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Benefit Points in Scrum: A Design Science Study

Summary

The foundation of this thesis is the problem of prioritizing the Product Backlog. The
Product Backlog is a living artifact, which requires continuous refinement and re-
prioritization. This thesis takes a Design Science research approach, to build and
evaluate a solution, to the problem. A possible solution is suggested and presented,
to be used by practitioners, to resolve the problem of prioritizing the Product Back-
log.

The solution is based on a theory named Benefit Points, which is used to estimate
value of the items in the Product Backlog. Benefit Points exist to shift the focus from
cost based prioritization to a more value based focus. Specifically it is concerned
with Benefit/Cost ratio and working on the items which produce the most value for
the organization and stakeholders. As Benefit Points is used as the theory for this
thesis, the problem of value creation is addressed in the discussion, as value is being
used to prioritize the Product Backlog.

The solution is an extension to the project management tool, named Jira, and has
incorporated the theory of Benefit Points. Benefit Points revolves around Epics, Ob-
jectives, and Returns. Epics are high level requirements, Objectives are the business
visions in a project, and Returns are the strategic planned returns for the organiza-
tion/stakeholder. These elements are used in the solution to calculate the balanced
Benefit Points, which are used for the prioritization of the Product Backlog.

Our solution is a workable plugin for practitioners to use in their projects, which use
value as a prioritization factor. It exist to make the prioritization simpler, to create
more value in a project, and justify the choices made by Product Owners. The so-
lution is based on new theory about value based prioritization, and it enables the
practitioners to enact the theory in a practical way. By conveying the theory of Ben-
efit Points in a simplistic manner, it should make it easier for practitioners to make
use of our plugin and enable a more value based project for them.
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Aalborg University, Jun 8%, 2018

This thesis was written by two 10th semester software engineering students at the De-
partment of Computer Science at Aalborg University. The duration of this semester
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tions in this project.
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Bene t Points in Scrum: A Design Science Study

Chapter 1

Introduction

Scrum is a lightweight process framework, which can be used to manage complex
adaptive software product development (Sutherland and Schwaber 2016). Scrum, as
well as other agile development methods, was created to accommodate rapid and
continuous change (Conboy 2009). However, Scrum is not always adopted by the
book, but is assimilated, adopted and re-adjusted to t the organizational needs
(Pries-Heje and Baskerville 2017). Scrum consist of Artifacts, Events, and the Scrum
Team (Sutherland and Schwaber 2016), but organizations may have adopted prac-
tices from other agile development methods (Pries-Heje and Baskerville 2017).

In Scrum there exist an artifact called Product Backlog, which is a list of features to
be developed for the product, and it exists to provide transparency, order, and struc-
ture to the development of a product in a project (Sutherland and Schwaber 2016).
The Product Owner is responsible for the Product Backlog and he/she must also pos-
sess the traits of order and structure to insure the items in the Product Backlog are
prioritized, clear, and transparent (Baumgart, Hummel, and Holtenn 2015).

There exists a problem on how to prioritize the Product Backlog, as the Product Back-
log is a living artifact, which requires continuous re nement and re-prioritization as
development proceeds (Haaber and Grgnhgj 2017). Priorities should be based on the
wishes of the stakeholder, but also from the interpretation, by the Scrum Team, of the
wishes (Kristinsdottir, Larusdottir, and Cajander 2016).

Sprints are a central part of Scrum. The end of a Sprint is also an opportunity to
gather feedback from stakeholders, and the wishes of the stakeholders may or may
not have changed, and hence priorities may be changed based on this feedback (Kristins-
dottir, Larusdottir, and Cajander 2016).

As stakeholders may wish for the world, while they most likely do not require it, there
exists a task of de ning the necessary requirements for the stakeholders. Usually
requirements are based on what the wishes are and the budget available, which pro-
vides areason to add a cost to each requirement. Throughout a project, costis usually
being monitored routinely and used to narrow the scope of a project, to keep it within
the budget (Hannay, Benestad, and Strand 2017a). Priorities are often determined by
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what the cost is to develop a speci ¢ item and not on on the value an item would
create. (Hannay, Benestad, and Strand 2017a)

