Capturing the stakeholders’
needs in Requirements
Engineering



Stakeholders

"People do not want to sit back and be told how
they should deal with your company. They
want to decide for themselves."

[Robertson, 2002]

"Project stakeholders—those who afect o ae
afected ly te oftvr e-ha ve divese ard
even conflding needs ard viewo i nts."

[Gotes di ener, D03]



Elicitatsn Techni aques

e Various techniques to elicit requirements
— Interviews
— Protocol analysis
— etc.

 Beyond the scope of this presentatm
(covered by group A)
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Contextual Design

e what do customers need and how is the
system to be desighed & agreement

e 6 techniques:
— Contextual Inquiry
— Work Modeling
— Consolidatm
— Work Redesign
— User Environment
— Mockup and Test with Customers
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Inquiry Cycle




Inquiry Cycle Model - Phases

 Requirements documentatm

— Scenarios, implementatmm ©nstra ris, requi reme nts
themselves

 Requirements discussion:
— Questms
— Answers

— Reasons

e Requirements evolutm
— Commitment to either freeze or change a requirement



Inquiry Cycle Model

* Reviewing existig atfats (atifad- based
approach)
e Shortcuts possible

e Evolutt: mtatin restricton edtornal
change requests

e Scenarios useful
e Tool support
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Workshops

o ".effient, atrdl g ad dyam c sdng
where you can quickly elicit, prioritee, and
agree on a set of high-quality project
requirements." [Gotesdi ener, D03]



Workshops - Roles

Project sponsor
Product champion

Jsers
— Direct
— Indirect

Advisors
Suppliers



Workshops - Phases

e Forming

e Storming
* Norming
 Performing
e Adjourning



Workshops - Guidelines

e Elicit and then resolve everyone’s concerns
e Facilitator to plan and lead

e Structure the workshop around a set of agreed-upon
deliverables

e Work iteratiel y

 Explain everyone’srole ahead of tte and asigh prenork’
based on individual roles

e Plan to complete certain tasks (“post-work”) afer the
workshop

e Allowenoughtre fao the team to rach deure o a
subset of important deliverables

[Source: Gotesdi ener, D03]
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Conclusion

e Various methods to capture stakeholders
needs

 Each method has pros and cons.

e Method to be chosen and customized
depending on project



Backup-Folien



Contextual Inquiry

* Reveals the details and motiatias im i dtin
people’s work

e Makes the customer and their work needs real
to the designers

* Introduces customer data as the basis for
making decisions

* Creates a shared understanding of the data

throughout the team
[Source: Robertson, 2002]



Work Modeling

* Provides a language for talking about work
that can be shared across teams

e Shows structure of work and makes data from
interview coherent

 Grounds the team conversatm in pl idt
representatms

[Source: Robertson, 2002]



Consolidatm

* Provides a map of the customer populatm

 Makes sense of vast amounts of qualitatie
data quickly

e |dentfes tle needs of the cut oer

 Shows underlying structure of work across
customers without losing variatm

e Results in corporate data that can be reused

by future projects
[Source: Robertson, 2002]



Work Redesign

* Focuses the team on improving work, not
delivering technology

* Ensures that systems, business alliances, and
services ftirto the awstare rs’ averd | wrk
practwe

e Collects and integrates ideas from the whole

team
[Source: Robertson, 2002]



User Environment

 Maintains coherence of the system from the
user’s point of view

e Captures the structure, functm, and fbeft he
system

* Focuses the design team on what the system
does, not the user interface or implementatm

e Allows for planning and keeps team members

focused on the whole system, not just their part
[Source: Robertson, 2002]



Mockup and Test with Customers

e Findsand fies eras intte rew asig efae
any commitment to code

e Makes users a design partner in developing the
new system

e Shortens arguments in the team through a quick
way to resolve disagreements

e Keeps the team from arguing over user interface

detail before the basic structure is right
[Source: Robertson]



Inquiry Cycle Model - Discussion
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