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A user-driven

product development

methodology

This document outlines a 12 step

process for collaboratively

delivering high-quality product 

in A Rapid development timeframe

I. GOALS

· Integrate user-centered processes within the interactive software development process

· Streamline planning, design and development phases in the software development  process

· Design a replicable process that can be used effectively across projects 

II. Incorporating USER EXPERIENCE into the DEVELOPMENT process

Required methods and deliverables are:

· Identify who our application users are, their goals, how they will work and want to work

· Determine the overall application workflow and explicit user interface design based on users

· Establish usability goals and user interface standards for PRISM

· Produce a user interface specification that can be created quickly and soon – one that supports developers as they program the interface

The result:
· A development process focused on user centered methods that are critical components to the work of every functional team. 

· Team members focus on users throughout the development process as early participants and collaborators in the user definition process to incorporating user requirements into the application.

· Streamlined documentation, customer support and education planning. These teams are able to apply information gathered in user and task analysis in order to develop embedded support and proactive problem-solving for end users and application administrators.

Iii. THE DEVELOPMENT PROCESS

Phase 1: User analysis and requirements
1. Preliminary Profiles: Using information based on the business development team’s market analysis and substantial current user data, UI sketches out preliminary profiles of user types, their goals in using the application, skill level, measures of success, and so on. These user profiles give the team a starting point for a prototype to use in subsequent user analysis and feedback sessions.

2. Customer interviews: With preliminary user profiles in place, start ongoing processes of meeting with customers to help us improve and refine our user profiles. Watch them work, ask for their feedback on work styles, tasks, current product usage and needs. Recruit or use existing customers as development partners for ongoing feedback throughout the development process.

3. UI Requirements: The UI requirements are comprised of prioritizing user types and their needs, plus the overall UI application objectives and metrics.
Phase 2: Joint development of business processes and use cases
4. Business Process Requirements: Product development, project management, and user experience identify the primary business process requirements that PRISM would support. These business processes range from end-user activities, such as logging into the system and creating a report, to back-end activities, such as workflow tracking and archiving. 

5. Use Cases and User Model: Next, they the team builds on each business process by adding use case information. Goal-directed use cases cover all of the business processes and embody the user model, their goals and motivations. They also function as developer guidelines for implementation.  

The combined business processes/use case document is organized by business processes (e.g., “Viewing a Report”). The document provides details about the look and feel, task flow, and technical requirements for implementing each process into the application.

Phase 3: Prototyping and usability testing
6. Paper prototypes: Creating rough, simple drafts of basic functionality, features, or task flows – allow us to convey the product vision and get usability feedback from prospective users. Low-fidelity paper prototyping can also be a starting point for gathering requirements. 

7. PowerPoint Prototype: Once initial paper prototypes have been evaluated by users, we create PowerPoint slides of the proposed user interface. This enables usability testing of screens that look “real,“ while it is still easy to make changes to the interface. For the sake of time, it’s important to prioritize and then focus on key scenarios that represent new interactions or complexity for users, rather than try to prototype the whole application.
8. Usability evaluation: Quick usability tests can be performed between UI iterations to support rapid revision of the prototypes. The PowerPoint prototype is a way to gather feedback about our overall product vision, product requirements and interface design approach, and yet it is general enough to spur users in design conversations. 

Phase 4: mapS and schematics

9. Interaction Map: Based on an understanding of who our users are, a complete set of product requirements, and specific feedback on the prototype application, the interaction map combines use cases with a site map. It represents both the organizational hierarchy of the application as well as the interaction of workflows through the application. The map contains representations of each screen and the navigation between screens.

10. Page Schematics: After the development, marketing, and business development teams sign off on the PowerPoint prototype, detailed page schematics are designed for each screen or screen type and included in the joint business processes and use case document. Developers work directly from the interaction map and the business process/use case document (see #5) to program the application. Together, the interaction map and the business process/use case document take the place of the traditional UI specification document. 

Phase 5: VisuA l interface and navigation design
11. Visual Design Specifications and Style Guides: Working in parallel while developing prototypes and schematics, the visual design and navigation is created, finalized and approved. The deliverables include the visual design specifications and style guides, which the front-end production team uses to build out the designed page templates.

Phase 6: Collaboration with quality assurance in setting usability and performance goals
12. Test Cases: Collaborate on setting system performance goals utilizing use cases translated into test cases. QA takes the users’ estimates of task frequency and criticality to determine the relative importance of test cases.

IV. MEASUREMENTS OF SUCCESS

We can judge success at release by: 

· Determining that the core functionality developed through the business processes/use case document is extensible to a wide range of user’s activities. 

· Meeting first round usability goals. 

· Enabling users to perform the most frequent and critical tasks. 

We can also measure the success of our process during the development cycle using several measurable indicators, including: 

· Positive feedback among team members about the new process and how well it assists them in doing their jobs. 

· Increased efficiency in requirements gathering and planning for interface development, QA and documentation as a result of collaboration on user analysis, requirements gathering, and application design. 

· The team’s ability to conduct user experience activities and to stay within our web time development schedule.

APPENDIX

Selected bibliography

The following references have been instrumental to current thinking about

user-focused design, user-centered processes, and greater product value.

• "Creating A User-Driven Development Process: In Web Time"

Molly Hammer Cloyd, Decisionism.com

6th Conference on Human Factors and the Web, June 19, 2000 

Details the transformation of a traditional software development model to a

User-driven process.

• "Towards Unified Models in User-Centred and Object-Oriented Design"

William Hudson, Syntagm.co.uk. August 2, 2000

A survey of usability techniques and commercially based user centered

methodologies. 

• "Right Process, Right Product"

Sheila Mello, Product Development Consulting, Inc.

Research/Technology Management, Jan-Feb. 2001, pp. 52-58.

How companies are moving beyond quantitative research to improve product

definition and integrate customer value into the development cycle.

• "Debunking the myths of UI design"
Paul Smith (pwsmith@ca.ibm.com)

IBM, Toronto Software Lab. March 2001
This article identifies a series of cultural myths and presents realistic conclusions from Paul Smith’s extensive experience in user interface design.
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