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PRELIMINARIES



compeople AG

ÅFounded in 1999

ÅContinuous growth

ïcurrently more than 100 employees

ÅHeadquarters in Frankfurt/Main (Germany),
Subsidiary in Munich (Germany)

ÅTopJob 2009-award as best employer in Hesse



compeople AG

ÅCore competences: 
- Realization of sales and distribution systems

which are based on the 
compeople-Smart Client Platform (SCP)

- Java and Open Source based SW-development
- IT-architecture consultancy
- Agile project management

ÅñSolution Providerò-Member of the Eclipse
Foundation



Basis of Argumentation

ÅProject

ïFinancial services (Germany)

ï33k+ productive users

Å21+ years of expertise

ïInnovation and optimization of interactive systems

ïBusiness applications

ÅFinancial services, web, transportation, automation, 
live sciences

ïUser Centred Design

ïDegree in Psychology

ÅCognitive and Experimental



Eclipse Riena

ÅA mature Eclipse Open Source project

ÅProvides a platform 
- based on Eclipse RCP and Equinox

- targeted for the building of distributed
enterprise applications that simplify the UI -
development and integration of back-end systems

ÅHas joined the Galileo release train with
Release 1.0



Quotes on Concepts

ÅñThe system shall be the best in breed, the 
beacon for competitorsò

ÅñIt shall be all about business, nothing elseò

ÅñUsers should be able focus on their tasksò

ÅñWhen presenting the system, audience tends 
to become alive when the UI is shownò

ÅñUsers really do love itò

ÅñNow, having experienced it directly, I know 
what I was missing beforeò



Example ɀThree Apps in Parallel



FUNDAMENTALS



Principle Conditions

ÅProfessional

ïnote: non-technician(!)

ïnot interested in the system, technology and its 
UI as such, but as 
a means towards her business end

ÅBusiness ñSalesò
ïusing services in a commercial context

_______________________________________

ÅBoth have to be considered, otherwise the 
system will not be accepted!



Goals & Means of System Design

ÅGoals

ïmaximize utility, usability and 

ïenrich user experience

ÅMeans

ïUsability Engineering in an agile development 
process 

ïInteraction Design, integrated with high -end 
Graphical Design



Usability Engineering

ÅDerive conceptual framework

ÅSystematically focus development on end 
users (ñUser Centred Designò)

ïanalyze businesses
its not about software or computers

ïtalk directly to users for insights into

Åtheir(!) mindset

Åtheir(!) business



Usability Engineering

ÅAssure quality by repeated

ïusability testing

ïmeasurement of subjective notions



Usability Engineering

ÅMake use of most recent knowledge, e.g.

ïEN ISO 13407 (user-centred development)

ïEN ISO 9241 (front-end)

ÅDevelop UI interdisciplinary

ïIntegrate different points of view



Interaction Design

ÅOptimize user experience

ÅDevelop your concept based on the findings of 
your Usability Engineering

ÅShow your concept as soon as possible
note: it does not have to be clickable

ÅRefine your concept

ÅMake use of proven and tested concepts 
implemented in Eclipse Riena



PROVEN AND TESTED:
BASIC CONCEPTS

OF
ECLIPSE RIENA



Navigation & Modules
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ÅMacro and micro patterns

ÅRepeatedly proven and tested

ïConcepts

ïNavigation

ïModularization

ïElements

-Note: Usability correlates heavily to the degree of 
overlapping functionalities with the tasks to be 
supported



Ridgets - some Examples


