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Why Are We Here Today?

▪ Understand how the "Test and Learn" approach will work

▪ Understand and learn about the benefits of operating in a lean capacity

▪ Establishing expectations

▪ View what's changed within our design process

▪ How will our updated design process work in today's balanced team environment
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What Are We Doing in Q4?

The UX team, is shifting towards a "Test and Learn" approach in Q4. By adopting Lean 
UX principles and methodologies together will help rapidly design and test solutions to 
meet the complex challenges we face, and to create solutions that meet our customer and 
business needs.
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But What Is Lean UX?
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Lean UX is about bringing the true nature of a product to light 
faster, in a collaborative, cross-functional way that reduces the 
emphasis on thorough documentation while increasing the focus 
on building a shared understanding of the actual product 
experience being designed. - Jeff Gothelf
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What's Our Goal

The goal is to be lean, collaborative, and flexible.
To be able to create and test designs quickly, pivot, and iterate 
frequently.
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The Benefits

▪ Ensures we are designing and building the right solutions that meet our customer needs

▪ Quicker validation - Get designs into customer's hands quicker

▪ Increased visibility and transparency across the spectrum

▪ Fosters greater collaboration and input

▪ Fail often, learn, and adapt.

▪ Easy to pivot



INTERNAL USE

UX Deliverables
Expectations & Deliverables
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UX Discoveries

▪ Maximum 4 weeks long (2 sprints)

▪ If more required time is required, alignment will be required to further discuss 
needs, value, and time to accomplish the goal.

▪ Designers will be Full Stack, adopting lean research techniques
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UX Artifacts

▪ UX artifact delivered at the end of every two weeks

▪ This includes:

▪ Sketches

▪ Designs

▪ Wireframes

▪ Flow Diagrams

▪ Research Readouts

▪ Deliverables will be broken down within a two-week scope.

▪ What solution can you create within a two-week time frame?
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Ticket Management - Jira

▪ All communication, updates, and decision points will be updated in the working 
ticket.

▪ If there is an alignment or meeting outcome, update the ticket

▪ If there is a meeting with stakeholders, update the ticket

▪ If you reached a design milestone, update the ticket

▪ Designs and Confluence documentation will be attached to the working ticket

▪ Designers to break down epics or stories into actionable efforts once the kick-off is 
complete
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UX Sprint Demos

▪ The UX team will demo the work completed at the end of each sprint.
The goal is to:

▪ Gather additional feedback from Eng, DS, and PdM

▪ Determine if work is considered done or does it require another round of iterations

▪ Validate or align on new scope (i.e., pivot)

▪ Create transparency and awareness for balanced team members and leaders
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User Research and Usability Testing

▪ Invitations to attend will be sent to the entire balanced team

▪ Balanced Team Leaders and Partners are also invited to attend

▪ Participation by all is highly encouraged

▪ Watching customers use our solution creates empathy and helps improve how we 
approach solutions throughout the experience.

▪ Creates a culture of awareness, user data, and empathy if all attend
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How Does It Work?
New Design Process in 7 Steps
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#1 – The Kick-off

The Kickoff is a set of initial conversations 

about a project with the goal of obtaining as 

much information from the request.

▪ Gather context and alignment on the 
problem we're solving

▪ Understanding what success means

▪ Blockers or inputs we should consider 
before starting

▪ Scope alignment – "What can we deliver in 
a two-week time frame"

▪ Discuss or Share Existing Research
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Sample Kickoff
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#2 – Defining Work Effort

▪ UX will break up the efforts into actionable stories and place 
them into the corresponding epic in the Backlog

▪ What can we deliver in two weeks' time?

▪ Update Epic if needed

▪ Estimate efforts

▪ Ready to assign to a Sprint

KICKOFF

Create UX Tickets

Assign To Epic

Add To Backlog

Assign Ticket to Sprint
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Refined Epic

UX Stories
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#3 – Solutioning – Solving The Problem Together

▪ Collaboration is Key...Essential.

▪ Solutioning is not Design

▪ Problem Solving is Solutioning

▪ Gathering Input from all partners

▪ Identifying Technical Limitations upfront

▪ Building solutions aligned w/ Technical 
capabilities

▪ Solutions easier to estimate due to upfront 
technical estimations or involvement

▪ ~1-4 hours needed per each sprint to help 
solution.
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#4 – Design

▪ Take concepts and proposed solutions into 
a 1st iteration of the design concept.

▪ Designers will schedule touchpoints to 
showcase progress and gather feedback.

▪ Each time we meet, balanced team should 
ideally be present to review and discuss.

▪ Designers will document Jira with updates 
on outcomes and statuses after each 
touchpoint.

▪ Version controlling designs with each 
iteration

▪ Versions will be identified in Figma, Jira, 
and Confluence
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#5 – Design Reviews

PdM UX

DS ENG

Balanced Team Supporting Team

Managers
Sr 

Managers

Cross-
functional 
partners

Stakeholders

+

REQUIRED OPTIONAL

▪ Balanced team required to be present

▪ Discuss and Challenges from all disciplines pov

▪ Feedback and input is needed

▪ Collaboration is key
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 Review work completed in the sprint

 Discuss and offer feedback together as a team.

 Are we ok with this version, or do we need to 
iterate or pivot?

 Share concerns or technical limitations

 Additional insights or comments shared are heard 
by all team members

 Fosters greater transparency and collaboration

#6 – Sprint Demo
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#7 - Done

GROOM DESIGN TEST DEMO

WEEK 1 WEEK 2

Problem Solved...Mark Done

Needs changes...Next Iteration

New Ticket 
w/New Scope

You Are Here

Congrats!

▪ Determine if effort is complete or do we need to iterate again?

▪ Iteration will require a new ticket
▪ Based on request, scope and or problem statement may need to adjusted 

accordingly

▪ Designs will be baked based on version #

Update Jira ticket, epic, and confluence
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How does it impact our balanced 
team's workflow?
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 No major changes from a workflow perspective

 Product, Engineering, and Data Science, will be required 
to collaborate more during our solutioning, design 
review, and sprint demo sessions

 This will reduce spikes

 Ensures we are designing a solution that is technically 
feasible

 Creates vested interest in ensuring the overall experience

 Introduction of Sprint Demos at the end of each sprint

 Future benefit: If we all adopt a lean approach, we could 
apply similar concepts throughout the rest of the 
disciplines.

Operating in Today's Team Environment
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Notable Callouts
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 What happens if the UX work is not completed at the 
end of the sprint?

 Collaboration emphasis is crucial

 Testing – How can we rapidly build design solutions?

 Testing frequently with actual customers is the dream goal

 Standups

 Required for all balanced team members to be 
connected or dialed-in

 Do Not place meetings over stand-ups

 Can we build a design after the two weeks – yes

 Usability testing will be conducted with 5 users or less

 Revisit and Refine working agreements if needed

Call Outs
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Q&A
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Thank You
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