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INTRODUCTIONS
First things first
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A Quick Introduction

• Co-­‐Author	
  of	
  “Becoming	
  Agile”

• Execu7ve	
  Vice	
  President	
  at	
  Santeon

• Over	
  10	
  years	
  of	
  dev	
  and	
  delivery	
  experience

• Co-­‐founder	
  of	
  Interna7onal	
  Consor7um	
  for	
  Agile

• Masters	
  in	
  Requirements	
  Engineering	
  

• Ph.D	
  in	
  Agile	
  Adop7on	
  from	
  Virginia	
  Tech

• Agile	
  Educator,	
  Coach	
  and	
  Consultant

• Frequent	
  Presenter	
  at	
  Conferences

• Program	
  Chair	
  of	
  Agile	
  2009	
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Looks Familiar ?

Dr.  Winston W. Royce
The Waterfall Model 

1970. "Managing the Development of Large Software Systems: 
Concepts and Techniques". In: Technical Papers of Western 

Electronic Show and Convention (WesCon) August 25-28, 
1970, Los Angeles, USA.

“ ”
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We wish were true
The customer knows exactly what they want
The developers know exactly how to build it
Nothing will change along the way

We have to live with
The customer discovers what they want
The developers discover how to build it
Many things change along the way

3 Things ...
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Be the customer … just for a minute

7

Tuesday, April 5, 2011



7%

13%

16%19%

45%

Always Often Sometimes Rarely Never

Source: Jim Johnson of the 
Standish Group,
Keynote Speech XP 2002

Always

Often

Sometimes
Rarely

Never

Feature Usage
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 We are uncovering better ways of developing  software by 
doing it and helping others do it. Through this work we have 
come to value: 

– Individuals and interactions over processes and tools 
– Working software over comprehensive documentation 
– Customer collaboration over contract negotiation 
– Responding to change over following a plan 

	

 That is, while there is value in the items on the right, we value 
the items on the left more.

2001: The Agile Manifesto (Agile Values) 
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Agile is a mindset defined by values 
guided by principles and manifested 

through many different practices

Agile in a word
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What is Agile

The Agile Mindset :
• Responding to Change
• Build and Feedback 
• Welcoming Change
• Continuous Delivery
• Value-Driven
• Small value-add slices
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Java++ Case Study
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Read the Case Study
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PERSONAS
Pre-Production >> The Product Backlog
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Personas Are More Than Actors

• Personas represent real people
• Personas are being used by others

– (interaction designers - marketing)
– < keep them simple and visible >

• Personas clarify product value
• Let’s create some personas …
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Simple	
  (emerging)	
  Personas 15
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Detailed	
  Personas 16
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Detailed Personas 17
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Different	
  Categories	
  of	
  Personas 18
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Java++ Case Study
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User Roles 

Online Customer
Sandwich Maker
Delivery Guy
Owner

Doug the Delivery Guy
Sam the Sandwich Maker

Persona A
Persona B

Personas
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USER STORIES

“I find that most people know what a 
story is until they sit down to write 
one.”

– Flannery O'Connor
20

Tuesday, April 5, 2011



Requirements

• Think, Think, Think  … Then write requirements
• Powerful feedback loop when users see the software 

being built for them
• Seeing the software leads to new ideas and changing 

their minds – “Change of scope” ?
• “Change of scope” mentality  - implies that the 

system was well-known before
• FACT: Users will have a different opinion once they 

see the software
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Classical Requirements

• IEEE 830 Standard   “The system shall…”

• Boring to Read (…not thoroughly read by everyone)
• Hard / Impossible to grasp the big picture

• Software is complete when it fulfills the list of requirements 
– rather than its intended user goals.
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Requirements as system attributes

3.4) The product shall have a gasoline-powered engine
3.5) The product shall have 4 wheels
	

 	

 3.5.1) The product shall have a rubber tire mounted 
	

 to each wheel

3.6) The product shall have a steering wheel
3.7) The product shall have a steel body

Research suggests that designers “may produce a solution for 
only the first few of requirements they encounter
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Requirements as User Goals

• The product makes it easy and 
fast for me to mow my lawn

• I am comfortable while using 
the product

Stories describe user goals
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User Story

• A planning tool
• Contract to communicate
• From the user (not the system) perspective 
• Agile Principle: “The most efficient and effective method of conveying 

information to and within a development team is face-to-face conversation”

• User Stories have just enough info for relative/quick estimates
• User Stories don’t have enough detail ... they are insufficient to 

implement without a conversation between the customer and 
delivery team
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A User Story “is not” …

• A technical specification
• A complete - “detailed” - requirement 

– Which needs no discussion before to code

• Complete when coded
• An unchanging document buried in a tool
• A use case?
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Quick Review of Use Cases

• Use cases are a generalized description of a set of 
interactions between the system and one or more actors

• Use cases can be written as unstructured text or to conform 
with a structured template. 

