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Process Agility and Software Usability:
Toward Lightweight Usage-Centered Design

Larry L. Constantine
Constantine & Lockwood, Ltd.
University of Technology, Sydney

The minimal up-front design for user interfaces is not very big. You need to establish three
things:

3az[atm ITOJIB30BATCIIA N CTPYKTYpa JyacTeu HHTep(beﬁca
1. an overall organization for all the parts of the user interface that fits with the structure
of user tasks

Cxema HaBUTranum
2. aversatile common scheme for navigation among all the parts;

Ul Guidelines
3. avisual and interaction scheme that provides a consistent look-and-feel to support user
tasks.

http://www.foruse.com/articles/agiledesign.pdf
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Lean StartUp Canvas

Ash Maurya ©
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Release Canvas © Scrumtrek

Project Goals
Project goals

Success
Criteria /

Measurements

How do we know that
project succeeded

Definition of

Done
Testing,
acceptance,
required test

=

Features / | Channels Key
Solutions How do we get | Stakeholder
Key product feedback for S
features each Key Customers and
stakeholder/end | £ng Users
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Team

Team members, their roles and availability

Logistics and Rules

Iterations and cadences

Steering/technical committees and working
groups
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Acceptance procedures
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NONE OF US HAS
DESIGNED A NUCLEAR
POLJER PLANT BEFORE
BUT WE CAN FIGURE
IT OUT BY USING
OUR PROCESS.

soditadams® aol com

wew. dilbert.com

IN PHASE ONE WJE

WILL GATHER

CUSTOMER REQUIRE-

MENTS.

&|acl o @ 2002 United Feature Syndicate. Ing
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Jett Patton
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