
Interaction Designer
Wanted: Compulsive problem-solvers with 
excellent visualization, collaboration, and 
communication skills. 

At Cooper, interaction designers work in pairs, forming a 
partnership that supports and encourages leaps of imagination 
while maintaining cohesion. Team pairings represent two 
distinct roles reflecting natural divergences in personality and 
strengths, and we refer to the roles according to the core skills 
each must bring: Generation and Synthesis.



What Cooper interaction designers do
For either interaction design role, you must be quick-witted  
and passionate about designing products the right way for  
the people who use them. This means you’re also good at:

 + Understanding the complex systems, processes, and 
relationships of people and products.

 + Creatively solving problems at all levels of detail: from the big 
picture to the nuts and bolts

 + Presenting your work before a room of curious and sometimes 
skeptical developers, interested and sometimes demanding 
marketers, and time-challenged and sometimes  
impatient executives.

 + Learning new things. You’re as interested in what worries 
stakeholders as you are in understanding what delights 
surgeons, commodities traders, teenagers, and  
purchasing agents.

 + Being decisive. You value feedback but don’t require it to 
make a judgment call.

 + Working collaboratively. We believe the exchange of ideas 
among the members of small, nimble teams is the fastest 
route to the best solutions.

 + Empathizing. Our design method is built around satisfying the 
needs and motivations of people. If you want to make things 
better, we want you.



Having a  full-time teammate 
makes me a better designer. It 
forces me to examine every idea, 
but also frees me to experiment.”
Chris Noessel,
Senior Interaction Designer

Two flavors of interaction designer 
Both roles are fundamentally concerned with creating 
compelling interactive experiences, each bringing a distinct 
perspective, disposition, and responsibility to the partnership.
 
Here’s a summary of the big differences between the roles: 

Read on for more detail about each role. If you’re interested 
in being an interaction designer at Cooper, but you’re not sure 
which flavor you are, take a look at the design challenges. If one 
jumps out as particularly fun, that’s a good sign!
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IxD: Generation
The IxD: Generation role is primarily responsible for invention, 
defining the concept direction, and generating ideas  
toward fruition.

In design meetings, you’ll come armed with a seemingly endless 
supply of solution ideas for the problems at hand, ready to refine 
and evolve the design through discussions with your partner. 
Later, you’ll bring the design to life with pixels, while your  
partner crafts the commentary to help our clients understand 
important ideas.

“Gens” excel at visualizing solutions with digital tools, 
whiteboard markers, napkins and ballpoint pens, even sticks and 
patches of dirt. If you’re compelled to express your ideas visually 
anywhere, anytime, in whatever medium happens to be at your 
disposal, you might be right for the IxD: Generation role.

What it takes to be one
We’re looking for candidates with 4+ years of professional 
experience designing digital products and services (but we’re 
open-minded—by all means please do get in touch if you have 
less experience but are ready to rock our world).  

Right now, your job title may be interaction, interface, or 
user experience designer; information architect; or even GUI 
developer.

You also:
 + Think more clearly when you have a whiteboard marker in hand

 + Can rapidly crank out screens in Adobe Fireworks

 + Believe critique and collaboration can bring out the best ideas

If this sounds like the kind of work you want to do, check out our 
Interaction Design Generation Challenge or email 
careers@cooper.com with your portfolio and resume.
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No matter how good your ideas 
are, they don’t become reality 
unless  everyone on the team 
understands and believes  
in them.”
Lane Halley,
Principal Interaction Designer

What it takes to be one
We’re looking for candidates with 4+ years of professional 
experience related to products and services (but we’re open-
minded—by all means please do get in touch if you have less 
experience but are ready to rock our world). 

Right now, you may be an interaction, interface, or user 
experience designer; information architect; GUI developer; 
product or project manager; technical writer; user researcher; 
usability engineer. Or, you may be a curious person with a wide 
range of interests who knows there must be a better way to 
design and develop products.

You also:
 + Help people around you think more clearly

 + Know good design when you see it

 + Salivate at the thought of crafting compelling explanations 
that give life to your research and detailed designs

 + Have strong writing skills, along with a strong desire to write

 + Are an organized thinker and project planner who helps 
others be effective and efficient 
 
If this sounds like the kind of work you want to do, check out 
our Interaction Design Synthesis Challenge or email 
careers@cooper.com with your portfolio and resume.

