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Successfully Integrating UX in Mendix projects

Embedding UX in an agile way

Willem Gorisse — 27t October 2016



Outline

» Prerequisite knowledge

» How to do agile UX

» Mendix’s Project UX Templates
» Balancing UX effort

» Partners input
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Prerequisite knowledge
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Mendix UX Pyramid

Styling

| need to make that button blue

Theming
| need to translate a Visual Identity to an app

Ul Design

I n%ed to design the screens the user works
wit

Usability Design

| need to make the app accessible and
readable

Interaction Design
| need to create a logic workflow in the app

UX Design

| need a user-friendly and great User
Experience




How to do... Agile UX



Typical challenges designers face

» Deliverables-heavy processes : :
are hard to combine with agility. The five phases of agile

adoption for UX people:

» We're used to trying to deliver

perfect end-game solutions. 1. Denial
» Where does user research fit into . Anger
the story?

. Bargaining
» The users don’'t have a

stakeholder. . Depression

. Acceptance

» Limited team size often offers
only one spot for UX.
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Typical challenges developers face

» How Is the design up front » Waiting for designs
agile? , _
» They're not in our team
» Limited timeframe
» Speaking a different language

» Why all the rework?



Lean UX

» Inspired by Lean and Agile
development theories

» Less emphasis on deliverables

» Greater focus on the actual
experience being designed



Lean UX In practice

» Keep deliverables light and
editable

» Frequent feedback
» Prototyping

» Maintaining a holistic vision




(A) Lean UX Manifesto

» Early customer validation over releasing products with
unknown end-user value.

» Collaborative design over designing on an island.
» Solving user problems over  designing the next “cool”
feature.

» Applying appropriate tools over following a rigid plan.

» Nimble design over heavy wireframes, comps
or specs.
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Why the good fit with Mendix

» Quick Iiterative projects

» Minimal Viable Product
approach fits a lot of Mendix
projects

» Collaborate with business Is
core of Mendix

» Early validation is core

» Prototyping in Mendix Is easy
and fast.

("4 mendix

Note: doesn't have to be a
100% perfect implementation
of Lean UX. Most important: it
needs to fit the project.




Mendix Project UX Templates



What are these Project UX Templates?

» Outlining all the UX related
topics that occur in projects

» A way to share our own
experiences with integrating
UX

» Offer a helping hand

» Use it as a starting point and
guidance for projects

[0 me




A Mendix project

Three distinct phases
» Preparation phase

» Sprinting phase

» Usability testing phase

("4 mendix

b 4 = —_— X
222 [ O O 222
@ USABILITY TEST @ SPRINT 3 @ SPRINT 4 @ USABILITY TEST



By falling to prepare,
You are preparing to fail
- Graham Bell




Preparation phase
» Scrum says nothing on how to
prepare.

» Doesn’t mean you don'’t need
any.

» Agile projects need a horizon
to work towards.

» Don’t overdo it, keep it lean.



Goals of preparation
g Get_ting ready to deliver "A job well conceived is a Job
business value half done”
» A clear vision for the project

» Enough preparation to enable
forecasting

» Just enough detailed
preparation to get started with
sprint 1

("4 mendix




Product Vision & Canvas

WISION STATEMENT o

Describe the motivation for creating the product and the posithe change @ showd bring about.

TARGET GROUP ARL nEEDS W Froouct g GUSINESS GOALS PRODUCT WISION ®  PRODUCT NANE 4
ambination of the motivation for creating the product and the key functionaities that make the proouct stand o e product nama

Describe which market or market Describe e problem fhat the Describe the product and the Describe how the compan Cambination of the motivation for creating the product and the key functionaities that make the prookct stand cut The praduct nam

sagment does the product praduct sokes and which benafits aspects that make it stand out. gaing to profit from the pr

adidrass. it prondes for the tanget group. and what the imderiying b
Think ahout the key features that paals are.

Also dascriba the target dafine the product.

cumrfumens andf uaery. Note that profit doesnt pE RSONAS ARL SER JOURNEYS W resoy STORES ™
Alsa fHhink about the feasabilty of necessaniy mean currency

Mote that when dealing with developing the product.

company infernal appications,

Creata provisional personas of the Create custamer journeys, storybaards and userflows to dafine how the Create a hst of ready user stones
sagments stif apply in e.g. tha Targat Group users by: users wil realise his or her tasks. Nate that userflows are the minimum. that cower at keast the first speit.
form of dapartments. - Research Lise storyboards and customer journeys if applicable.

