Analyze the Problem

Purpose

The purpose is to collect and elicit information from stakeholders to the project. This information can be regarded as a "wish list" that will be used as primary input to defining use cases and supplementary requirements. 

Typically, this is only performed during iterations in the inception and elaboration phases. 

The key activity is to elicit stakeholder needs. The primary outputs are collection(s) of prioritized Stakeholder Needs, which enable refinement of the Vision document, as well as a better understanding of the requirements attributes. Also, during this workflow you may start discussing the system in terms of its use cases and actors. Another important output is an updated Glossary of terms to facilitate common vocabulary among team members.

How to Staff 

The project members involved in understanding stakeholder needs should be efficient facilitators and have experience in eliciting information. Of course, familiarity with the targeted technology is desirable, but it is not essential. 

Work Guidelines 

Interviews and questionnaires 

Brainstorming

Brainstorming means to spend a short amount of time, say 15 minutes, where everyone in the room is allowed to say whatever they feel is important to the project. After that, a facilitator leads the group in organizing and prioritizing the results. Rules for brainstorming are the following: 

· Start out by clearly stating the objective of the brainstorming session. 

· Generate as many ideas as possible. 

· Let your imagination soar. 

· Do not allow criticism or debate while you are gathering information. 

· Once information is gathered, mutate and combine ideas. 

The information gathering is typically very informal. Ideas are expressed to the facilitator, who writes them down on self-stick notes, and then posts the notes on easel charts. The information is then "pruned," meaning that similar ideas are combined and outrageous ideas are eliminated. 

Other techniques to reduce the amount of self-stick notes are to: 

· Have everyone take a simple vote, or 

· Let everyone prioritize each idea by category (for example, critical, important, and nice to have), which have assigned weights (for example, 3, 2, 1). The sum of the priorities for each idea will tell you its importance in relation to the other. 

Some ideas may simply be stored away for a later session if they need more development. The remaining self-stick notes are then moved around and organized in a way that makes sense. 

Use-Case Workshop

See Rational Unified Process.

Story Board

Movies, cartoons, and animated features all begin with storyboards that tell who the players are, what happens to them, and how it happens. 

· Help gather and refine customer requirements in a user friendly way. 

· Encourage more creative and innovative design solutions. 

· Encourage team review and prevent features no one wants. 

· Ensure that features are 
implemented in an accessible 
and intuitive way. 

· Ease the interviewing process 
- avoiding the blank-page syndrome. 

Simply put, storyboarding means to use a tool to illustrate (and sometimes animate) to the users (actors) how the system will fit into the organization, and indicate how the system will behave. A facilitator shows an initial storyboard to the group, and the group provides comments. The storyboard then evolves in "real time" during the workshop. So, you need a graphical drawing tool that allows you to easily change the storyboard. To avoid distractions, it is usually wise to use simple tools, such as easel charts, a whiteboard, or PowerPoint™. 

There are two distinct groups of tools to use for storyboarding: passive tools and active tools. Passive means you show non-animated pictures, while active tools have more sophisticated capabilities built in. 
Examples of passive tools for storyboarding are: 

· Paper and pencil 

· Post-it® notes 

· GUI builders 

· Different kinds of presentation managers 

Examples of active tools for storyboarding are: 

· Hypercard, Supercard 

· Bricklin’s Demo-It™ II 

· Macromedia Director and other animation tools 

· PowerPoint 

Caveats and comments: 

· Storyboards need to be easy to create and change. If you did not change anything, you did not learn anything. 

· Do not make a storyboard too good. It’s neither a prototype nor a demo of the real thing ("realware" perception). 

Role Playing

Each member of the group is assigned a role that is of interest to the system. Roles are users, the system itself, other systems, and sometimes entities that are maintained by the system. The group then walks through how the system is used. Along the way, there will be discussions about who is responsible for what–take notes on the responsibilities of each role. Having the system analyst play the role of the user or customer helps gain real insights into the problem domain. 
As a framework for the role-play, you may perform scripted walkthroughs of how the system is used. If you have some use cases outlined, you can use them as a basis for the script. The walkthrough can also be performed at a business level, using the business use cases as a basis for the script.
Review of Existing Requirements

You may have requirements specifications from previous or otherwise related systems for reference – these may be helpful to walk through. Or you may have started using the Rational Unified Process some time after the project started. 

With the group, walk through each requirement to find application behaviors or behavioral attributes. In general, during the walkthrough, you should ignore explanatory information like introductions and general system descriptions. 

Keep a list of all issues you identify and make sure someone is tasked to resolve each issue. You may need to make some assumptions if a requirement is unclear. Keep track of these assumptions so you can verify them with the stakeholders. 

Remember who wrote the requirements. Look for possible "misplaced requirements", meaning things that are out of scope for the project. If you don't know whether something is a requirement, ask the stakeholders. 

It is very effective to perform this type of walkthroughs by using any existing use-case outlines as a framework. Each requirement needs to relate to at least one use case in your outline. If there is no use case to relate to, it is an indication that either a use case is missing or that the requirement is misplaced. 
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