Agile UX: Designing for Users on the Run
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The Waterfall
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Design -\
Implementation \
Testing —\

Release



The Birth of Agile Software Development
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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:

Individuals and interactions over processes and tools
Working software over comprehensive documentation
Customer collaboration over contract negotiation
Responding to change over following a plan

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

Kent Beck James Grenning  Robert C. Martin
Mike Beedle Jim Highsmith Steve Mellor
Arie van Bennekum Andrew Hunt Ken Schwaber
Alistair Cockburn Ron Jeffries Jeff Sutherland
Ward Cunningham Jon Kern Dave Thomas
Martin Fowler Brian Marick



Agile Software Development

Requirements Requirements Requirements
1 1 1
Design Design Design
1 1 1
Implementation Implementation Implementation
1 1 1
Testing Testing Testing
1 1 1
Release Release Release



Agile
Models

Crystal

Kanban

Dynamic Systems
Development Method

Scrum

Lean Software
Development

Extreme
Programming

Feature-Driven
Development
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UX was just not
that into Agile

Agile came as a white knight,
saving software development
from the evil Waterfall,

leaving UX behind




Can they ever get
along?

On the surface, they can't:

UX Design is thorough and
holistic in nature, while

Aqile is iterative and
incremental




Agile UX: bringing
the two together

Bridge the Gap
UX to Work ahead of Dev
User-Centered Agile Artifacts

Rapid, Lean, and Appealing
Deliverables

5. Regular User Tests

B~ W=
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1. Bridge the Gap

* Aligned expectations
between UX and Dev

* Regular participation in Agile
ceremonies

* Assigned gatekeeping role
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2. UX to Work
ahead of Dev

« UX to work outside current
sprint:

 during sprint X-1, UX prepares
material for sprint X

 during sprint X, UX supports
Dev

» during sprint X+1, UX verifies
sprint X's release

* The power of Sprint 0
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3. User-Centered
Agile Artifacts

 User-centered Backlog and
Definition of Done

 UX’s Definition of Done =
Dev’s Definition of Ready

F
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4. Rapid, Lean, and
Appealing
Deliverables

UX deliverables should be:

* rapid enough, that creating
them do not take too much time

* lean enough, that they are
modifiable and expandable

» appealing enough, that they
grab stakeholders® attention
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5. Regular User
Tests

A time slot allocated in every
sprint for user test, because :

* there is always something to
test;

. discount tests“ are better
than no tests;

e participation and engagement
from stakeholders lead to wide
UX awareness

L J | Designing for Users on the Run | Stefanus Sunarja



Some Key Takeaways

X Design drives: designers to lay the foundation for upcoming Dev work
N Share early, share often: designers to be comfortable with sharing WIPs
Be less Agile and more agile: Agile is a framework, agile is a mindset

~ Embrace feedback, celebrate failures: humility and mistakes propel growth
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Questions or ideas?

¥y @StefanusSunarja

B stefanus@sunarja.com
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