Requirement Capturing Tools and their Effectiveness for Product Back L og

Mariam Gillani (Q"

TheldlamiaUniversity Of Bahawal pur
Pakistan
mariam2691@yahoo.com

ABSTRACT: Scrumisrapidly being adopted as an effective project management methodol ogy for small and medium software
projects. Animportant artifact of the Scrumframework isits Product Back log which servesasitsbasic requirement capturing
document. This paper investigates different methods of requirement capturing in the Product Back log and identifies their
pros and cons.
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1. Introduction and Background

Agiledevel opment methodology israpidly being adopted in place of traditional waterfall model. There are many frameworksthat
have been devel oped under the agile umbrella. Scrum being one of the widely accepted onesisthe focus of this study. With the
help of abunch of roles, activities and artifacts Scrum enablesits users to devel op customer oriented software projects. Scrum
divides the whole development task into timed Sprints which usually last from 2 to 4 weeks. Scrum framework includes the
Product Owner, Scrum Master and the Team as activeroles. The Product owner isthe customer’svoicein thewhole project life
cyclewhose main task isto capture the product’s requirements effectively in the Product Back log. Before the sprint starts the
Team sits with the PO and the SM in in a Sprint Planning meeting and picks a prioritized requirement in the Product Back log
which can befulfilled in the designated sprint time block. After this the sprint starts and the Team under the supervision of the
Scrum Master workstowards achieving itsgoal inthe given timelimit. Any hindrances are discussed in the Daily Scrum meeting.
After the sprint isfinished aworkableinstallment of the product isdelivered. Theinstallment and the Team’s progress during the
finished sprint are reviewed in the Sprint Retrospective meeting. The whole processisrepeated. The Scrum Master supervises
the Team’s progress and providing support in case of any obstacle [1] [2].

One of the biggest strengths of the Scrum methodology is that it helps to build customer oriented software. It keeps the
customer involved during the whole devel opment process with the aid of Product Back 1og which iskept open for additionsand
alterationsthroughout the project. It isimportant for the Product Back log to have asimple and effective format for requirement
capturing. In this paper wewill ook at some techniques for writing effective Product Back |og and draw comparisons between
them.
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2. Toolsfor requirement capturing

2.1User Sories

User story isthe most popular tool for requirement capturing in Product Back log. User stories provide a mean to capture product
functionality as explained by the Product Owner. A user story containsaname abrief description of the problem/ requirement and an
acceptance criterion. User stories are mostly written in everyday language and generally follow the pattern:

Asa<role>, | want <functionality> so that <goal>,

With the above format user stories may look deceptively simple but they are not. An effectively written user story not only conveys
the desired feature of the product but aso points out its context and business value [3].

2.2 Usecases

Use caseisapopular UML modeling methodology which describes how the product under development will behave under certain
scenarios. Use caseframework a so describesthe system’sbehavior with respect to different roles (called actors) that interact with the
system under some condition. Use cases are associated with the functional requirements of a system. The framework consists of an
actor (who isbasically auser of the system) and use cases (set of scenarios that work towards agod) [4].

2.33ory maps

Story mapisarelatively new concept introduced by Jeff Patton, in 2008. It isan extension to the existing user story ideaadding another
dimensiontoit. Thetop row of themap consistsof activitieswhich arebasicaly largefunctionalitieswhich can befurther decomposed
into smaller taskswhich arearranged under the activitiesthusforming akind of grid. The map givesthe project a‘ backbone’ whichis
the activitiesand the tasks bring moreimplementation details[5].

24 User persona

User personasare beneficial when product demands high user experience. A personaisadetailed crafted biography of afictitioususer
representing a potential customer group and one is created for each category of the targeted users. It usually consists of a name,
picture, education, work, demographics and persona dogan, values or goals. A persona builds amental map of users from different
demographic and interest groups. The devel opers can then make design and implementati on decisions keeping the personasin mind.
Personas help to bring the devel opers and designersin context with goals and behaviors[6].

3.Analysis

There are three matrices upon which this paper will review the abovetool sfor capturing requirementsin Product Back log: ease
of use, communication power and usability.

3.1Easeof use

With respect to ease of use, user stories stand out because of its simple structure which effectively conveys the desired
meaning. Story map is a modified version of user story hence it resembles its ease in designing but as another dimension is
added prioritizing the tasks must be accurate. Use cases require quite an effort on the modeling part and decisions have to be
made on choosing the right actors and scenarios. Their formal approach also adds to complexity. Personas are toughest in
designing aswhole fictitious personality hasto beidentified and crafted. It requires a solid knowledge base and observation of
the target audiences.

3.2 Communication Power

How effectively the above mentioned tools can communicate user’s perspective to the developers is an important point. The
user story’sformat allowsthe requirement to be specified in oneto two lineswith concise context. This seemingly simpleformat
greatly adds to the requirement engineering process. Story map also works on the same lines adding a proper structure to the
ideaof “story” by listing larger building blocks of the product on top and adding their tasks bel ow them. Use case modeling al so
captures the requirement within its scenario and responses. But use case only has provision for functional requirement, it
cannot deliver nonfunctional regquirements. Personas add customer’s perspective into the requirement process.

3.3Usability
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The Product Backlog does not necessarily need to be confined to being arequirement source document. It can also be employed
to verify and specify design models. Use cases can be used for modeling and requirement verification purposes. Likewise story
maps helpsin the planning phase. Personas are used mainly for the improving the user experience. User storiesare also helpful
in the planning and prioritization areas.

4. Conclusion and futurework

The above analysisindicatesthat thereisno tool which can be called the* silver bullet” for effective requirement representation.
In ease of use and communication user story and story map lead but in terms of a more formal and precise representation use
cases are better candidates. When developing for user centered products personas can be effective. There is a need of case
study that can compare the effectiveness of these tools.
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