
State of the art
Six existing models have been identified in the literature,
and rated for each of the required functionalities (Table 1).
As none of the identified models matched 100% of the
established requirements list, we decided to build our own.
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* Graphical representation used by one coauthor in lectures for summarizing how car dashboards are designed.

A GRAPHICAL REPRESENTATION MODEL FOR
RETROSPECTIVE PROCESS ANALYSIS

Motivations
Design processes are often little formalized in design
agencies. This is not a problem, until the agency decides to
grow or to conquer new markets, and these processes are
not considered satisfactory enough.

Improving the process can then be quite difficult, as most of
the actors miss a global vision of their process (Sousa and
Dinis-Carvalho 2021), due to the lack of common formalized
representation. 

One way to solve this issue is to retrospectively and
graphically represent the actual design processes, to build
a common base for critical analysis and improvement
proposals (Hayes et al 2011).

The company we are focusing on in this poster, a medium-
sized French design agency, is quite representative of this
situation and their design process would benefit from being
more formalized to improve its efficiency and effectiveness.  

To answer the company's needs, we propose to collectively
build with the designers, a retrospective graphical
representation of the company's design process shared
among the involved players. This representation will be the
basis for critical analysis, and improvement proposal. This
work is the first step of an ongoing PhD Thesis on how to
design good User Experiences in design agencys.

From the needs of this company, we established a
requirements list to define the information required on this
representation (Table 1).

Remaining work
Three axes are still to be further studied :
- Add the remaining functionalities (See table 1)
- Validation :

- Understandability of the symbology
- Accuracy of the represented data
- Ability to create a shared view

- Generalization :
- Make the model generic enough to be applicable
to other domains (study in progress on airline seats
projects)

Method
We designed the proposed model from the retrospective
study of one of the latest company's completed project,
a show car for an important car manufacturer. The
created representation is detailed on Fig. 1, 2 and 3.
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Four cycles : 
Designer : 3 interviews (~1hour) 
Modeler : 1 interview (~20minutes) 

Table 1 : Process mapping model comparison table
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Figure 3 : Proposed legend for the graphical representation model

Figure 2 : Close-up view of the representation

Figure 1 : An example representation of the proposed model based on
a case study.
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