
Culture eats the design 
process for breakfast 

@carlbarrow @HullUni_Library



UXLIbs community
Collaborated on a 
huge cross section of 
UX research
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Time to reflect
Communication
Feedback
Visibility 
Prototypes
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Making leaps
Raising expectations and 
delivering perfection



Prototype & test
The most important 
elements of the design 
process.
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Why do we make 
leaps or hit walls?
Don’t feel empowered?
Fear of failure?
Lack of support?
Fear of being blamed?
Fear of being shouted at?
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Culture
Maybe I work in a 
broken culture

Im
ag

e:
 p
ixa

b
a
y



History, legacy and 
learn behaviours
Have a huge impact
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**



Using ux to understand 
and transform Culture
Interviews with all staff
Story telling 
Data download
Affinity mapping 
How Might We?
6-8-5
How, Now, WOW! Im
ag
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Quick wins and 
longer term goals
Change to dress code
Changes to sickness reporting
All projects managed like BBLTC
Working practices groups established
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So what about 
embedding the 
design process?



Where does that 
leave me?
Working in a culture where the 
design process can happen 
with 2 UX project on going
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Where does that 
leave me?
Live with the data
…and let others read 
and interact with it



low-fi prototypes
4 most important words 
“It’s only a prototype”

-Andy Priestner



Back to 
video games
Pong



Back to 
video games
Fortnite
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