The Product Owner must be able to take the vision of the stakeholders and the ex-
pertise of the Development Team into account when creating and prioritizing the
Product Backlog. The stakeholders' desire is to get value, while the Development
Team's wish to provide this value. The Product Owner must provide order and trans-
parency of the Product Backlog to enable the value to be created (Sutherland and
Schwaber 2016). As prioritizing items in the Product Backlog are a necessity and a
continuous task throughout the lifespan of a project, it possess a problem with how
to prioritize the Product Backlog in a clear and optimal way (Haaber and Grgnhgij
2017). This report takes a Design Science approach. Design Science is a research
methodology which offers guidelines for building and evaluating an artifact within
research projects. The rst step of Design Science is problem identi cation and the
motivation, which leads to the research question of this report:

* RQ: How can the Product Owner's value based prioritization of the Product
Backlog be improved?

This report proceeds as follows. In Chapter 2, we present our theoretical background
of Scrum and Bene t Points, to create a knowledge foundation. In Chapter 3, our
research methodology is described. Chapter 4 presents our design choices. In Chap-
ter 5, our implementation is presented. Our evaluation is outlined in Chapter 6.
Chapter 7 and Chapter 8 presents our discussion and conclusion. Lastly, Chapter 9
describes our limitations and future work.
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Chapter 2

Theoretical Background

Section 2.1 presents the Scrum theory and the speci ¢ elements used in this report.
Section 2.2 presents the theory of Bene t Points, and its elements, which are the main
theoretical background for this project.

2.1 Scrum

Scrum is an agile framework, but Scrum is not always followed as the theory is pre-
scribed and the adoption of agile development methods affects how the elements of
these are used (Pries-Heje and Baskerville 2017). The goal of an agile development
method is to provide agility to an organization, but a standardized agile development
method is rather contradictory to the aspect of agility (Conboy 2009). However, ele-
ments of Scrum are rather challenging, speci cally the role of the Product Owner
(Kristinsdottir, Larusdottir, and Cajander 2016), and the tasks around the Product
Owner, which can cause a number of problems (Haaber and Grgnhgj 2017).

2.1.1 Product Owner

The Product Owner is a singular person, but may represent the desires of a commit-
tee (Sutherland and Schwaber 2016). The Product Owner is the most complex role
in Scrum (Kristinsdottir, Larusdottir, and Cajander 2016), as he/she should be self-
con dent when facing stakeholders and the Development Team (Baumgart, Hum-
mel, and Holtenn 2015), and possess the correct competences, both technical and
business, as his work may in uence the quality of work performed by the Develop-
ment Team (Oomen et al. 2017). As Scrum is adopted in numerous ways (Pries-Heje
and Baskerville 2017), the role of the Product Owner is inevitable adopted in varies
ways too, be it scaling the role of the Product Owner (Paasivaara, Heikkila, and Lasse-
nius 2012), to having a Project Manager and Scrum Master performing some of the
tasks a Product Owner should do (Moe, Dingsgyr, and Kvangardsnes 2009), or how
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Bene t Points in Scrum: A Design Science Study

the prioritization of the Product Backlog is done (Moe, Dingsayr, and Kvangardsnes
20009).

2.1.2 Product Backlog

The Product Backlog is a singular, ordered list of items, which are used to develop a
product (Sutherland and Schwaber 2016). The Product Backlog can be represented
from a simple text document to an advanced tool for the Product Owner to prioritize
and visualize the items in it (versionone 2017). Adopting the Artifact of the Product
Backlog can vary, as an organization can decide to limit or extend the fundamen-
tal idea of the Product Backlog, depending on how the organization would adopt
Scrum (Pries-Heje and Baskerville 2017). The Product Owner should provide suf -
cient detail to items in the Product Backlog, and providing too much detail can be
an issue (Moe, Dingsgyr, and Kvangardsnes 2009). A Product Backlog also has to be
maintained throughout the lifespan of a project, and the Product Owner's allocation
of time to maintenance can vary a great amount of the available time the Product
Owner has (Sverrisdottir, Ingason, and Jonasson 2014).

2.2 Bene tPoints

Bene t Points can be used as a solution to the problematic situation of the Product
Backlog and how the Product Owner prioritize the items in the Backlog. The theory of
Bene t Points is about adding business value estimates -Bene t Points- to Epics and
Stories in the Product Backlog (Hannay, Benestad, and Strand 2017a). There exists
other ways to achieve the same result

Bene t Points is a far less complex approach than Scaled Agile Framework's (SAFe)
Weighted Shortest Job First. Bene t Points is designed to be intuitive and straightfor-
ward to use and maintain throughout a project, with a focus on a clear separation of
the cost and bene t. (Hannay, Benestad, and Strand 2017a)

Before assigning Bene t Points for Epics, itis required that an Epic's cost and business
value are estimated in relation to the business case of the project. A project may not
have a well de ned business case, but project objectives will also suf ce to estimate
the Bene t Points.

