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Know the User



Empathy Mapping

Translate user observation into
effective design

Create a shared understanding

Learn about user experience
that they may not know either

Besigned for. Besigned by:

Empathy Map Canvas

) What do they THINK and FEEL?

PAINS GAINS
‘What are their fears, Whiat are their wanta,
frustrations, and anweties? needs, hopes and dreams?

‘what are they hearing cthers say?
What are they heating from friends?
Whal are they heating lrom colleagues?
Whal are they hearing second hand?

(%) What do they HEAR? C

(“}) WHO are we empathizing with? GOAL “) What do they need to DO?
Wina is th person we want to understand? ‘Wihal co they need t da differently?
Wihat is the situation they are in? NUNAT B3] o They want of need 1o oot aene?
Vit ks thelr rale in the situatien? Wihat gecisien(s] do they nead 1o make?

Fam il e knew 1hay wWere euecessful?

Wihat other thoughts and feelings might motivate ther behavioe?

) what do they DO?
Whet do they do today?
What behauior have we oheervwed?
Wil caan wee imagine: them doing?

() What do they SEE?
Whal da they see in the marketplace?
ey see in thew imimedsate ervircnment?
others saying and doing?
Whal are ey walcding g wading?

(3 what do they SAY?

1What nave we heerd them say?
Wt can vae iagine em saying?

Lastupdated on 16 Juty 2017, Doweiaad 2 copy af this canvas at httay//gamestarming comy/empathy-man/

collection/updated-empathy-map-canvas-46df22df3c8a

% 2047 Cave Gray, splanecom

David Gray 2017, “Updated Empathy Map Canvas” https://medium.com/the-xplane-



Virtual Reality in
the Geography
Classroom

e Immersive Virtual Environment
facilitating a collaborative
geomorphology lesson

e Creating heuristics to guide
development of the technique

e “Nuggets of understanding”
when observations don’t match
user reports
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Young, Gareth W, et al. "Exploring virtual reality in the higher education classroom: Using VR to build
knowledge and understanding.” Journal of Universal Computer Science 8 (2020): 904-928.
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Heuristics for VR in

the Classroom

e Derived from
o Observation of user in VR
o User questionnaire
o Observation of teammates
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Heuristic Definition

Focus Engagement with learning materials
Provocation Imaginative thinking

Stimulation Demonstrate understanding and

expertise to others

Collaboration

Work together to enhance learning
materials

Control Feel responsible for improving skills and
knowledge
Digital Life Develop digital citizenship

Learner Skills

Enhance different learning experiences
and opportunities

Multimodal Experience

Connect all of the student’s sensing

Young, Gareth W, et al. "Exploring virtual reality in the higher education classroom: Using VR to build

knowledge and understanding.” Journal of Universal Computer Science 8 (2020): 904-928.




One Large Dose of Empathy



Agile Methods

AGILE ofp

METHODOLOGY

The Agile Process

SCRUM MASTER

DAILY SCRUM Agile development is built
around participation:

l?. ‘.f-;?‘.' Roles:
PRODUCT OWNER TEAM © Scrum maSter
o  Product owner
o—s
LJ .
b'-!-) User stories
S o Asa--lwant--sothat--
PRODUCT SPRINT PLANNING SPRINT FINISHED
BACKLOG MEETING BACKLOG WORK

Sprint retrospective
4m————

SPRINT RETROSPECTIVE
%% BYDREC




User stories

: User engagement
Sprint planning
User representation

Multimodal user
response

Story maps
Data bias
Inference

Modifiable unit bias

“Data speaks for itself”
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