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Introduction   

• Miki Konno – Sr. UX Researcher/ Human Factors Engineer  
 

 

– UX Experience  
– Honda, Sony, Symantec, Jacob Nielsen/ Don Norman Group (NNG), Hewlett Packard 

Company 

– Windows Media Center, IPTV (Mediaroom), MSN Video, Local/ Entrainment, Visual Studio 

(TFS) at Microsoft  

 

– Education Background   
• Human Factors/ Applied Experimental Psychology (Consumer Product evaluation, 

Ergonomics, Statistics)   

• Industrial/ Organizational Psychology (Psychometrics, Human Performance, Organizational 

Behavior, M&A, Org Behavior/ Culture) 

 

– Expertise Areas  
• Ergonomics, HCI, HW/SW Interaction, consumer product evaluation, multi-media 

(TV/Video/Entertainment), international usability, complex software systems, enterprise 

software, Agile tools  
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Typical UX Research  

Data Acquiring Cycle 

http://www.bing.com/url?source=images&rch=2Ra5NC9CB-1r_19p0lNxuTNkCGUPs0x&url=http://blogs.loughboroughecho.net/gamesandgizmos/2011/08/18/japanese tea ceremony.jpg&urltarget=_blank&q=japanese+tea+ceremony&view=detail&&id=40971FACFA7D2AC4C78F533D780E5DC16CCB73DE&first=0&FORM=IDFRIR&ssIG=531b86645bec4d2cb9e5225be066fcc0
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Full UX Research Process  

 Full-Research    

– Site Visits  

– Persona Research  

– Ethnographic study 

– Large N quant survey 

– International study  

– Competitive benchmark   
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Participant 

Screener 

During 

Research  

Common UX Research Lab Study Cycle   
– works better for E2E scenarios, Benchmark, Intl research 

Weeks 

-3 -2 -1 +2 

UXR 

TEAM 

Attend 

Sessions 

Data 

Analysis/ 

Results 

Delivery 

Bug 

Report/Fixing/ 

Add User 

Stories  

Decide on 

Method + 

Draft Tasks  

Machine 

Setup/ Task 

Walkthrough  

Run as many 

as 16 Users  
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Current Challenges for UX Data Acquiring 

Cycle in the Agile Environment 

1. “We want to get user feedback BEFORE coding starts”  

2. “We want to get user feedback on this sprint release NOW”   

3. “There is NO TIME to test every user story” 

4. “A usability study takes too long…we want the results FAST” 
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The UX Research Cycle  
needs to be faster!  
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What have we done in the Agile 

Environment?  – TFS Team Case Studies  

 
 RITE Study 

 Quick Pulse Study 

 Persona Happy Hours  
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Agile UX Research Processes  
Used in TFS  

1. Rapid Iterative Testing & Evaluation 
– Continuous design iterations in one day  

– Design elements/ UI Navigation exploration  

– Design improvements in small increments 
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RITE Study:  
Rapid Iterative Testing Evaluation 

• RITE Study    
– The study can be accomplished in ONE DAY 

– Requires a dedicated UX researcher to facilitate, and Designer (or 

developer) to iterate the design  

– RITE Study Steps  

» Changes to the interface are made as soon as an issue is identified and a solution is clear 

» Then the changed interface is tested with the next user  

9am 
session w/ 

v0.1 

11am 
session w/ 

v0.2 

1pm 
session 
w/v0.3 

3pm 
session 
w/v0.4 

5pm 
session 
w/v0.5 

Final Design  
Final Data 

Analysis 
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RITE Study Pros 

• Pros  

– Agile  

– You can complete the study in One day!  

– Collaborative  

– The team (UX researcher, PM, Designer, Developer) needs to 

come to an agreement on each design revision  

– Visual  

– Design  Improvements are instantly visible 

– Cost 

– It can be done by one designer  (or developers) in one day  
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RITE Study Cons  

• Cons 

– Technical feasibility 

– Some features may not be technically feasible to change quickly  

– Feature limitations 

– Not all features can be included in the prototype  

– Quality and performance 

– Prototype could have faster performance and better quality, so it 

could be misleading 
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RITE Examples (TFS) 

Task Switching 
 v0.1 

Task Switching  
v0.2 

Task Board 
v0.1 

Task Board 
v0.2 
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Agile UX Research Processes  
Used in TFS  

