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Vandermeulen, Namahn, 24/11/2011

What I’ll discuss

What’s HCD and how can it relate to agile?
Product owners and users

Making movies

Spaces and schedules

HCD and technology




What is HCD?

1 Human Factors/Ergonomics
1 Usability Engineering

1 Interaction Design

i User eXperience

I Human Centered Design
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Marrying HCD to agile

I Many causes for concern about the
relationship

I Many reasons to think that it may become a
marriage made in heaven

1 It certainly requires good thinking, high
maturity and quite a few adjustments




Manifesto for Agile Software Development

We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:

Indivi |s and interactions over processes and tools
Working software over comprehensive documentation
RGSHOIldill% to chan%e OVer followinﬁ a Blan

That 1s, while there 1s value in the items on
the right, we value the items on the left more.




THE HUMAN=CENTERED

AGILE DEVELOPMENT

Agility is...

STRATEGY
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external and

internal
quality
I I ! I | I
functionality reliability usability efficiency maintainability| portability
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interoperability recoverability operability resource stability co-existence
security attractiveness utilisation testability replaceability
functionality reliability usability efficiency maintainability portability
compliance compliance compliance compliance compliance compliance
Figure 4 — Quality model for external and internal quality
1. THE PRINCIPLES
eliance We recommend three principles of design.
ts data
ys Early Focus on Users and Tasks
h First, designers must understand who the users will be.
-and This understanding is arrived at in part by directly
ar studying their cognitive, behavioral, anthropometric,
and attitudinal characteristics, and in part by studying
the nature of the work expected to be accomplished.
| be easy
func- Empirical Measurement
asy and Second, early in the development process, intended
> who users should actually use simulations and prototypes to
ng com- carry out real work, and their performance and reac-
charac- tions should be observed, recorded, and analyzed.
iefly
*h we Iterative Design
rinciples Third, when problems are found in user testing, as they
t gener- will be, they must be fixed. This means design must be
orted in iterative: There must be a cycle of design, test and
| design-  measure, and redesign, repeated as often as necessary.
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My basic position
I HCD has to adapt to agile

I HCD can be inspired by agile; and can inspire
back

1 HCD should contribute in with great humility

ah
HCD inspired by agile

1 Excel in team play

I Be confident in the HCD craft
1 Think on your feet

1 Apply time boxes

I Go light on deliverables




Dealing with users

1 Quite daunting for many technologists
I Who is the ‘product owner’?

I How to involve users?
= Field studies
= FOcus groups
= Usability test

= Co-design
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Feuille de mixage

de Frangoise Collin, dont
c'est la premiére
collaboration au montage
avec Godard,

C'est Agnes Guillemot, dit-
on, qui a présenté pour

la premiére fois les feuilles







You are still the hero




Offer ‘design studio’

* In dedicated space

* Day-long workshops, getting users and
engineers in design mode, with design critique







Client
Namahn
| | User

Field study
Assessment
Task analyses
Framing

Ideation / Storytelling
Mental modeling
Conceptual design / Prototyping

Specification / Follow-up

Sprint 2

Field study / Assessment
Task analyses / Framing

Sprint 3

Ideation
Storytelling
Mental modeling

Conceptual design

Prototyping

Specification / Follow-up

Field study / Assessment
Task analyses / Framing

Ideation / Storytelling
Mental modeling
Conceptual design / Prototyping

Specification
Follow-up




cooper

Interaction
design
Software
development

Leadern

High-impact, low-effort visualisations

* Each deliverable must play a role
in the design value chain

* Lightweight stories, sketches, cartoons,
storyboards, videos

* Concise briefs, specifications, design rationale




= [Gu,hq

' 1 Li
) = TR IF oL Fof Musal
Z’: / lé Seeuice Rees

AR
Vil | METU. cuu ?ﬂ"’




Presenting ideas - rapid prototyping

1 Prototype material
= Post-its, large paper (flip chart), thick markers
= Lego, Playmobil, wood blocks, ...
= Modelling clay, pipe cleaners, ...

Conceptual Design — from the drawing board to sketches in Visio
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T Series
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Using your Cyber-shot digital camera: bringing photography to life
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What the interaction
designer should tell the
software engineer




What the software
engineer should tell the
interaction designer

It’s very easy to talk about user inté‘r;
as it is about the weather.




“Do or do not; there is no try."

Yoda’s wisdom




