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ABOUT ME
My name is Justyna. Originally I come from from Poland, but I spent last five years studying in 

Sweden variation of IT, Human-Computer Interaction and currently I’m enrolled in Interaction Design 

program at Umeå Institute of Design, where I can finally take design more seriously than a hobby.

Despite having background in computer science, design was always my true passion. In particular 

I feel very strongly about the value of entertainment, that’s why I want to design awesome 

experiences for people - just because something is serious doesn’t mean it has to be boring. My 

strongest interest lies in video games, and their potential to influence people, but I also enjoy 

anything related to graphic design, especially for promoting events and user interfaces.

In everyday life I’m one of those people who always finds a ton of things to do, so I never get bored. 

I already mentioned my belief in video games, so naturally that’s big part of my past times. But I also 

appreciate outdoors activities, especially in the mountain areas, and recently I picked up climbing. 

I’ve also always been active at writing about my experiences on different blogs, be it studying 

abroad or describing my projects.

To conclude, I love challenges, from organizing events, to coordinating student magazine on a 

weekly basis, to simply finding time for all the things I want to do or coming up with a cool design 

solution. And I always rely on good entertainment to keep me relaxed.

interests

VIDEO GAMES BEING ACTIVE PSYCHOLOGY SNOWBOARDING TRAVELLING LIVE MUSIC

JUSTYNA.FRYCZAK@GMAIL.COM 

JUSTYNA.ME

+46 705090677



Curriculum Vitae

EDUCATION & ACTIVITIES

2015 / PRES.

2014 / 2015

2013 / 2014

2008 / 2012

2011 / 2012

INTERACTION DESIGN, MFA
UMEÅ INSTITUTE OF DESIGN /SWEDEN 

UMEÅ INSTITUTE OF DESIGN /SWEDEN 

UMEÅ UNIVERSITY /SWEDEN 

LINKÖPING UNIVERSITY /SWEDEN 

LODZ UNIVERSITY OF TECHNOLOGY /POLAND

INDUSTRIAL DESIGN INTENSIVE

HUMAN-COMPUTER INTERACTION, MSc

COMPUTER SCIENCE, BSc

INFORMATION TECHNOLOGY, EXCHANGE

Graphic designer at East Asian Association

Secretary of Ställverket student union
Graphic designer of Wozzop magazine

Vice president of Ställverket student union
Secretary of Ställverket student union
Editor of Wozzop magazine

Thesis: Developing empathy  
through video games

Thesis: Application of HTML and CSS in DTP

SKILLS

GRAPHIC DESIGN / ADOBE: PHOTOSHOP, INDESIGN,   

     ILLUSTRATOR, SKETCH

WEB DESIGN / HTML, CSS

MOVIE EDITING  / ADOBE PREMIERE PRO, IMOVIE

PROTOTYPING  / ARDUINO, PROCESSING

GAME DESIGN

USER EXPERIENCE

EVENT ORGANIZING & ADVERTISING

EXPERIENCE

2015 / PRES. GLOBAL GAME JAM SITE ORGANIZER 
UMEÅ, SWEDEN

As a site organizer, I am responsible for participant 
registration, providing the venue, forwarding the 
information from the main organizing comitee, and 
making sure everyone is on schedule and knows 
what to do.

JUL

2012 / 
AUG 
2012 WEB DESIGN INTERN AT TEAMWEB.SE 

LINKÖPING, SWEDEN

Internship of 6 weeks during which I had 2 main 
projects - one web design concept for a client and  
re-design of the studio’s logo, website and business 
cards. I used the time I had mostly to learn Adobe 
Illustrator and Responsive Web Design.

VOLUNEERING

MAY 2017

2017 / PRES.

MAY 2015

NOV. 2013

2012 / 2013

TEDX UMEÅ 
UMEÅ, SWEDEN

SOFTLAB @ FABLAB UMEÅ 
UMEÅ, SWEDEN

MUSIC TECH FEST 
UMEÅ, SWEDEN

MOVE FILM FESTIVAL 
UMEÅ, SWEDEN

ICE SKATING INSTRUCTOR 
LODZ, POLAND

I was helping with arranging stage decorations 
before the event andmanaging the wardrobe during 
the event.

As one of the volunteers at Softlab I introduce new 
people to the space, machines there and help with 
their projects.