 IxD: Synthesis

The IxD: Synthesis role is responsible for ensuring that the 
design is coherent, cohesive, and satisfies user needs and goals.

Those in the IxD: Synthesis role excel at evaluation, clarification, 
analysis, and communication. If you’re compelled to ask 
questions that expose gaps and flaws, draw connections 
between concepts and ideas, hone designs, and reveal 
opportunities for additional exploration, all while keeping an eye 
on the broader context to ensure cohesion within the design 
and its broader environment, you might be right for the IxD: 
Synthesis role.

“
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You can then use the Design and Layout tabs in the ribbon 
to format and adjust the table.

Part One

2

1

Your mission: Improve the user experience of this feature by redesigning the interaction and interface for 
creating and formatting tables. Think big, but make things easy and straightforward, and please don’t feel 
constrained to stay within the ribbon paradigm.

The aim of these exercises is to help 
us see how well you might fit the 
Interaction Designer Generation role. 

We are looking for your ability to:

 + Identify and solve design problems at 
both the conceptual and detailed level

 + Describe your design and tell us why  
it’s good

 + Understand the people for whom you  
are designing

Feel free to use whatever tools you feel you 
need, but make sure the response is your 
own. Provide enough illustration and written 
description of your designs, in whatever 
medium you are comfortable, to get your 
point across. Finished art is not necessary. 
Spend as much or as little time as you wish, 
but an hour on Part One and no more than a 
couple of hours on Part Two should be plenty.

Above all: Have fun! 
If this isn’t fun, this job probably isn’t for you.

Interaction Design Generation Challenge

Microsoft Word has a feature that allows you to create 
tables. When you click on the Insert tab in the ribbon, and 
select  the Table option, you gets this:



Interaction Design Generation Challenge

Part Two
Imagine a service called LocalGuide, a small touchscreen 
device available in cities and other popular tourist destinations 
that provides information about where to go and what to see. 
It could offer maps, audio, video, photographic and textual 
content for tours, directions, restaurants, and other topics.

The touchscreen travel guide could include advertising and might 
rented from kiosks or be provided by hotels, car rental agencies 
and convention sponsors for use by people visiting the area.

Your mission: Figure out what exactly this service should provide 
and how it should work and feel, and design some of the most 
common and important screens and interactions.

You’ll find this design problem in the book 
Design for a Digital Age by Kim Goodwin. 
LocalGuide is introduced on page 98, 
and is used as a basis for many exercises 
throughout the book. For this exercise, there 
are example interviews on page 155 of the 
book or you can download the user research . 

Don’t necessarily feel compelled to deeply 
analyze all of these interviews; they’re there 
to help spark your best thinking.

http://www.cooper.com/documents/LocalGuide_UserRsch.pdf


Interaction Design Synthesis Challenge

Part One
AT&T has sent you back in time to the year 1850 to help the 
company create a telephone service in the United States. 
Marketers are already at work selling the virtues of telephone 
communication; your job is to explain to ordinary citizens of 
1850 how to use this revolutionary technology by developing 
the printed materials to be delivered with each telephone.

You can assume AT&T has issued the customer a phone 
number and installed a telephone. As is true today, dialing 
“0” will connect the customer to an operator. Keep in mind 
telegraphs have been in common use for about five years, but 
people have never before seen or heard of a telephone. What 
do they need to know to be able to understand, use, and desire 
this strange new device?

Part Two
Imagine your team is designing an application for managing 
digital photos. Based on the following set of raw user interview 
notes, your task is to write a summary to help the product 
manager and executive team understand the major behavioral 
patterns from the research.

Understanding user behaviors and frustrations will help the 
stakeholders assess what the new product should do to be 
successful. 

Your challenge: clearly, compellingly, and succinctly lay out the 
most critical commonalities, differences, and issues among the 
people interviewed. 

(Note: We are not looking for a persona set, but simply for an 
understanding of the interview observations.)

The purpose of this two-part exercise 
is to demonstrate the strength of 
your synthesis and communication 
skills, and give us a good idea of how 
you think about design problems. 

We’re looking for:

 + Clear, concise explanations 

 + An understanding of your audience

 + An ability to synthesize and  
prioritize information

 + Effective combination of words, images, 
diagrams, and whatever else you need to 
convey information. We’re not assessing 
your drawing skills — just the clarity of 
your communication.