- Input fram experts
- Imput fram wsars (nterviews)

=S

COMSTRAINTS =»H= DESIGH —2# EFICS v
Dle=c the most Minmal design of the Descnbe the larger
bopar Townlsres” of appicstio, taking biocks of nckenally, asa | want &0 5o that
the implementaton. emeargent desigs nesds Basicaly bg user stomas N - ) -
into considerafion: that have yet need o be hl.-""'—‘
Wiraframes, Sitemap, diwidad and chatade info
Geadelines efc. wser stanes.
as a ., Jwant to ., so that
as a ., Jwant to ., so that

N —
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High level vision:

» Why are we creating the
application?

» Who is our target group?

» What are their needs?

» How do we envision our product

meeting those?

» What are our business goals In

doing so?
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duct Vision

@

Help meree the financial departmant of Mandis towards the future by getting rid of al the different dedarations i papar form and speed up the analyses of

thase declaratons.

TARGET GROUP

Target segmeEnts;
- Mendiz 8nancisls depariment
- Mendiz &mplayéss n geaners.

Users:

- Mendix accoundants, warking in
the financials department.

- Mandiz employees that nead to
declare spendings.

A9 nEEDS

Getting rid of all the unnecessary
sleps bo digitize the Anancal dats
al dedkarations.

Getting rid of manual exosl labour
n creating manthky- and yaarly
reporis on spendings.

Make crealing reports quicher and
muore efficient so that mare time
i avalable lor other Lasks.

Wlake b eauer and quicker 1o Nl s
and submit spendings by Mendix
amphiyeas,

W eroouct P BUSNESS GOALS

An onfing application that serves
badh accounlants &5 wel as
employees thal hae Fsd
spandings or naad 1o foliow up on
e

-0 huttan clck-report craaticn
-‘Real tima' Visualisabon of

e |aration Tlows

- Easy mspection of declarations

- Easy créstion and submilting al

declarations

&

Cut down on costs:

- Mere up te date insight into
spencings, reducing risk of
unnecessary spendings.

- Less time needed of accountants
o process declarslions and
craaks reparts.

- Legs e neaded o creats snd
submit daclarabions, Leasing
ayery amplyse with mare lime
da their achial job



Product Canvas

Prepping the project: O ————————— Eveem—
} Who are Our userS? PERSONAS Q3 |JSER JOURNEYS W rewov sTORES ™
» What are their tasks and how do B s

we envision them completing o R

them?

HSTRAMTS == DESIGN 2+ EF L

» What are high-level constraints? - :
» What will the design be like in & = B

broad lines? E == g

» What are our epics and ready
userstories to accomplish this?
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TRYOUT TIMMIE
NAME AGE
Tim Hughes 28
JoB

Medior Developer at rAppid

STATUS

In a relationship without kids

ABOUT

Tim is always looking for the next gadget
or tech development. He loves to try out
new things at work or at home on his
couch together with his cat mr.
Bigglesworth.

QUOTE

“Keep looking for the next big
thing!”

OVERAL GOALS

Product Canvas — Personas

Tim works at a software company that is falling behind due to the speed of change in software
development. Tim's main task is to research and evaluate new technologies and platforms for innovation.
He also needs to report his findings and advice his management on what to do with them.

TASKS & RESPONSIBILITIES

- Trying out new platforms / tech.

- Discovering the limits of new platforms / tech.

- Generate pro's and cons for new platforms /
tech

- Create findingsreports for management

- Helping out implementing new tech within teams

AFFLUENCES & SKILLS
WHAT'S AGILE? @ - SCRUM MASTER
MENDIX INITIATE - @ MENDIX EXPERT
SOUST ® TEAM PLAYER
NO FRONTEND @ - JSADDICT
NOT INTERESTED ® TECHCURIOUS
FEELINGS & ATTITUDES

- He feels clueless sometimes with new tech

- Likes to push innovation further for his
company.

- Strongly believes in useful documentation.

PAIN POINTS & FRUSTRATIONS

- Very limited time to get a good impression of
the new platform / tech.

- Depends a lot on (lacking) documentation.

- Losing a lot of time trying out addons or
advanced functionality.

ENVIRONMENT

Tim works at the office on his laptop. Sometimes
he'll pick up some research in the evening at
home on his couch with his cat.

INFLUENCES

- Goes to tech conventions and MxWorld
-Is member of a lot of IT minded fora

- Always has the latest apps on his phone
- Reads a |ot of online magazines

- Talks a lot with like-minded techy people



Product Canvas — Personas

PERSONA’S

‘App user type

As a...lwantto...