I helped with patching the faulty Wordpress template 
and I worked at the merchandise stand during the 3 
days of event.

I was responsible for checking tickets at the door 
and announcing the movies to the audience.

I was teaching a beginner group of 10-15 university 
students how to ice skate.

LANGUAGES
ENGLISH  / FLUENT

POLISH / NATIVE

SWEDISH / GOOD (B2)

JAPANESE / INTERMEDIATE (JLPT N4)

FRENCH / INTERMEDIATE (B1)
JUSTYNA.FRYCZAK@GMAIL.COM 

JUSTYNA.ME

+46 705090677

FABLAB ASSISTANT 
UMEÅ, SWEDEN

Currently I help to maintain the FabLab Facebook 
page,  and schedule volunteers, as well as learn more 
about the machines to be able to provide better 
technical support.

APR

2018 / PRES.
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CINK
DESIGN FICTION

UMEÅ INSTITUTE OF DESIGN / INDIVIDUAL PROJECT / 10 WEEKS  / 2017
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THE BRIEF THE PROBLEM

The main objective of this course/project was to create a future 
scenario for year 2037.

In the process I created a series of future articles and a new technology, 
permeating people’s lives, in order to make us reflect on the direction 
technology is taking these days.

I chose to focus my project around the constant connectivity. We’re 
experiencing it to some extent currently, but through a device. I wanted 
to explore a scenario where we’re connected directly, and cannot easily 
disconnect by simply putting th device away.

Forget your smartphone - new technology lets you stay  
connected and up to date at all times

03.25.2035
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This week cINK, a new technology that allows us to stay online at 
all times has been introduced at CES. Get a simple tattoo with this 
high tech nano ink and you can access the wealth of the Internet on 
your command, anywhere at any time!

It promises no more missed notifications or important phones calls. 
No more destroyed days because you forgot your smartphone, and 
no more lost or destroyed devices falling out of your pocket! Now 
it’s as simple as one time procedure and you forget it’s there!

It’s highly personalized, and impossible to steal, so your data is 
finally safe. Better yet, you control it with your thoughts! No more 
awkward “Ok Google” or “Hey Siri” in the public spaces. You just 
think it, and there it is to assist you. Make mental notes, set 
reminders, write down important ideas, get access to any information 
you need right away. You can finally focus on what’s truly important 
and not get side tracked by looking up facts manually.

Due to its placement it also helps to track your health and activity data 
better than any other wearable tracker. It’s unique feature is helping you 
to directly track your mental health as well, recording when you’re most 
stressed, depressed, and it can even recognize an upcoming panic and 
manic attacks.

The possibilities are countless! Finally we have a truely appealing brain 
extension available on the consumer market.  
The times couldn’t be more exciting!

MOCK ARTICLE ABOUT THE FUTURE TECHNOLOGY OF CINK



THE SOLUTION

In this project I created a new technology - cINK, which is a nano-ink 
tattoo, connecting the owners of said tattoo directly to the internet, 
allowing them to access the wealth of knowledge. I tried to explore the 
implications of everyday life of this technology.

INK BOTTLE / BRANDING

CINK TATTOO

STORYBOARD PANEL



GUIDANCE TO MIRMIR’S WELL
UX DESIGN 

UMEÅ INSTITUTE OF DESIGN / GROUP PROJECT / 4 WEEKS  / 2015
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THE BRIEF THE PROBLEM

When we were given the brief of the project the implied outcome was 
re-design of the university library website.
As a part of the ongoing project, the university library wanted to 
explore alternative ways of sorting and searching for books and 
resources.

From the interviews with library users we noticed an interesting pattern: 
finding particular title was easier online, finding books related to a 
general topic was easier in the physical library.

CURRENT WEBSITE FIRST PROTOTYPE



THE SOLUTION
Quite quickly we realized that just updating the website is not enough, 
and we need to take usage of the library as a wholistic experience, 
which also includes the physical library and much needed guidance in 
tha context as well.

WATCH VIDEO

SERVICE MENU BOOK SEARCH AND BROWSE APP WITH GUIDANCE FUNCTIONINTERACTIVE SHELVES

https://vimeo.com/119233437
https://vimeo.com/119233437


SEARCH, FEEL, FIND
GRAPHIC DESIGN 

UMEÅ UNIVERSITY LIBRARY / INDIVIDUAL PROJECT /  2016



THE BRIEF THE CHALLENGE

After the previously presented project, I was approached by the 
library project supervisors to help them gather all the project materials 
together in a visual form that they can later present to colleagues and 
at conferences.