• Uses cases IF written correctly express business value.
• Main Success Scenario: description of the primary successful 

path
• Extention Scenarios: Error Handling + Secondary Paths 
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User Stories VS Use Cases

• Small in Scope because we use it for 
scheduling

• Insufficient to implement without 
conversation

• Initiates a conversation between 
customer and delivery team

• Written as notes to initiate analysis 
conversations

• Large in Scope
• Complete definition of user 

scenarios
• Defines contract between customer 

and delivery team
• Usually a result of an analysis activity

A story may be similar to a single scenario of a use case

USER STORY USE CASES
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Essential Use Cases

User Intention System Responsibility

Compose Email Message

Indicate Recipient

Collect email content and recipient (s)

Send the email message

Send the message

Constantine and Lockwood (1999) suggested the use of essential use cases. Stripped of hidden 
assumptions about technology and implementation

User Intentions could be directly interpreted as user stories.
29
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A User Story “is” …

	

 A description of desired functionality from the 
perspective of the user or the customer

Reserve a hotel 
room

Cancel a 
Reservation

See photos of the 
Hotel
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A Common User Story Template

As a <type of user> I 
(want to) (can) <immediate 
goal> so that <business 
outcome>

Story Title Who ?

What ?

Why ?
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A Common User Story Template

As a cashier I want to check 
the price of an item quickly so 
that I can answer customer’s 
questions about product price

Check Price
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A Common User Story Template

In order to <value> the 
<role> [verb] <task>

Story Title

Who ?

What ?

Why ?

33

Tuesday, April 5, 2011



A Common User Story Template

In order to answer the 
customer’s questions about 
product price the Cashier 
checks the price of a product

Check Price
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Story Writing 35
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The product backlog iceberg

Iteration

Release

Future 
Releases

Priority

36

Tuesday, April 5, 2011



Sizes of User Stories

Key Characteristics
• High‐level descriptions of desired 

functionality and goals
• Implement “vertical slices” of the system’s 

functionality
• “Contracts for conversation,” not all‐

inclusive requirements
• User stories wait in the Product Backlog 

until pulled into the Iteration Backlog
• Contain Acceptance Criteria to define 

“Done”

Allow a new customer to 
create an account

Estimate: Large

Allow a new customer to 
enter personal information

Estimate: 5 Pts

Allow a new customer to 
enter billing information

Estimate: 13 Pts

Product 
Backlog 
User Story

Iteration
User Story
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Unit of Value

Persistence Layer

Business Logic Layer

User Interaction Layer

USER STORY USER STORY USER STORY

Work in Agile projects is organized by Units of Value, rather than by Architectural Layer.
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Details as Acceptance Criteria

Cancel a 
Reservation

•Verify that premium members can cancel the 
same day without a fee.

•Verify that non-premium members are 
charged 10% for same day cancellations
•Verify that an email confirmation is sent
•Verify that the hotel is notified of any 
cancellation

These are 
essentially 

tests

The product owner’s conditions of 
satisfaction can be added to a story

39

Text

Tuesday, April 5, 2011



Details added in smaller stories

Cancel reservations up to last 
minute for premium members

Cancel a 
Reservation

Cancel reservations up to 24 
hours in advance for regular 

members

Send confirmation email for 
any canceled reservation
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Attributes of Good Stories

•  I ndependent (Dependencies reduce agility)
• N egotiable (Negotiation breeds collaboration)
• V aluable (Valuable to the product owner)
• E stimatable (Stories are planning tools) 
• S ized appropriately (predictably delivered)
• T estable (acceptance tests define “done”)
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Attributes of a Good Story

• Independent
• Dependencies lead to problems estimating and prioritizing
• Can ideally select a story to work on without pulling in 18 other stories

• Negotiable
• Stories are not contracts
• Leave or imply some flexibility

• Valuable
• To users or customers, not developers
• Rewrite developer stories to reflect value to users or customers
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Attributes of a good story

• Estimatable
• Because plans are based on user stories, we need to be able to 

estimate them

• Sized appropriately
• Small enough to complete in one iteration if you’re about to work on it
• Bigger if further off on the horizon

• Testable
• Testable so that you have an easy, binary way of knowing whether a 

story is finished
• Done or not done; no ”partially finished”or”done except”
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What’s Next ...

Learn more about Agile
Upcoming Trainings...
Fundamentals of Agile Certification : April 12 -14
Agile and CMMI : April 26 – 28
Facilitation Skills for Agile : May 3 - 5
Fundamentals of Agile Certification : May10 -12

Agile Coaching and Consulting
Agile Readiness Assessments 

Simple Version : www.doctoragile.com
Expanded Version : contact us : asidky@santeon.com
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Did you learn something new ?

Ahmed Sidky
asidky@santeon.com
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I hope you enjoyed the class, ... I would 
appreciate if you leave me a 

recommendation on LinkedIn
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