 
Feel free to use whatever tools you feel you 
need, but make sure the response is your 
own. Provide enough illustration and written 
description of your designs, in whatever 
medium you are comfortable, to get your 
point across. Finished art is not necessary. 
Spend as much or as little time as you wish, 
but an hour on Part One and no more than a 
couple of hours on Part Two should be plenty.

Above all: Have fun! 
If this isn’t fun, this job probably isn’t for you.



Interaction Design Synthesis Challenge

User Interview Notes: Teri
 + Late 40’s, single, office manager

 + Describes herself as a photography enthusiast who has sold a few images

 + Uses a 6 megapixel “prosumer” digital SLR with multiple lenses. Wishes the resolution were higher, but 
since the lenses lock her into a single manufacturer, she can’t upgrade without going to a $2500 “pro” 
digital camera.

 + Puts her “serious photographs” in folders based 
on content (mountains, ocean, desert), but 
is frustrated she has to pick just one way to 
categorize an image—it would take too much hard 
drive space to save each image in multiple places. 
This makes it hard to find a particular image later.

 + Lives in a tiny place, so there’s minimal room for 
display—displays only select “art” photographs in 
frames.

 + Chooses minimalist frames for the most part. May 
choose more elaborate frames if they “speak to 
the picture.”

 + Takes photos 12 times/month (sporadic), but 
when she does, she may shoot 300,500+ at a 
time.

 + May sign a photo on the front if it’s a gift.

 + Includes subject and date in file names (specific 
names of plants, views, people, if known).

 + Half the photos get deleted because they don’t 
live up to her quality standards for composition, 
lighting, exposure, depth of field, etc.

 + Takes some photos at family events such as 
birthdays—these are saved in folders labeled by 
event (so-and-so’s birthday) and date. Individual 
photos are not renamed.

 + Organizing a day’s shooting takes 23 hours—
annoyingly time-consuming.

 + Often looks through to find a specific photo (usually 
by subject) for her own reference or for a gift.

 + May give gifts of color prints of “serious” photos a 
few times a year, but doesn’t otherwise share them 
the way she shares birthday party photos and so on.

 + Never manipulates raw photos—the photo is 
either good enough, or it gets thrown out.



User Interview Notes: Pete
 + 50ish accountant.

 + Describes himself as a “classic sightseer” and “museum 
buff.” Travels by himself a lot for business and pleasure.

 + May take 50 photos/day when traveling, especially in a 
new city. Seldom takes photos when not traveling.

 + Most of his photos are stored electronically on his work 
laptop’s hard drive. (Why the laptop? It’s portable, so 
his photo collection can travel with him.)

 + Looks at photos when he’s cleaning up his hard drive—
gets distracted for an hour by his photo directory.

 + Likes to share his photos when he comes back from 
a trip. Shares photos the other person would be most 
interested in.

 + Since he’s gone digital, has not added to the photo  
collection he displays in frames at home.

 + Hates the default numbering system for file names 
(image 001, image 002…)

 + Hard to look through a bunch of photos at once and 
tell if they’re any good—tiny thumbnails are too hard 
to see. Would like something that let him look at new 
photos one by one and easily edit name, attributes,  
description, or decide to toss them. Would minimize 
the back and forth between Windows and various  
editing programs.

 + Takes pictures of art and displays in museums,  
airplanes, cars, things that amuse him (e.g., shag carpet 
walls at Graceland), architectural details.

 + Mostly uses a fairly inexpensive digital camera. The 
beauty of digital photography is he doesn’t “worry 
about the expense of burning through film.” He can 
take photos of placards and things to document a 
journey, and can take more chances with a photo. The 
disadvantage is there are lots of photos he has to sort 
out later.

 + His best photos are in albums on Shutterfly.com; this 
makes them easier for him to see and share them with 
family. Also easier to add descriptive text.

 + Photos given to him by others are in one large directory 
with no organization.

 + Does “slide shows” for people on his laptop using Shut-
terfly—you can use the upload software offline.

 + Storage space is not a big issue because he takes fairly 
low resolution photos.

 + Quality of digital isn’t that great, especially in museums 
with poor lighting, but at least it helps him remember 
a trip and how he felt on that trip. Misses the quality of 
film, but the convenience of digital is usually worth the 
trade-off.