The main challenge was to find the right visual style for a project that 
in its core was serious and driven by research, but also involved in large 
part playful workshop with children, as well as the cooperation with 
students. Representing the whole process was essential to explaining it.

VISUAL OVERVIEW OF THE  LIBRARY’S PROJECT



Design by Justyna Fryczak  |  Photographs by Anders Lennver, Fredrik Oskarsson

MFA Interaction Design
Johan Grönskog
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VOLVO PURIFY
UI & SERVICE DESIGN 

UMEÅ INSTITUTE OF DESIGN / GROUP PROJECT /  6 WEEKS /  2017 COLLABORATION WITH VOLVO CARS AND TRANSPORTATION DESIGN STUDENTS



GET THE CAR 
AND APP

PERSONALIZE 
SERVICE 

SETTINGS

SYNCHRONIZE 
WITH  THE CAR

CONSCIOUSLY 
CHOOSE ROUTE

 TO TAKE

MONITOR 
CITY AIR 
STATUS

HELP OTHERS BY
SENDING THE CAR 
TO CLEAN THE AIR

TRACK YOUR 
CONTRIBUTION

GO FOR A 
BREATH OUTSIDE 

OF THE CITY

RECEIVE 
REWARD

FOR YOUR 

THE BRIEF THE CHALLENGE

The main scope of the project was wellbeing in 2030, what it means 
and how it translated into relationships with cars. The project required 
the full car design (interior and exterior), as well as a connected service. 
My main role in the project was the service design part.

Wellbeing is a very broad topic, that involves both physical and mental 
aspects, it can refer to relaxation and comfort as well as satisfaction 
and productivity. The main challenge was decideing which aspect 
we wanted to focus on. We chose helping the society through air 
purification.

SELECTED STEPS IN THE APP, REPRESENTING CONTRIBUTION AND CUSTOMER JOURNEY



REMOTE ROCK BREAKING
UX & UI DESIGN 

UMEÅ INSTITUTE OF DESIGN / GROUP PROJECT /  6 WEEKS /  2015 COLLABORATION WITH BOLIDEN



THE BRIEF THE SOLUTION

In this project we worked with professionals in the mining industry, 
specifically people in the rock breaking unit. The goal was to design 
a system for remote operation - through the monitor, not through the 
window as it is currently.

As a team we came up with a work station consisting of a new 
ergonomic controller to prevent wrist strain for the rock breaker 
operators, an assisted vision system consisting with computer-rendered 
image recreated from 3D scan of the pit and cameras in essential 
places and a control panel for the user.

NEW CONTROLLER 3D IMAGE REPLACING CAMERA FEEDMULTIPLE CAMERAS PROTOTYPINGTESTING THE SETUP



THE INTERFACE

we also created a new control panel allowing users to have an overview 
of the whole system, see who is currently controlling which machin, 
have a pipeline of tasks and work progression system.



ORI
PRODUCT DESIGN

UMEÅ INSTITUTE OF DESIGN / GROUP PROJECT /  3 WEEKS /  2017 COLLABORATION WITH PRODUCT DESIGN STUDENTS

http://designawards.core77.com/Interaction/62833/ORI-Design-For-Death


THE BRIEF THE SOLUTION

In this project’s goal was learning to design sounds. Thanks to the 
collaboration with advanced product design we were able to take care 
of both visual, conceptual and functional sides of the final product 
concept.

We decided to take on a topic of design for death, and challenge the 
taboo. We wanted to create a product that helps people to accept a 
loss of a loved one through voice and sound memories. 

SOUNBOARD

WIZARD OF OZ TESTING

WATCH VIDEO

https://www.youtube.com/watch?v=hVbMlSvBNPE
https://www.youtube.com/watch?v=hVbMlSvBNPE


DAILY SCHEDULE
UX & UI DESIGN 

UMEÅ UNIVERSITY / GROUP PROJECT /  2014



THE BRIEF THE CHALLENGE

The project was done with one of the work/activity facilities for autistic 
people. The task was to help both the carers and the workers arrange 
their daily and weekly schedules.

