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Project Title: 
_____________________
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1. The Purpose of the Project

1a. The User Business or Background of the Project Effort

Content

content, motivation, examples and Considerations

A short description of the business being done, its context, and the situation that triggered the development effort. It should also describe the work that the user intends to do with the delivered product. 

Motivation

Without this statement, the project lacks justification and direction.

Considerations

You should consider whether the user problem is serious, and whether and why it needs to be solved. 

1b. Goals of the Project 

Content

This boils down to one sentence, or at most a few sentences, that say why we want this product. Here is where you state the real reason the product is being developed. 

Motivation

There is a danger that this purpose may get lost along the way. As the development effort heats up, and as the customer and developers discover more about what is possible, the system could potentially wander away from the original goals as it undergoes construction. This is a bad thing unless there is some deliberate act by the client to change the goals. It may be necessary to appoint a person to be custodian of the goals, but it is probably sufficient to make the goals public and periodically remind the developers of them. It should be mandatory to acknowledge the goals at every review session.

Examples

We want to give immediate and complete response to customers who order our goods over the telephone. 

We want to be able to forecast the weather.

Measurement 

Any reasonable goal must be measurable. This is necessary if you are ever to test whether you have succeeded with the project. The measurement must quantify the advantage gained by the business through doing the project. If the project is worthwhile, there must be some solid business reason for doing it. For example, if the goal of the project is 

We want to give immediate and complete response to customers who order our goods over the telephone.

you have to ask what advantage that goal brings to the organization. If immediate response will result in more satisfied customers, then the measurement must quantify that satisfaction. For example, you could measure the increase in repeat business (on the basis that a happy customer comes back for more), the increase in customer approval ratings from surveys, the increase in revenue from returning customers, and so on. 

It is crucial to the rest of the development effort that the goal is firmly established, is reasonable, and is measured. It is usually the latter that makes the former possible. 

2. The Client, Customer, and Other Stakeholders

2a. The Client 

Content

This item gives the name of the client. It is permissible to have several names, but having more than three negates the point.

Motivation

The client has the final say on acceptance of the product, and thus must be satisfied with the product as delivered. You can think of the client as the person who makes the investment in the product. Where the product is being developed for in-house consumption, the roles of the client and the customer are often filled by the same person. If you cannot find a name for your client, then perhaps you should not be building the product.

Considerations

Sometimes, when building a package or a product for external users, the client is the marketing department. In this case, a person from the marketing department must be named as the client.

2b. The Customer 

Content

The person intended to buy the product. In the case of in-house development, the client and the customer are often the same person. In the case of development of a mass-market product, this section contains a description of the kind of person who is likely to buy the product. 

Motivation

The customer is ultimately responsible for deciding whether to buy the product from the client. The correct requirements can be gathered only if you understand the customer and his aspirations when it comes to using your product. 

2c. Other Stakeholders

Content

The roles and (if possible) names of other people and organizations who are affected by the product, or whose input is needed to build the product.

Examples of stakeholders:

●
Sponsor

●
Testers

●
Business analysts

●
Technology experts

●
System designers

●
Marketing experts

●
Legal experts

●
Domain experts

●
Usability experts

●
Representatives of external associations 

For a complete checklist, download the stakeholder analysis template at www.volere.co.uk.

For each type of stakeholder, provide the following information:

●
Stakeholder identification (some combination of role/job title, person name, and organization name)

●
Knowledge needed by the project

●
The degree of involvement necessary for that stakeholder/knowledge combination

●
The degree of influence for that stakeholder/knowledge combination

●
Agreement on how to address conflicts between stakeholders who have an interest in the same knowledge

Motivation

Failure to recognize stakeholders results in missing requirements. 

3. Users of the Product

3a. The Hands-On Users of the Product 

Content

A list of a special type of stakeholder—the potential users of the product. For each category of user, provide the following information: 

●
User name/category: Most likely the name of a user group, such as schoolchildren, road engineers, or project managers.

●
User role: Summarizes the users’ responsibilities. 

●
Subject matter experience: Summarizes the users’ knowledge of the business. Rate as novice, journeyman, or master. 

●
Technological experience: Describes the users’ experience with relevant technology. Rate as novice, journeyman, or master. 