To assign Bene t Points to each Epic, one must assess how much an Epic contributes
to the objectives of the project. It is recommended to estimate the bene t of an Epic
to each objective, however it is possible to estimate the Bene t Points based on all
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2.2 BENEFIT POINTS

objectives. It would be bene cial to use a size scheme, which the users are familiar
with e.g. the same size scheme used for estimating cost could be fruitful. Onward
with this description of Bene t Points, the size scheme used will be the Fibonacci
numbers, known from planning poker, to estimate business value of an Epic

An organization usually have long term goals, and linking project objectives to the
business return of the strategic goals is bene cial. Figure 2.1 shows how Returns,
Objectives, Epics etc. are linked.

Figure 2.1: Blue rows are enterprise level and red are project, grey rows are technical levels.
Figure obtained from (Hannay, Benestad, and Strand 2017a, p. 75)
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We will use our own example based on the theory of Bene t Points. These exam-
ples are based on an example logistics organization, which would have, in coopera-
tion with project management, determined the project objectives and returns in the
strategic period.

» Objective 1: Reduce the package sorting time by 50 percent.
» Objective 2: Reduce the number of damaged packages by 80 percent.
» Objective 3: Reduce the delivery time by 20 percent.

The Objectives are used in the following equations, and can also be seen on Fig-
ure 2.2.

* Return 1: Increased package capacity - Value 8 million.
e Return 2: Reduced nancial compensation - Value 5 million.
* Return 3: Improved corporate relations - Value 7 million.

In our example, the total strategically planned return for Returns 1, 2, and 3 is 20
million. Figure 2.2 is an adapted version of the one found in (Hannay, Benestad, and
Strand 2017a, p. 78).

Figure 2.2a shows each Epics contribution to the objectives, and the orange shaded
elds are just a summation of the assigned Bene t Points. Each Objective is esti-
mated to contribute to the strategic return in varies degrees. Figure 2.2b illustrates
how each objective would contribute and Equation (2.1) shows how to calculate TRe-
turn, which is the total return for each objective. SReturn is the strategic return and
CReturn is the contribution return for an objective.

(SReturn;a CReturn(Obj;))A(SReturn,a CReturn(Obj;))

. _ 2.1)
A(SReturnze CReturn(Obj;)) T Return(Obj;)

As an example of TReturn for objective 1, we have: (8 ©0.35)A(520.05)A(720.15) /&4.1.
Project weight is the proportion relative to the projects total return, and the enter-
prise weight is the proportion relative to the total strategic return. As an example of
the calculation of the project weight we have 4.1/13.55 A0.30.

As objectives rarely would be equally important, the distribution of the Bene t Points
should be balanced to re ect this accordingly. To calculate the balanced Bene t
Points, information from Figure 2.2a and Figure 2.2b is required. Figure 2.2c rep-
resents the balanced Bene t Points which has been based on the project weight. It
is possible to use the enterprise weight instead of the project weight. With the use of
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2.2 BENEFIT POINTS

Figure 2.2: Assignment of Bene t Points. (a) Epics' contribution to the Objectives. (b) Objec-
tives' contribution to the Returns. (c) The Balanced Bene t Points. The cells in white are input
cells, and the orange shaded cells shows the automatic generated results of the inputs.

the enterprise weight it is possible to see an Epic's or Story's contribution to the entire
enterprise return and not only the project return.