2. Quick Pulse Study  
– Continuous user feedback with 3-week sprint  

– Storyboard testing 

– Sprint release testing   
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Quick Pulse Study 

• Recruit 3 users weekly to come into the lab every Friday  

• One hour for each participant  
• 9-10, 10-11, 11-12pm: 3 sessions on Fridays  

• If we need to test more than one areas, we’ll test 6 participants on Friday  

• Use the same lab every week  

• 3 personas (target users) to alternate  
• Peter – Dev Lead/ Scrum Master 

• Angie – Agile Product Owner  

• Elvis – Agile Developer  

• Quick summary of findings sent out to the team by Monday 
or the results presentation with team the following week  

• Email results sent out to larger audience including 
management  

• We implemented the QPS for every other month  
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Prototype 

or Code is 

Ready 

Participant 

Screener 

Lab Study 

Quick Pulse Lab Study  
- works better for smaller features + user stories in Sprints  

Days 
Mon Tue/Wed Thu Fri Following Mon 

UXR 

TEAM 

Attend 

Sessions 

Results 

Delivery to 

Team 

Bug   

Report/ 

Fixing/ Add 

User Stories  

Decide on 

Method + 

Draft Tasks  

Run 3 Users  
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Quick Pulse Study Phase 1:  
Planning 

• Plan for feature areas, budget, timing, resources, 

and lab allocations   
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Quick Pulse Study Phase 2:  
Preparation 

Usability lab  Observation Room  

Hosted TFS Testing Demo by Mario Sprint Planning Storyboards by Gregg  
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Quick Pulse Study Phase 3:  
Execution 

http://www.bing.com/url?source=images&rch=gT6YO83-iN7DFOfctVO0ZeGLK4sZcAE&url=http://www.oclc.org/us/en/usability/images/controlroom.jpg&urltarget=_blank&q=usability+lab+study+&view=detail&&id=C661D6A853C8B466E4FC3EFAE5FD33CA3CF45218&first=0&FORM=IDFRIR&ssIG=e26f55ee179e42ccad727647bce20d81
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Quick Pulse Study Phase 4: 
Communication 
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Quick Pulse Study Applied: 
Bing Core Search Team 

• One target user type  (Information Seekers) 

• They recruit 3 users to come into the lab every Thursday  

• Quick summary of findings is available to the team by Friday  

• They use dedicated contractor to run Quick Pulse Studies 

• The research focus area is much more specific 

• The focus is core search behavior  

• The setup is shorter/ simpler 

• No formal results presentation, informal debriefing only  

• A quarter newsletter with summary of all findings sent to entire 

product team 
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Quick Pulse Study Applied:  
Bing Core Search Team 

Free-formal Search Exercise  

Eye Tracking Study 
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Quick Summary Findings  

A quartery newsletter 

Quick Pulse Study Applied: 
Bing Core Search Team  
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Quick Pulse Study Pros & Cons 

• Pros 
– Agile  

 

– Flexible    
 

– Minimal advanced planning 
 

– Immediate product impact 
 

 

 

 

• Cons  

– No formal protocol  
 

– Lower data reliability 
 

– Risk of not utilizing the users  
 

– Risk of not running the 

formal study 
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Quick Pulse Study Application 

• Works well with… 

– Sprint-specific work 

– Smaller/ Simpler features   

– Sprint demos  

– Quick UI fixes w/wireframes 

– Simple navigations  

– Simple scenarios  

– Paper prototypes  

– Storyboards 

 

 

 

• Doesn’t work well with… 

– Method requires large N sample 

– Long-term/ E2E scenarios   

– Complex systems/ navigations  

– Competitive analysis  

– Benchmark studies  

– Card sort study 

– Surveys 

– International Studies  
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Agile UX Research Processes  
Used in TFS  

3. Persona Happy Hours  
– Bring real users (our persona profile) to mingle 

w/ Team 

– Talk and hang out with real users with food, 

music, and drinks!   
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3. Persona Happy Hours  

– Bring the real users 

(persona profile) n Friday 

afternoon 

– Invite designers, PMs, 

Devs, QAs to mingle with 

them  

– A great way to get to 

know about target users in 

the informal settings   
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Persona Happy Hours  
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Goals of Agile UX   

*The reference is from http://theleanstartup.com/  

http://theleanstartup.com/
http://theleanstartup.com/
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Q&A  
 

        