 + Plugs in camera and uploads images (often on the road 
or when he’s about to run out of camera memory). 
Later he’ll label directories, toss a few truly bad pho-
tos, tweak and name the good ones (especially if he’ll 
have a hard time recalling what they are), then goes 
through them in another session to decide which ones 
to upload to Shutterfly and share. Uploads photos to 
Shutterfly from work—faster Internet connection.

 + Looking at photos on laptop screen seems subopti-
mal—peculiar glare at some angles, etc.—screen qual-
ity not good enough.

 + Has one top-level photo directory with subdirectories. 
Directories are usually named by city name and date he 
was there. Within each city, there may be multiple days 
in subdirectories.

 + Not a pro, but willing to tweak photos a little in Photo-
shop (such as to reduce glare off someone’s glasses or 
improve contrast in the photo).

 + Corrects brightness a lot—with his camera, photos 
seem to come out too dark (much darker than on little 
camera screen).

 + Rotates photos in default Microsoft editor.

 + Frustration—can’t easily label and archive digital 
photos. He doesn’t want to do a bunch of work on 
Shutterfly and not get the benefit of that on his hard 
drive. Also, it’s a dotcom and could disappear any day. 
Response time is slow too.

 + Can capture some basic info in file name, but can’t 
capture other info like location, date, description.

 + In museums, takes a photo of a painting, then takes a 
photo of the placard by the painting—would like to as-
sociate them somehow.

 + Would like to retain chronological order in which he 
took photos, but also track info about them.

Interaction Design Synthesis Challenge



User Interview Notes: Dan
 + 30ish software professional.

 + Married, 1 small child.

 + Takes photos mostly of his son, also photos of 
occasional trips and events.

 + Has somewhere around a thousand old print 
photos in albums and boxes.

 + Mostly digital photography now; his wife tends to 
use a film camera, sometimes to capture the same 
events he captures with digital camera.

 + Dislikes default file names, finds it to time-
consuming to adjust photos with multiple 
applications.

 + Motivated by capturing history, watching his son 
grow up in pictures, and sharing with relatives.

 + Some film photos are arranged in albums—
generally a small album with a trip or other major 
event focus, one photo per page. Some annotation 
(date, location, comments) on a few photos, but  
not on most. Also showed us an album he put 
together as a gift for his wife. 2 photos per page, 
minimal annotation.

 + Seldom looks for specific images; generally looks 
for groups of photos related to an event or date. 
Browses Web site for enjoyment on occasion. 
Likes that he can access it from work as well  
as home.

 + Finds print photos in old box by how the developer 
envelope looks, may have a notation on envelope.

 + Wishes he could find photos in other ways, not 
just by date—e.g., “sleeping” photos, or “photos 
with…” specific people.

 + Lighting, composition, etc. not a concern for him; 
many photos are fairly dark.

 + When son was born, originally took multiple 
photos per day. This eventually seemed 
impractical, so he’s down to 23 times per week, 
maybe half a dozen photos at a time, except for 
special events.

 + Most prints are loosely piled in milk crates (he 
seems embarrassed by this), some are piled in 
drawers with receipts and other miscellaneous 
junk. Recently, they purchased nice storage boxes, 
so some photos are kept in these, stored in their 
original envelopes from the developer.

 + Sharing is mostly via Web site and is a major 
motivator for taking photos. Shares new photos 
every week or two.

 + Photos of son are kept on his Web site, arranged 
by date. Captions on a few early photos, but none 
more recently except for an event name such  
as “Easter.”

 + Photos sit on the camera until he either needs to 
clear the camera storage, or he has time on the 
weekend to deal with them. 

 + Often prompted by his mom asking for recent 
photos on the Web site. Drops images into 
folder. Renames files, looks at each image, 
crops and rotates if necessary, may adjust 
size or compression. Adjusts brightness, fixes 
redeye, does other manipulation to improve 
the image. Uses several applications to do this, 
since one rotates well, while another has better 
compression, etc. Next, in the same session, 
he does a page layout for each date. Default 
arrangement is 2 photos across, with 23 rows. 
May show a good image very large, with other very 
small shots along one side or bottom. A few pages 
with just one image. A few more complex layouts 
with smalllarge on top row, largesmall on bottom 
row, etc. (Claims this all takes just a few minutes—
he doesn’t spend much time—but it’s clearly more 
than this. He uses this time as a way to enjoy 
photos, though he did not initially identify this.)