The main challenge of this project was providing flexibility in the system 
that accommodated different mediums workers can understand (text, 
pictograms, photographs, spoken words), and also provide a space for 
more independence.

CURRENT SCHEDULES IN MULTIPLE FORMS

PERSONAL TASK PAGESTART PAGE

DAILY PLANNER FOR ALL USERS

http://justyna.me/uni/prastgatan/
http://justyna.me/uni/prastgatan/


WOZZOP
EDITORIAL DESIGN

UMEÅ INSTUTUTE OF DESIGN / SCHOOL MAGAZINE /  2014-2017



HTTP://UID.UMU.SE/EN/FOR-OUR-STUDENTS/WOZZOP/

ABOUT

I have been involved in creating Wozzop, the weekly school magazine 
at Umeå Institute of Design. Each issue consists of 8 pages and needs 
to be done over the weekend. 

I strived to create issue with a brand new style, despite the limited 
amount of time. In total I designed over 20 issues and edited over 15.



GLOBAL GAME JAM UMEÅ
EVENT ORGANISATION & GRAPHIC DESIGN

UMEÅ / MOSTLY INDIVIDUAL WORK /  2015-2018
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WATCH VIDEO

READ FULL STORY
OF 2018 VISUAL STYLE

HTTPS://GGJUMEA.WORDPRESS.COM/

ABOUT

Since 2015 I have been the main organizer of Global Game Jam in 
Umeå. Each year I’m responsible for the design and distribution of the 
posters, as well as maintaining/updating the website.

I’m also handling communication with the global team, participant 
registrations, and take care of the scheduling of the event (locally).

https://www.youtube.com/watch?v=Zhb_ubhjpU8
https://www.youtube.com/watch?v=Zhb_ubhjpU8
http://justyna.me/blog/creating-visual-theme-for-umea-global-game-jam-2018/


#UMEABUSVIBES
COMMUNICATION DESIGN

UMEÅ INSTITUTE OF DESIGN / GROUP PROJECT /  4 WEEKS /  2017 COLLABORATION WITH UMEÅ KOMMUN



THE BRIEF

THE SOLUTION

We were challenged with a very open brief on the topic of “mobility 
justice” in a city context. The main objective of the course was learning 
and trying different ethnography methods and practices.

We decided to focus on public transport, after identifying a fairly 
negative opinion about buses being least favorite way of transport, for 
not offering the flexibility the car offers, or health benefits like cycling 
or walking.
We created a #umeabusvibes, with a series of events/activities related 
to it - write a story while waiting for the bus, quotes to brighten your 
day on the bus, and giving free coffee to the people taking the bus.

Everything later was compiled into an exhibition and presented to 
stakeholders - municipality and public transport representatives.

POSTER WITH ALL THE STORIES WRITTEN BY PEOPLE ON THE BUS STOPSEXHIBITION SETUP



OTHER
SHORT & HOBBY PROJECTS



OFFICER VI GAUNTLET
COSPLAY PROP MAKING / 2015
2 WEEKS

READ FULL STORY
OF HOW I MADE 
THE GAUNTLET

http://justyna.me/blog/building-officer-vi-gauntlet/


SKYRIM STUDDED ARMOR
COSPLAY / 2017
1 WEEK



RASPBERRY PIE
SHORT FILM / 2017
2 DAYS
UMEÅ INSTITUTE OF DESIGN

WATCH VIDEO

https://vimeo.com/237925823


OMEGA SQUAD VEIGAR HEAD
ARDUINO / 2017
2 DAYS
UMEÅ INSTITUTE OF DESIGN

READ ABOUT 
 THE PROCESS OF

HOW I MADE IT

http://justyna.me/blog/experience-prototyping-omega-squad-veigar/


VOODOO LIFE CYCLE
ILLUSTRATION / 2016
2 DAYS
GLOBAL GAME JAM



TIME VS. ACTION
GAME DESIGN & ILLUSTRATION / 2016
2 DAYS
EMOTIONAL GAME JAM

Game jam theme: Every breath brings us closer to death... those eyes....



THAT’S IT FOR NOW
LET’S GET IN TOUCH

EMAIL
JUSTYNA.FRYCZAK@GMAIL.COM

SKYPE
JUSTYNA.FRYCZAK


