tenacity necessary for 
sustaining the creative process, especially during 
challenging times. For example, the difficulty of 
innovating within a large corporation reflects a work 
environment where people often say, “No” or “I don’t 
understand” because change in corporate culture is 
often uncomfortable and slow. As a result, negativity 
must be confronted and countered — not just in a 
brainstorming session or during a proposal — but on a 
daily basis.

The role of laughter in an effective studio also cannot 
be understated. Laughter can be exclusive or 
inclusive: how one defines the role of laughter within 
the studio defines the studio itself. If we cannot laugh 
at and laugh with, then we cannot function.

• Laughter deflates conflict when a moment 
becomes too serious.

• Laughter invites participation and draws a team 
closer together.

• Laughter offers a rallying cry (“Laughing in the face 
of adversity’), especially when “The Business” asks the 
team to “do more with less.”

• Laughter leads to creativity.

• Laughter is serious business.

What applies to a family often applies to a studio. 
I was raised in a household that believes, 
“A family that eats together stays together.” There 
is something so natural and primitive about coming 
together to eat. People (even overly serious, so-called 
managers) let their guard down when they eat — and 
that’s a good thing. History supports this observation. 
Great bands, movements and many great ventures 
have all started around a kitchen table — invariably 
with wine — but we’ll save “The Value of Alcohol” for 
another essay.

Lunchtime marks a natural pause in the day and 
becomes a great opportunity for conversation and 
ultimately creativity. Eating at your desk or in one’s 
cubicle seems so awful to me and far too solitary for 
a culture tied so closely to collaboration. Instead, 
find a table so that members of the team can eat 
together as a group — doing so will bring a team 
together. Therefore, a studio should prioritize eating 
together. You are bound to learn something about 
your colleagues or yourself.

But it’s worth going one step further so let me tell you 
a quick story…
Team events within a big corporation are set up to 
facilitate these informal conversations but often do 
the opposite: you go to a nice restaurant, everyone 
orders expensive food and lots of wine, they drink 
until they get drunk, and you go back to your hotel 
room. One year, our budget ran low so we thought, 
“What if we did the opposite? Go to the wilderness, 
buy food, and cook for each other.”

What happened next was amazing! Somebody 
invariably took responsibility for cooking, another 
for preparing food, and someone else for laying 
the table. Without much discussion the whole 
team was buzzing around the kitchen, like a hive 
working towards a common goal. There’s something 
inherently vulnerable about cooking together and for 
each other. It’s humbling to serve and to be served.

Read the full article here: http://goo.gl/JLU4mO

NO DICKHEADS!
A Guide To Building Happy, Healthy,  
and Creative Teams
Rhys Newman and Luke Johnson

There is a perpetuated myth within the design 
community, that a single visionary is required to build 
great products. Rubbish. Great teams build great 
products; moreover, in my experience, the greatest 
teams prioritize and nurture a healthy and positive 
internal culture because they understand it is critical 
to the design process itself.

In 20 years of leading design studios and teams, 
ranging from a small boutique consultancy to several 
in global corporations, I have become obsessed 
with the differences between a successful studio 
and a merely effective one. Inevitably what makes 
or breaks a studio depends on its ability to evolve 
skills and competencies while remaining fastidiously 
creative. However, simple adaptability is not enough. 
In an ever-changing hyper-competitive landscape, 
what I’ve found to be even more important is the 
value of laughter, empathy, a collective responsibility 
and a distinct lack of ego.

My measure of success — beyond incredible 
products — has been creating studios and a studio 
culture where the creative capacity of the collective 
team is palpable; where designers love to come to 
work, and visitors remark how positive and creative 
it feels.
The following, is an attempt to create a guide for the 
(often-overlooked, humanist leaning) behaviors that 
make a studio happy, functional and sustainable. 
I believe there is a straight line between how the 
studio feels, how we as designers treat each other, 
and the innovative impact of the team. The value 
of articulating the characteristics of an effective 
studio will hopefully make each team member a 
more conscientious contributor. Of course, these 
characteristics will ebb and flow to varying degrees 

and should not be considered concrete rules. Rather, 
these behaviors serve as a guideline for creating a 
consistently positive, and as a result, a consistently 
more creative place to work.

SAY GOOD MORNING AND GOOD NIGHT
I know it sounds a bit crap, but politeness dictates 
that when you walk into a room that you say “Hello” 
and when you leave say “Goodbye.” It’s not 
that complicated. But this common courtesy is as 
important and plays functional role in a studio.

Because design work is naturally collaborative there 
needs to be some type of announcement that 
declares, “Here I am. I am going to contribute.” As 
someone who leads/listens to a team, I often use the 
way in which somebody says “Good morning” as a 
barometer of their mood. It tells me how they are 
feeling without me having to ask.

Alternatively, it is important that we end the day 
with “Goodnight, I am leaving.” Practically speaking 
it is good to know when someone leaves because 
you don’t know…if they will return the next morning. 
Seriously though, “Goodnight” is something we tell 
our children, our domestic partners and our parents. 
Invoking a ‘goodnight’ upon departure subliminally 
colors the studio with a similar familial spirit.
I also think it’s important to shake hands before 
business trips. I know this sounds weird, but it’s both 
a powerful and intimate gesture. People going on 
these trips often take work that represents the entire 
team; It’s an opportunity to look in one another’s 
eyes and say, “Godspeed and I hope it goes well.”

And when they return, it’s a moment of celebration. 
We are a team, so when people are away from 
the team, they are missed. When they return, the 
collective team is restored. It’s good.  
Let’s celebrate it. 

ARTICLE



#LIFEATUIDTHE WEEK THAT WAS

@mimigle 
How many designers does 
it take to set up a camera 
#lifeatuid

@deedeecarlson 
“Sausage” Bananas on the 
stove for BBQ in da kitchen 
#lifeatuid

@rebecksrosenlind
Some headfones in the 
making;) #lifeatuid

IxD2 week of movie-making

IxD1 Cinnamon Bun challenge - building a 
tallest structure to support a cinnamon bun

@oncebjedi
Stress level and coffee 
consumption #lifeatuid

@daanhekking
Concept presentations 
today! #lifeatuid

@joschly
Skissar skuggor.
Sketching with different 
values. #lifeatuid

@oncebjedi
Filming crash course day1 
#lifeatuid

@flodyssey
Faces of amazement 
#lifeatuid

@deedeecarlson
Lauren and her new Furby 
Cup #lifeatuid

@lifeasfunder 
I have been sketching a 
lot of watches recently 
and I thought it was time 
for some variation 
#lifeatuid

@deedeecarlson 
Mariano “Jack Nicholson” 
in “You make me wanna 
be a better man” scene  
#lifeatuid  

@flodyssey 
 Unicorn is coming for you      
 #lifeatuid 

@themonsterlee 
Working on expressions 
may have gotten derailed 
at   some point... #lifeatuid

@sonyaswan
Blåbärsplock #lifeatuid

@deedeecarlson 
ACTION! #lifeatuid

@akansha.x 
Here & there #lifeatuid

TD at car design global awards in Frankfurt

Ställverket elections

SHARE YOUR PROJECTS, FIKAS AND CLASS MOMENTS WITH UID 
BY SENDING YOUR PHOTOS TO: WOZZOP@GMAIL.COM
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