To calculate the balanced Bene t Points, a formula presented in (Hannay, Benestad,
and Strand 2017a) is displayed in Equation (2.2). E; is an Epic and Obj; is an Objec-
tive.

balancedBP(E;;Objj) ABP(E;;Objj)aweight(Obj;j) 2.2)
atotal (BP)/total (BP;Obj;) '
To illustrate Equation (2.2), we provide an example for Epic 1 as seen on Figure 2.2c.
The example is 1= 0.30= 235/86 A0.82, where we only provide two decimals, hence if
you try to replicate this exact example, it will be off by a fraction. After all the balanced

Bene t Points have been automatically calculated, the Epics which will provide the
most bene t should be considered to be developed rst.
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Figure 2.3: The Iron, Agile, and Bene t/Cost triangles (Hannay, Benestad, and Strand 2017b,
p. 61)

The theory of Bene t Points shifts the focus of project management. The iron tri-
angle of project management, as seen on Figure 2.3a, considers quality as the result
of balancing scope, schedule, and cost. According to (Hannay, Benestad, and Strand
2017b), the iron triangle has been discussed and most likely been abandoned by the
agile community. Figure 2.3b is the agile triangle, which have replaced the iron tri-
angle. The agile triangle is trying to balance bene t, quality, and some constraints
which include scope, cost, and schedule.

(Hannay, Benestad, and Strand 2017b) argue that the existing triangles do aim to
create a balance between their factors, but given the distinct division of the factors,

it may be tempting to prioritize one factor over the others. The bene t/cost triangle,
Figure 2.3c, is proposed as Hannay, Benestad, and Strand believes there should not be
a distinct division between bene t and cost. Schedule is the remaining constraint as
scope is argued to just be a part of bene t. Quality is referred to the technical quality,
which include the architecture. The goal of the bene t/cost triangle is to maximize
the bene t/cost ratio affected by the schedule and quality. (Hannay, Benestad, and
Strand 2017b)

The theory of Bene t Points can be used as another way to estimate the priority of a
speci ¢ Epic or Story. The use of Bene t Points provides a new dimension of priori-
tizing Epics and Stories, which provides the most value for the customer.
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Chapter 3

Research Methodology

This chapter presents our research approach and the choices made during the re-
search approach.

3.1 Design Science Research

To address our research question, we have chosen to use Design Science as a re-
search method. Design Science has its roots in engineering and other applied sci-
ences. An important foundation is Herbert Simon's conceptualization in The Sciences
of the Arti cial (Simon 1996). March and Smith (1995) picked up Simon's idea. They
noted that Design Science needs to undertake two main processes in a cycle: Build
and Evaluate. Building is a process of constructing an artifact for a speci ¢ purpose
whereas evaluation is the process of determining how well the artifact supports a so-
lution.

As a guide for using a Design Science research method, we chose the paper A Frame-
work for Theory Developmentin Design Science Research: Multiple Perspectives(Kuech-
ler and Vaishnavi 2012). It was chosen, as Kuechler and Vaishnavi's paper is an ac-
knowledged way of performing Design Science, and also provides us with a good
structure. With the reasoning behind the choice of a Design Science research method,

it it fruitful to document how to use it.

According to the guidelines outlined by (Peffers et al. 2007) there is a general proce-
dure consisting of six steps to follow when conducting Design Science research. The
six steps of the Design Science Research Method (DSRM) process model can be seen
on Figure 3.1
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Figure 3.1: lllustration of steps in Design Science. Figure obtained from (Peffers et al. 2007,
p. 54)

3.1.1 Activity 1. Problem identi cation and motivation

The initial activity entails de ning the speci ¢ research problem and justifying the
value of a solution as seen on Figure 3.1. The problem de nition is used to develop an
artifact, which adequately provides a solution. However, it may be fruitful to atomize
the conceptualization of a problem, so the solution can encapsulate its complexity.

The justi cation of the value of a solution accomplishes two things. Firstly, it provides
the researcher and the readers of the research with motivation to apply the solution
and to accept the results. Secondly, it assists to understand the rationale associated
with the researcher’s perception of the problem.

This activity requires knowledge of the state of the problem and the importance of its
solution. The following activity is to de ne the Objectives for a solution.

Our Problem Identi cation and Motivation

The Product Owner has a central and dif cult role in a project. He/She is responsible
for a number of tasks and artifacts. The main artifact is the Product Backlog which is
essential for development of a product during a project. Prioritization of the Product
Backlog has been identi ed as a problem and described in Chapter 1. By creating a
solution for this problem, with the theory of Bene t Points, can potentially increase
value creation.
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3.1 DESIGN SCIENCE RESEARCH

3.1.2 Activity 2: De ne the objectives for a solution

The objectives of a solution are derived from the de nition of the problem and the
knowledge of what is possible and feasible to accomplish. The objectives can be ei-
ther quantitative or qualitative. Quantitative refers to elements, in which a solution
would be an improvement compared to current solutions. Qualitative means a new
artifact could be expected to assist solutions to yet to be addressed problems.

