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Abstract. This course will introduce attendees to the challenges and benefits of
integrating User-Centred Design (UCD) methods into the Google Design Sprint
(GDS) process. The course will introduce this new User-Centred Design Sprint
process, and participants will practice selected methods from the process during
the course. By the end of the course, participants will know why, when and how
to use User-Centred Design Sprint. Delivered by experienced members of IFIP
TC13, this course will appeal to researchers and developers working in the early
stages of designing software products.
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1 Introduction

The Google Design Sprint process [1] has gained popularity in the software industry for
being suitable for analysing user needs and designing a running prototype for a software
system in five days. A team of 7–10 people collaborates through one week to better
understand the users’ needs and the suitability of the design for users. At the beginning
of the process, the team has a relatively vague idea for the user needs for the software
product, but on the fifth day, a running prototype is evaluated in think-aloud evaluations
with five users to evaluate the users’ experiences and the usefulness of the product.

This course’s proposers have taught the Google Design Sprint process in an inter-
national, 2-week intensive course in 2018 and 2019 [2, 3]. During these courses, we
combined the Google Design Sprint process, with User-Centred Design (UCD) meth-
ods, in a process called User-Centred Design Sprint, or UCD Sprint in short [3]. We
developed the process through three editions of the intensive course, focusing on UCD
methods in the first edition of the course [4] and integrating the Google Design sprint
and the UCD processes in the second and third edition of the course [2, 3]. In the last
version of our course, we saw that conducting three days of UCD activities before the
Google Design Sprint process and two days after it significantly extended the course
attendees’ understanding of the user needs.

We want to introduce the challenges and benefits of integrating user-centred design
methods into the Google Design sprint process to course attendees. The course will
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introduce the User-Centred Design Sprint process, and participants will practice four
methods from the process during the course. At the conclusion of the course, participants
will be introduced to how they can use the process professionally.

2 User-Centred Design and Google Design Sprint

User-Centred Design (UCD) is a rich and varied discipline. The primary aim is to com-
bine design and evaluation in developing a software system and focus these activities
on the prospective users of the system that is being developed. The literature includes
extensive research on UCD concepts, principles and methods. One of the classical refer-
ences provides an overview of the discipline [5]. Other references focus on the principles
behind UCD [6] or identify how software practitioners define and work with UCD [7].

Teaching UCD is of crucial importance to increase its influence in software devel-
opment. Software development will not change towards a more user-centred approach
unless there are practitioners available with UCD skills. Nevertheless, the literature on
the teaching of UCD is minimal. An early workshop aimed to produce a list of skills
that are necessary and important for UCD practitioners. They see UCD as a process that
should yield a high utility and usability level by developing good task flows and user
interfaces. Therefore, UCD practitioners should have the knowledge, skills, and other
characteristics needed for considering and involving users [8].

Created to better balance his time on the job and with his family, Jake Knapp opti-
mized the different activities of a design process by introducing a process called the
Google Design Sprint (GDS) [1]. Knapp noticed that despite the large piles of sticky
notes and the collective excitement generated during team brainstorming workshops,
the best ideas were often developed by individuals who had a big challenge and not
too much time to work on them. Another key ingredient was to have people involved
in a project all working together in a room, solving their part of the problem and ready
to answer questions. Combining a focus on individual work, time to prototype, and an
inescapable deadline, Knapp called these focused design efforts “sprints”.

The GDS is a process to solve problems and test new ideas by building and testing a
prototype in five days. The central premise for the process is seeing how customers react
before committing to making an authentic product. It is a “smarter, more respectful,
and more effective way of solving problems”, one that brings the best contributions of
everyone on the team by helping them spend their time on what matters [1].

3 Description of the Course

Total duration of the course is 3 h. The course will be scheduled in three sessions and
the content of each session is described below.

The learning objectives are that:

• participants will gain knowledge on how theUser CentredDesign sprint process could
be used in software development

• participants will gain skills in using four methods from the process
• participants will gain knowledge on how to further study the process
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Content and Structure of the Course
Session 1 (50 min)

• Introduction to the course schedule and the presenters (10 min).
• Introduction to the User-Centred Design Sprint process (20 min).

– How is the process?
– How does it relate to the Google Design Sprint process?
– How does the process relate to User-Centred Design?
– How can it be used on software development?

• Introduction to the User Group Analysis method - one of the methods in the UCD
sprint process. Participants do a short exercise in using the User Group Analysis
method (20 min).

BREAK (15 min)
Session 2 (50 min)

• Introduction to UX goals, which is another UCD method in the UCD sprint process.
Participants do a short exercise on stating UX goals (30 min).

• Introduction to the Mapping method. Participants do a short exercise on that method
(20 min).

BREAK (15 min)
Session 3 (50 min)

• Introduction to the design and evaluation methods used in the User-Centred Design
Process. Participants do a Crazy-4 exercise (30 min).

• Introduction to how the process could be used in industry and research.
Q/A session at the end (20 min)

4 Intended Audience

Our intended audience are lecturers, IT professionals, researchers and students at the
INTERACT conference who have done prototyping and evaluations with users. It is
beneficial if the participants are familiar with the Google Design sprint process, but it is
not a prerequisite.

Participants can be:

• Lecturers in interaction design, interested in including a User-Centred Design Sprint
approach in their teaching,

• IT professionals that are interested in learning about the user-centred way of running
a design sprint,

• Researchers and students interested in rapid user-centred design methods.
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5 Reading List

Recommended reading is:

• About GDS: https://www.thesprintbook.com/the-design-sprint
• Also about GDS: https://www.gv.com/sprint/
• About UCD: https://www.interaction-design.org/literature/topics/user-centered-
design

Addtionally, we would like to point your attention to a long paper published at
INTERACT 2021 describing a study on the User Centred Design Sprint process [3].
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