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Abstract. Along with the popularization of new body tracking technologies 
such as Microsoft Kinect, and the increasing individual initiatives in order to 
design solutions for such platforms, it is necessary to improve and to adapt all 
the framework of methods and processes for developing new applications for 
this context. Just like that, this paper proposes a direction towards the formali-
zation of an agile methodology for developing new applications on the back-
ground of body interaction, suitable for modest innovation projects with short 
schedules and small teams. To achieve that, we executed an experiment during 
a graduate course in Informatics, due to its similarities to the start-up context. 
The participating students followed a four-step methodology comprehending 
the stages of requirements identification, ideas generation, prototyping, and 
evaluation. The experiment outcomes are described in a way to enlighten the 
methodology techniques. As a conclusion, the students provided an extremely 
positive feedback regarding the adoption of the proposed methodology during 
the development of body interaction applications. 
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1 Introduction 

When it comes to small innovation projects, a quick development process suitable for 
each project’s needs is essential in order to increase the odds of success. In such cir-
cumstances, it is common to have small development teams supported by one main 
idea and with short initial knowledge due to the use of recent technologies. Since 
these initiatives present high levels of uncertainty, a business model based on short 
development cycles and regular deliveries is desirable, once it is easier for the stake-
holders to keep track. Summarizing, apart from the scarce human-resources and short 
schedule issues, innovation projects are also highly susceptible to severe budget limi-
tations [12]. 

Regarding the interaction design context, these small initiatives generally make use 
of innovative platforms such as the Microsoft Kinect body tracking system in order to 
develop new applications. In addition to the great number of built-in features and 