Our objectives for the solution

The objective is to create a solution which incorporates the theory of Bene t Points,

so a Product Owner can use a combination of bene t and cost to prioritize the Prod-

uct Backlog. There are several requirements a solution should ful I, which describes
the quality of the solution, and not the functionality. (Sommerville 2016).

Our non-functional requirements are as follows:

» Correctness - The solution should perform all calculations from the theory of
Bene t Points correctly. The calculations provide the required information to
prioritize the Product Backlog correctly.

« Robustness - The solution should be able to cope with errors. Since the solu-
tion revolves around a central artifact in a project, it needs to be reliable.

« Usability - The solution should be usable. The Product Owner should with ease
be able to interact and extract valuable information related to the prioritization
process.

As discovered and documented in our previous semester (Haaber and Grgnhgj 2017),
we found a number of problems a Product Owner can encounter during a project.
The solution needs to resolve the problem of prioritizing the Product Backlog (Baum-
gart, Hummel, and Holtenn 2015; Sverrisdottir, Ingason, and Jonasson 2014). Fur-
thermore, as the solution incorporates the theory of Bene t Points, the benet or
more precise the value is more visual in a project, which means the problem of Value
Creation (Sverrisdottir, Ingason, and Jonasson 2014, Kristinsdottir, Larusdottir, and
Cajander 2016) potentially can be resolved.

Our solution can potentially resolve or partly resolve the problem of Organization
Resources (Lehtinen et al. 2015; Judy and Krumins-Beens 2008), as it potentially can
free up used time in the prioritization process and make the Product Owner more
available to the Development Team. A further in-depth description of all the prob-
lems can be found in our previous semester report (Haaber and Grgnhgj 2017).
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3.1.3 Activity 3: Design and development

The creation of an artifact requires determining the desired functionality and neces-
sary architecture, as well as the actual activity of creating the artifact. Artifacts can be
widely different and potentially be constructs, models, methods, or instantiations,
which each have a broad de nition.

A design research artifact is, in concept, any object which is designed with a research
contribution incorporated into the design. Traversing from objectives to design and
development requires knowledge of theory, which can sustain in a solution.

How we designed and developed the solution

The solution to be designed and developed will have to adhere to design guidelines
which will be described in Section 4.3. Sketches will be used to visualize early ideas,
which are to be used in the design. A design research artifact will be created based on
the theory of Bene t Points incorporated.

3.1.4 Activity 4: Demonstration

Activity 4 revolves around demonstrating the use of the artifact to resolve one or more
instances of the problem. Appropriate activities which could be used are experimen-
tation, simulation, case study, and/or proof. Depending on the nature of the artifact,
the activity to use to demonstrate may vary, as the most appropriate activity should
be used. Having extensive knowledge of how the artifact can be used to resolve the
problem is advantageous.

How we demonstrate our solution

The theory of Bene t Points should be demonstrated using a proof of concept so-
lution. The demonstration should involve experiences Scrum Team members. Re-
quired knowledge about the theory of Bene t Points should be provided for the demon-
stration depending on the evaluation strategy used.
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3.1 DESIGN SCIENCE RESEARCH

3.1.5 Activity 5: Evaluation

Observation and mensuration of how well the artifact assists a solution to the prob-
lem, is an activity which involves the comparison of the objectives of a solution to the
observed results from the demonstration. The nature of the problem and the artifact
is pivotal to the form of the evaluation and the required knowledge of metrics and
analysis techniques. A few examples are a comparison of the artifact's functionality
with the speci ed solution objections, results of a satisfaction survey, or client feed-
back. Conceptually, an evaluation could potentially include one or more appropriate
empirical evidence or logical proof.

The researchers can, at the end of the evaluation activity, decide to return to activity
3 to try improve the artifact based on the evaluation, or they can move on to the next
activity and restrain any improvements for future projects.

Our evaluation

To be able to observe and measure how well the developed solution resolves the
problem, an evaluation strategy must be chosen. We will use a comprehensive frame-
work by Venable, Pries-Heje, and Baskerville for deciding a proper evaluation strategy
and method to use (Venable, Pries-Heje, and Baskerville 2012).