●
Other user characteristics: Describe any characteristics of the users that have an effect on the requirements and eventual design of the product. For example: 

Physical abilities/disabilities

Intellectual abilities/disabilities

Attitude toward job

Attitude toward technology

Education

Linguistic skills

Age group

Gender

Motivation

Users are human beings who interface with the product in some way. Use the characteristics of the users to define the usability requirements for the product. Users are also known as actors.

Examples

Users can come from wide variety of (sometimes unexpected) sources. Consider the possibility of your users being clerical staff, shop workers, managers, highly trained operators, the general public, casual users, passers-by, illiterate people, tradesmen, students, test engineers, foreigners, children, lawyers, remote users, people using the system over the telephone or an Internet connection, emergency workers, and so on. 

3b. Priorities Assigned to Users

Content

Attach a priority to each category of user. This gives the importance and precedence of the user. Prioritize the users as follows:

●
Key users: They are critical to the continued success of the product. Give greater importance to requirements generated by this category of user. 

●
Secondary users: They will use the product, but their opinion of it has no effect on its long-term success. Where there is a conflict between secondary users’ requirements and those of key users, the key users take precedence.

●
Unimportant users: This category of user is given the lowest priority. It includes infrequent, unauthorized, and unskilled users, as well as people who misuse the product. 

The percentage of the type of user is intended to assess the amount of consideration given to each category of user. 

Motivation

If some users are considered to be more important to the product or to the organization, then this preference should be stated because it should affect the way that you design the product. For instance, you need to know if there is a large customer group who has specifically asked for the product, and for which, if they do not get what they want, the results could be a significant loss of business. 

Some users may be listed as having no impact on the product. These users will make use of the product, but have no vested interest in it. In other words, these users will not complain, nor will they contribute. Any special requirements from these users will have a lower design priority.

3c. User Participation

Content

Where appropriate, attach to the category of user a statement of the participation that you think will be necessary for those users to provide the requirements. Describe the contribution that you expect these users to provide—for example, business knowledge, interface prototyping, or usability requirements. If possible, assess the minimum amount of time that these users must spend for you to be able to determine the complete requirements. 

Motivation

Many projects fail through lack of user participation, sometimes because the required degree of participation was not made clear. When people have to make a choice between getting their everyday work done and working on a new project, the everyday work usually takes priority. This requirement makes it clear, from the outset, that specified user resources must be allocated to the project.

3d. Maintenance Users and Service Technicians

Content

Maintenance users are a special type of hands-on users who have requirements that are specific to maintaining and changing the product. 

Motivation

Many of these requirements will be discovered by considering the various types of maintenance requirements detailed in section 14. However, if we define the characteristics of the people who maintain the product, it will help to trigger requirements that might otherwise be missed.

4. Constraints

This section describes constraints on the eventual design of the product. They are the same as other requirements except that constraints are mandated, usually at the beginning of the project. 

4a. Solution Constraints 

Content

This specifies constraints on the way that the problem must be solved. Describe the mandated technology or solution. Include any appropriate version numbers. You should also explain the reason for using the technology.

4b. Implementation Environment of the System

Content

This describes the technological and physical environment in which the product is to be installed. It includes automated, mechanical, organizational, and other devices, along with the nonhuman adjacent systems. 

4c. Partner or Collaborative Applications

Content

This describes applications that are not part of the product but with which the product will collaborate. They can be external applications, commercial packages, or preexisting in-house applications.

4d. Off-the-Shelf Software

Content

This describes commercial, open source, or any other off-the-shelf software (OTS) that must be used to implement some of the requirements for the product. It could also apply to nonsoftware OTS components such as hardware or any other commercial product that is intended as part of the solution. 

4e. Anticipated Product/Application Environment

Content

This describes the workplace in which the users are to work and use the product. It should describe any features of the workplace that could have an effect on the design of the product, and the social and culture of the workplace. 

4f. Schedule Constraints 

Content

Any known deadlines, or windows of opportunity, should be stated here. 

4g. Budget Constraints

Content

The budget for the project, expressed in money or available resources.

5. Relevant Facts and Assumptions

5a. Facts

Content

Factors that have an effect on the product, but are not mandated requirements constraints. They could be business rules, organizational systems, or any other activities that have an effect on this product. Facts are things you want the reader of the specification to know. 

5b. Assumptions

Content

A list of the assumptions that the developers are making. These assumptions might be about the intended operational environment, but can be about anything that has an effect on the product. As part of managing expectations, assumptions also contain statements about what the product will not do.
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