SCRUM
& SPRINTR

L User/module role

‘ User/module role

‘ User/module role

i



Product Canvas — User Journeys

=
— 3

)

» Bridget the gap between:

= Personas and their tasks

= How the application works

» Different levels:

= Customer Journeys
= Storyboards

= Userflows
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Product Canvas — User Journeys

‘- Userstory

g™ Userstory

JOURNEYS/FLOWS SCRUM
& SPRINTR SCRUM & SPRINTR
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Product Canvas - Design

|Hx\ Mo Oev

Links available from every page

» Wireframes
/ {reer ™R8 cone e

» Site- / app-maps _

» Styletiles e o e

» Design / Corporate identity = L =
guidelines [ | p— | p—




Product Canvas — Design

WIREFRAMES DESIGN BLUEPRINTS
PAGES & WIDGETS & THEME



GOALS OF SPRINTING

o
A

* Minimize braking forces

* Increase propulsive forces




Sprinting phase
» Scrum team Is responsible for
the end result

» Knowledge and expertise need
to be in the team

» External experts are definitely
permittec

» T-shaped people



T-shaped People

» Broad base with an expertise:
CROSS DOMAIN

"T-SHAPED” @ SKILLS & ATTITUDES " Cross functional knowledge

= In depth expertise

g\‘ | Az
§ ina:
Déﬁp » Meaning:
THE DEPTH OF | | = UX designers to become full-
LEARNING \ fledged team members

*= Business Developers to become
more adept at UX



UX responsibilities

» Designing the experience: » Leads to:
= Information architecture = Wireframes
= Content strategy = User flows
= Interaction design = Site maps
= Usabillity design = Guidelines

= Visual design
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UX responsibilities

4

» Implementing the design:

= Building pages & interaction
= Implementing the visual design

= Quality Assurance

» Leads to:

= Consistent application
= Efficient development workflow
= Higher quality output (UX related)

= Theming package and Page
templates



UX responsibilities

4
)
» Strengthen the team: » Leads to:
= Supporting PO * |Increased velocity
= Supporting team members = Becoming a better designer
= Help reaching that Sprint goal = Better developers
= Learn * Increased quality
= Teach
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KEEP
CALM

AND

5 CONTINUE g,
A TESTING T




Usability Testing phase

» Supplements the ‘regular’
testing

» Focus on finding usability
ISsues

» Done throughout the project

» Doesn’t have to be big and
scary



Usability Testing

So what is Usabillity Testing?

Basically: it's watching people trying to use what you're creating.




Usability Testing Fit

» Qualitative approach

= Agility is about iterating and
improving. Not proving points

» Accessible approach
= Limited space for experts

» Fast approach

= Fast results
= Limited time to test

= The next sprint will start any second
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Rocket Surgery Made Easy

» Everyone can do it
» Spend one morning a month
» Three testing sessions

» Results on the same day

Note:

‘Heavier’ methods or hiring
professionals is always better.




Usability Testing

= & Usability Issue 2™ Userstory
A il W Usersto
T [\ Usability Issue i y
B ]
— /\ Usability Issue

U

USER & TASKS & APP TEST RESULTS
SCRUM & SPRINTR
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Back to our templates

» Every phase has 4 blocks:
= UX Responsibilities
* Dedicated UX Deliverables
= General UX Deliverables
= Alternative Needs

» You don’t always need a UX
expert

» Nothing is new, most of is
already In your projects

@ SPRINT 4

’ ‘r M 4[

IX Res
Txeo) [ rudb ser test day

Assist with analysing results



Getting started

TTTTTT
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Balancing UX Effort



UX Effort Is not a straight line

i Generally speaking:
= Most of the effort is in the first few
sprints

= A professional will always be more
efficient

SPRINTS



UX EFFORT PER APP

Structuring and Scaling

8 9 10

> 10
# APPS

Holistic Portfolio-wide UX
approach:

» Reusable assets:
= Company UX guidelines

* Page templates / theming
packages

» Increased UX level team
members

» In house expertise



An example from our partner



"Entering an insurance claim has become

1%

HANDLING

an intuitive process. The user friendliness

has improved tremendously. "

- |IT Director at CED

FLOWFABRIC

OPTIMISATION ENGINEERS



Flowfabric

» Has dedicated UX designers.
» Involved from very early on

» A business analyst and a UX
designer team up for project
Intake.

» Uses Sprint O as a preparation
phase resulting in Analysis -
Prototype
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» UX remains involved
throughout sprints

» QA In the form of UX review



Almost there...



Some thoughts

s All projects !

have UX,
whether we
realise it or
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UX is all about
team play

0 %

PR Lo . " n e o
R Saeh ey LD

TN e
@, &

b ‘UX s not an

tle accessor .
w‘:S y *fo

‘\ 'h-

V‘T. B T ok




whetheyr

gll projec

have UX,

realise it or

we

Some thoughts

UX doesn’t
necessarily

need a UX
designer
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UX is all about
team play
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All projects ;

have UX,

whether we
realise it or
not

UX doesn’t
necessarily
need a UX

designer

Some thoughts

2 \

Have fun
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UX 1is all about
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team play

%



Thank you for watching
Question time



