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I know it’s hard as a manager to plan that much ahead as far as trying to survey everything that they need to take care of for the entire project.  But if they have an initial concept of something that they want to work on and have a general idea of what direction they want to go, usability team needs to be up front, right at the beginning, in the planning, in the evaluation—even if it’s just going through and evaluating simple, simple points or concepts, and little details.  I mean, even part—about as far as pushing a button, or what type of button to push, or whether the button itself is usable.  You know, if they’re looking at a—like a display—you know, if they have to press a certain series of buttons in order to get something to work, well, maybe it’s helpful if they—they know that up front that, hey, maybe this is too intensive for a user to have to go through all those steps.  And that would be helpful.  Maybe the project manager didn’t really think about that up front, but that could be teased out by having a usability team who are experts in dealing with human factors issues and dealing with ergonomics, dealing with usability.  And they need to get them involved right from the beginning.  The problem is, and where a lot of the biggest problems come is that, they don’t—a lot of project managers will wait until the end—once they’ve already designed a product and put something together, then they get the usability team involved.  By then, it’s kind of too late, because it’s—it’s like, well, how much are you willing to spend in effort to change something if it’s really functionally bad?  You know, if something—if they find—if the usability finds out by working with, you know, just regular users, they might find something that just really has a huge interface problem.  Would the project manager be willing, then, to say, “Oh, yeah, okay, well, it’s going to cost us extra—“x” more amount of money, plus time and effort, to have to change this interface.”  Usually, by the time they’re at the end of the product design phase, they’re pretty much set as far as, you know, how the thing’s going to look, how everything’s going to work, and it’s kind of hard to change those things.  And if they get a usability team at that point, which is a lot of what project managers do—they put them that far down the cycle—it’s really too late to be able to make those choices.  And all a usability team, at that point, can be, is just say, “Well, you think that they’re going to like this.”