We will perform a number of evaluations throughout our project. The evaluations
will be in relation to the problem a Product Owner has with prioritization the Product
Backlog (Haaber and Grgnhgj 2017). Evaluation can also be completed on the non-
functional requirements described in Section 3.1.2. Our evaluations are described in
Chapter 6.

3.1.6 Activity 6. Communication

Communication is an essential part in sharing ones research with interested parties.
Researchers must relay information regarding all aspects, such as the problem and its
importance, and the artifact and reasoning behind it and the choices made. Typically
researchers use a common structure of an empirical research process to present their
ndings in a research paper.
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How we communicate the ndings

In this project, we document our Design Science research through a master thesis
report, presenting our process, reasoning, and choices throughout the project. The
report will be available through Aalborg University's project database. Our solution
will be essential in sharing our take on the theory of Bene t Points. It can be shared
through github, or the Atlassian marketplace if the solution meets a number of crite-
ria set by Atlassian.

3.1.7 Our interpretations of the DSRM process model

To start off our approach for this project, we have adopted Figure 3.1 to represent
the steps to take for the project. Figure 3.2 represents each activity we will iterate
through. Previous research displayed a problematic situation for a Product Owner
prioritizing the Product Backlog (Haaber and Grgnhgj 2017). Items in the Product
Backlog are normally prioritized based on cost, and there exists a need to include
different information in the prioritization process. This triggered the development of

a solution drawing in the theory of Bene t Points.

Figure 3.2: Our illustration of the six activities in Design Science. Modi ed version from (Pef-
fers et al. 2007, p. 54)
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Chapter 4

Design

This chapter presents our design of the solution to the problematic situation pre-
sented in Chapter 1. Section 4.1 describes the existing technologies in order to nd
the right project management tool.

Section 4.2 explains the project management tool we have chosen, and then in Sec-
tion 4.3, a user interface is described and designed. Finally the architecture for the
solution is explained in Section 4.4.

4.1 Existing Technology

Some applications for project management already exists; those deemed most rel-
evant for this project have been analyzed, and in the end of the section a project
management tool is chosen.

4.1.1 VersionOne

VersionOne (VersionOne 2018) is a web based agile management solution that is de-
veloped for teams and projects of various sizes. It is a compact platform that delivers
in terms of managing and tracking of multiple teams, tasks, and projects. VersionOne
can be customized to a business of any shape or size. The Product Backlog in Ver-
sionOne can be seen in Figure 4.1.

VersionOne's prioritization is based on a low to high scale, where the ranking of items
is up to the Product Owner and could be based on cost. VersionOne do not support
plugins so it is not possible to use VersionOne for this project.
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Figure 4.1: VersionOne Backlog

4.1.2 Pivotal Tracker

Pivotal Tracker (Tracker 2018) is a web based project planning tool for agile software
development. Pivotal Tracker can help with visualizing projects in the form of sto-
ries or virtual cards, and break down projects into manageable pieces. The Product
Backlog can be seen in Figure 4.2.

Figure 4.2: Pivotal Tracker Backlog

The tracker part of Pivotal Tracker can show the team's performance with burn down
charts. The tracker is intelligent in the way, that it can predict the estimations and
the project's completion time, by looking at the teams previous projects and see if
the tasks that are assigned to a Sprint can be completed. Pivotal Tracker encourages
an agile software development process.

The problem presented in our introduction (Chapter 1) is about how prioritization
can be geared more to value than cost. In Pivotal Tracker the prioritization of tasks
are based on a scale of 0 to 3 where 0 is a low priority and 3 is high, The prioritization
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is cost based by using planning poker. The ranking of tasks on the backlog is based
on what the Product Owner nds mostrelevant. Pivotal Tracker can incorporate both
Epics and Stories. With the way the prioritization is accomplished in Pivotal Tracker,
it could be possible to make a plugin that incorporates value based prioritization
instead of the cost based prioritization.

