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user stories

who? what? why?

,As a {type of user} | want to {perform some action} so that | {can achieve some goal/
result/value}.”



user stories

As an
potential exhibition visitor

| want to
buy tickets through my phone or computer

so that |
don’t have to stand in line once | arrive at the exhibition



user stories

The actor makes sure you're thinking about who will use this feature. If there isn’t an
identifiable customer for the feature, you should reconsider whether you need it.

The action describes what will happen, but not *how?* it will happen (so in the case above,
not ‘| want to pick an option from a list of three possibilities, using a radio button
display’). User stories are designed to start a conversation within the team about the best
way to make this feature.

The achievement describes the ultimate purpose of the feature. If you can’t think of an
achievement, that’s a signal that you should reconsider whether the feature you're trying

to describe is actually important.



orioritize

80/20

Which 20% of features hold 80% of the value?
These 20% form my MVP (minimal viable product)




user story map
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user story map - prioritize
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user story map - prioritize

EPICS
(backbone)

USER MVP / MEP
STORIES

!
!
!
!

L

Release 3

!!
!!
!!




user story map - example of epics

EPICS

(backbone) PURCHASE COMMVUTE T0 NAVIGATE TO
TICKET EXHIBITION BOOTH




user story map - example of a user story

EPICS

(backbone) PURCHASE COMMVUTE T0 NAVIGATE TO
TICKET EXHIBITION BOOTH

USER

| want to buy tickets through my
STO RI ES phone or computer
so that | dont have to stand in

line once | arrive at the
exhibition



Estimate the size of each siefy
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35813

AsSign task-sizes according to the
fibBunacci sequence.




Align your Team

Process Competence




Team Canvas Basic

Most important things to agree on to kick off effective team project
and get members to know each other better

Version 0.8 | theteamcanvas.com | hello@theteamcanvas.com

Team name

Date

GOALS

) VALUES

22 ROLES & SKILLS

PURPOSE

Y= RULES & ACTIVITIES

http://theteamcanvas.com/use/
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Team Canvas Basic

Version 0.8 | theteamcanvas.com | hello@theteamcanvas.com

Most important things to agree on to kick off effective team project Team name Bold Car Date
and get members to know each other better
o
GOALS B2 ROLES & SKILLS
Digital Design,
Prototyping
Create an MVP over the + test it with Mark Marie
of a car-sharing course of at least CEOQ Design
service the weekend 5 people Operations -
Pl Storytelling
User interviews
Learn to build Bob
quick interactive SCEnIEEL Crefate 2| proof /’_ Development PHP / JS/
prototypes Ruby on Rails of concept Ruby / HTML
PURPOSE Al
Make people
more connected
: v —
) VALUES by making 3= RULES & ACTIVITIES
transportation
cheaper and
easier
/ Communica-
Loyalty tion via Slack
Trust Start time 9am,
Quick check-ins finish time 9pm
Quality 2 times a day
Decision making
-- trying to reach
Transparency CONSENSUS
Humor otherwise -
voting

http://theteamcanvas.com/use/
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http://theteamcanvas.com/use/

Thank you!
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