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The boundary
spanning practice of
(UX) design
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A personal quest

What do designers
contribute to teams
and organizations?




Research
Design-in-the-wild

2 years of data gathering
i 7 co-researchers
i cognition
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PhD thesis (2012)

Facilitating Team










r

The myth of

4

the ‘Lone Genius



“It is about teams, stupid!”
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1. Boundaries
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A common language




2. Innovation



ldeas arise
in between us




“We had all these discussions with Strategic Planning, resulting in
a project description of at least 60 pages. All specs, all market
information, neatly categorized in excel sheets....
everything was important, nothing could be skipped.
Nobody had a clue what we had to make, what the story was ”

(Project leader 3)



g
@ -
N ¢
g s
‘1‘ AR
Pl «
b“av‘. \o I\
B and
LA 3T
L AST : X
C Y ASAS g " > ‘\ " \‘ .\
\N(‘(\‘ 2 A% s . > J » . .; \\\ -
AR AR LAY . F a ‘o .! B ™ . " .
R ! o 'F F o .’ \" N ,\“ \

fears. e suas ; ~’/ o 3 (' ;\‘ P ..‘\
CONSLIAVN e we a £

| F,
T po\'\c.e POALEANT e .- 9 /f & &Q- O* - ¢
y g i of The cemeny \, - ", ' N Q. o@ b

Ny AS A Q\‘\\)\-\Q \\\.(\' “ W /’

S Y\

a terribly §&
impoverished means
for innovation




“Then the designer made some nice looking sketches on a Monday
afternoon, based on architectures we had in mind and ... Bang!
Finally, we had the discussion on what on earth we had to make.”

(Project leader 3)



Representations
of the product




“We are still learning what the project is about.
We need to have a mock-up as soon as possible,
so that we can invite everybody around it,
so that everybody knows what we are doing in the first place”

(projectleader 2)




How can we know
what we intend,
until we see
what we create?
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