 + If a day seems incomplete, especially if it’s a 
holiday, he may scan print photos to round out  
the page.

Interaction Design Synthesis Challenge



User Interview Notes: Sara
 + 40ish technical writer.

 + Skilled amateur w/ experience developing her  
own film.

 + Takes photos of her dog, scenes, random objects, 
people, events in her day.

 + Likes to document what happened that day by 
capturing just the right moment.

 + Composition is very important.

 + Sometimes assembles slide shows for friends 
(laptop), but almost always enjoys the photos by 
herself.

 + Once in a while will put a photo in a Web page 
or share via email (few times a year). Adjusts 
resolution and format for Web—tedious process.

 + Uses mostly digital images now (1 GB card in her 
digital SLR holds 300400 images).

 + About 100 photos per week.

 + Wishes she could assemble a slide show or 
other set of photos across timeframes without 
disturbing her organization.

 + Takes a lot of images to get maybe 1 out of 10 she 
actually likes.

 + Tends to look for individual photos based on 
content, attributes such as what she’s done with 
it, or some visual cue—“I don’t remember a photo 
until I see it”.

 + Wishes it were easier to find files visually, or based 
on content, etc.

 + Thousands of old print photos mostly filed 
chronologically “for lack of a better system,”  
though favorites are kept separately (would like  
to have one unified storage system but doesn’t think 
this is possible).

 + Deletes some images directly from camera (that’s 
the beauty of digital). Drops images into folder on 
computer about once a month—each batch gets 
its own folder to avoid filename conflicts, since 
the default name is just a number. She avoids 
renaming them if possible.

 + Looks at each photo individually to decide whether 
to keep or toss (tedious to do this by opening files, 
slightly easier in a photo viewer application that 
starts with thumbnails).

 + May crop a photo, but generally does not adjust 
brightness etc.—the photo is either good enough 
or it gets thrown away.

 + Grew up with a light table, so it’s easiest to use a 
photo viewer to see all the images in a folder as 
thumbnails, then scans them and picks out the 
one she wants visually; may need to look through 
several folders to find it.

 + Shares photos a few times a year via email and 
Web site—generally just for specific events such 
as her brother’s birthday. Puts together a “tabloid” 
layout with a headline, image, and sometimes a 
paragraph or more of text.

 + Naming files should be unnecessary.

Interaction Design Synthesis Challenge



User Interview Notes: Kelly
 + 30something physicist.

 + Amateur wildlife photographer.

 + Has thousands of images on her computer—
recently bought a Mac with over a terabyte of 
storage because her old PC and external drive 
were almost full.

 + Has two digital cameras—one for snapshots of 
family events, home renovations, other photos to 
share on her Website or via email. Other camera is 
a midrange Nikon SLR with a couple of lenses. She 
mostly uses a long zoom lens for bird photos.

 + Uses iPhoto to store images but isn’t happy with 
performance or organization options. OK for 
“snapshots” but not for serious images. Wants 
greater control over how images are stored, easier 
way to tag images by content (e.g., bird species, 
location, angle or action description, time of 
day) without duplicating them across folders. 
Considering Aperture or Adobe Lightroom.

 + Shares a few favorite wildlife pics on her Web site 
and gives prints as gifts on occasion. Considering 
selling some images. Wildlife pics are mostly for 
the satisfaction of making a great image, not for 
other people.

 + Web site is mostly about sharing “snapshots” 
of old house renovation with family who live 
elsewhere. Sharing house renovation images was 
initial reason for going digital, since she’s “terrible 
about developing film. It sits there for a year or 
more.” Likes that she doesn’t hesitate to take 
chances with digital, which helps her learn.

 + Wishes she could easily compare similar shots 
and also see camera settings (e.g., Why did this 
shot turn out better? Oh, it was the aperture.”)

 + Throws away a large percentage of images. 
Seldom does more than crop a little (“It feels  
like cheating. If I didn’t get it right in the camera, 
that’s that.”)

 + Takes 300+ images at a time, usually  
every weekend.

 + Spends 2+ hours organizing images on computer 
after each shoot.

 + Is less likely to throw out snapshot images since 
quality is less important—they just have to capture 
the basic idea of what was going on. Unwilling to 
share images that are “embarrassingly bad,” but 
will share an imperfect one if it’s all she has.

 + Stores snapshots by date and event (location 
of a trip, room she’s renovating) but does not 
categorize individual images.
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