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ÁThe Agile process (briefly)
ÁAdapting UCD to an Agile environment
ÁCase study: Floorplanner/Editor rewrite
ÁSummary: How agile will change your life
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ÁEmphasis on development

ÁQuickly get ideas into working code

Á6ÁÌÉÄÁÔÅ ×ÈÁÔȭÓ ÂÅÅÎ ÄÏÎÅ

ÁShortened cycle times

ÁStart with idea, end with working product

ÁIn Agile, this cycle is weeks, not months/years

Á7ÏÒË ÉÓ ÂÒÏËÅÎ ÉÎÔÏ ÌÏÔÓ ÏÆ ÒÅÃÕÒÓÉÖÅ ȰÍÉÎÉ-
ÒÅÌÅÁÓÅÓȱ ɉÓÐÒÉÎÔÓɊ
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ÁDesign teams work more collaboratively
ÁHigher frequency of delivery

ÁForcing the project to the surface

Á.Ï ÍÏÒÅ Ȱ)ȭÍ ίΦϻ ÄÏÎÅȱ

ÁQuicker course corrections

ÁReduces project risk
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ÁUsability processes are heavyweight.

Á0ÒÏÊÅÃÔ -ÁÎÁÇÅÒ ȡ Ȱ(Ï× ÁÒÅ ÙÏÕ ÇÏÉÎÇ ÔÏ ÇÉÖÅ ÕÓ 
ÔÉÍÅÌÙ ÆÅÅÄÂÁÃËȩȱ

ÁMaking formal usability methods more agile 
presents a difficult challenge.

ÁEthnographic research takes time

Á)ÔȭÓ ÈÁÒÄ ÔÏ ÓÌÉÃÅ ÄÅÓÉÇÎ ÉÎÔÏ ÉÔÅÒÁÔÉÏÎÓ

ǐȰ9ÏÕ ÃÁÎȭÔ ÄÅÓÉÇÎ ÐÁÒÔ ! ÔÏ ÆÉÔ ×ÉÔÈ ÐÁÒÔ " ÃÏÒÒÅÃÔÌÙ ÉÆ ÙÏÕ 
ÄÏÎȭÔ ËÎÏ× ×ÈÁÔ ÐÁÒÔ " ÉÓ ÙÅÔȱ
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ÁComplete necessary up-front work during 
Ȱ3ÐÒÉÎÔ :ÅÒÏȱ
ÁAvoid serializing usability work so 

development is not delayed

ÁDeliver data as it becomes available

ÁThe development team will not wait!!

ÁFocus the entire team on usability

ÁDesign is a collaborative effort
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ÁIterate the design and the implementation 
separately, but simultaneously.
ÁNeed lightweight UCD processes

ÁStage the design changes in future sprints
ÁSet up pre-defined milestones for usability 

tests
ÁLook for points where significant functionality is 

available

ÁGather a list of test participants you can quickly 
call on when needed.

7



ÁTRADITIONAL USER CENTERED DESIGN

ÁFocus is on users: user experience and user 
satisfaction

ÁDriven by user input

ÁSubstantial user involvement

ǐUser studies 

ǐParticipatory design 

ǐUser feedback 

ǐUser testing 
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ÁTRADITIONAL USER CENTERED DESIGN

ÁDesign by iterative prototyping

ÁHighly varied, informal, or unspecified processes

ÁDesign by trial-and-error, evolution 
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ÁUSAGE CENTERED DESIGN

ÁFocus is on user intentions and usage patterns

ÁModel-driven process

ǐBegin with preliminary modeling

ǐIdentify holes in understanding and refine
ǐDetails only where necessary

ǐModels remain valid over time

ǐFaster than traditional approach
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ÁUSAGE CENTERED DESIGN

ÁModels drive the actual design

ǐGive developers a high-level architecture

ǐSeparates architecture from widget details

ǐGood method for collaborative design

ÁModel-based approach works well with Agile

ǐLighter-weight process compared to traditional UCD

ǐGet to initial architecture more quickly

ǐFill in details during later sprints
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ÁLightweight User Task Modeling
Á'ÏÁÌÓȾ4ÁÓËÓ ÌÉÓÔ ×ÉÔÈ ÕÓÅ ÃÁÓÅÓ ÏÎ ȰÉÍÐÏÒÔÁÎÔȱ 

tasks
ÁCluster goals/tasks into interface 

architecture
ÁInteraction Spaces / Content Inventories

ÁCreate Abstract Prototypes
ÁDefine what the product looks like at a high level

ÁGoal: Deliver an architecture instead of a 
design
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ÁReplace 3 separate tools with a single 
integrated solution
ÁDevelopment team was using Agile methods
ÁProject was already underway!!
ÁSome initial use cases written
ÁI had to convince the Project Manager that I 

could deliver timely results
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ÁPartner with the Product Owner
ÁDomain expert on the products (voice of the 

customer)

ÁInterviewed him to gather initial data
ÁFill in user knowledge gaps
ÁContextual Inquiry sessions
ǐFour key domain experts in specific areas

ǐUsed Moraeto capture all the details

ÁReview recent Marketing trip reports
ǐExtracted data relevant to the project
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