4.1.3 Jira

Jira is a project management tool (Atlassian 2018b) developed for bug tracking, issue
tracking, and project management of software projects. The Jira dashboard has a
number of useful features, which are able to handle different issues. Some of the
features and issues are: issue types and work ow screens. The Issue page and the
backlog in Jira can be customized to match the business processes and they can be
seen on Figures 4.3 and A.3

Figure 4.3: Jira Issue page

Jira's prioritization of Epics and Stories on the backlog is also based on a lowest to
highest scale, but is more granular with low, medium, and high. The prioritization

is also based on cost. The ranking of tasks on the backlog is based on the tasks with
the highest priority, but the Product Owner can decide the order of the items on the
Product Backlog. Since Jira support plugins it could be possible to make a plugin to
Jira that try and solve the problem we introduced in the Chapter 1.
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4.1.4 Choice of Project Management Tool

It has been decided to create an extension for an existing project management tool,
instead of developing a standalone solution. The reasoning behind this decision, is
the feasibility of having to develop all the necessary functionalities for a well func-
tioning tool. By using an existing tool as our foundation, we can focus on incorporat-
ing the theory of Bene t Points, and it will also provide a clear distinction between
our extension and the normal use of a tool.

As we have decided to create an extension, it is not feasible to use VersionOne as our
foundation for this report. The choice is between Pivotal Tracker and Jira, where the
latter is the most used agile project management tool (versionone 2017). By choos-
ing a tool which is used the most, could provide a closer connection with potential
Product Owners to test our extension. Atlassian, the developers of Jira, also provides
well described documents on how to develop a plugin for Jira.

4.2 Jira

Jira is a proprietary project management tool that is offered in three packages: Jira
Core, Jira Software and Jira Service Desk. In this project we will use Jira Core and Jira
Software. (Atlassian 2018b)

Jira Core is the generic project management package, which is the foundation of the
use of Jira. It has project, task, and process management. Jira Software is an ex-
tension which brings the agile aspects to project management. Project features like
Scrum, and Kanban exists in this extension. Since we work with Scrum, Jira Software
is essential for our development. (Atlassian 2018b)

4.2.1 Howto use Jira

There are several ways to use Jira depending on the type of project being developed.
We use the Jira Core as it is the foundation and is required to run Jira as a whole. It
also includes a number of libraries which eases development.

Figure A.1 shows the rst screen the user is shown when starting Jira. In the top bar
are four main menus, Dashboard will take you to an overview of the project and the
information of activities pertaining to you as a user. The project menu will show the

Page 16 of 55



4.3 USER INTERFACE

projects the user is associated with. The Issue menu shows the recent issues the user
has worked on.

Figure A.2 shows the screen for creating a new project. It will shows all the available
project types. In this case, it shows the Scrum, as Jira Software is installed. When a
project is created, in our case a Scrum project, the user will be presented with the
Backlog screen as seen on Figure A.3. When issues have been created for a project,
they can be viewed on the issues page, as seen on Figure A.4, which provides a de-
tailed overview of the issues.

4.3 User Interface

When designing a user interface there are a number of elements to be considered
to make the correct choices. A user interface's main objective is to present infor-
mation and functionality to the user. Depending on the context being designed for,
there exists a number of guidelines which should be followed when designing the
user interface. When designing the user interface for Jira, one should follow the de-
sign guidelines provided by Atlassian so it is possible to create a seamless integrated

plugin.

4.3.1 Design Guidelines

Atlassian, developers of Jira, have created design guidelines for their products. De-
sign guidelines exists to provide a shared understanding and foundation for imple-
menting user interface elements. There exist guidelines for colors, iconography, ty-
pography, and writing style, which are the foundations of the design used in Jira. The
various components of Jira also adhere to a number of guidelines which should be
followed. The general advice is that new elements added to Jira should aim for a
seamless integration in the overall application to create consistency and retain fa-
miliarity. (Atlassian 2018a)

Tables

A table is an essential component in Jira. Tables are used to structure large amounts
of content in a presentable way to make it easier for users to read and comprehend

the content. A table has a number of attributes which changes the look and be-

haviour of the table.
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By default, and in most cases, a table's width is the same as the page. However, at
some cases, the width can make content less readable and comprehensible if the
content is quite small. Table width should always be adjusted to t the content it
should present.

A table consists of a number of columns and rows based on the information require-
ments by the users. Information in columns should be presented by importance from
left to right, so users can extract the most important information rst.

The content in a table should by default be left aligned unless a different alignment

assists with comprehension of the content. Numeric data is usually easier to read
when itis aligned to the right. Column headers should always be aligned with column

content.

Icons

Anicon is a visual representation used for directories, les, common action etc. and
provide a visual context as well as enhancing usability. Anicon should be simple, but
bold enough to catch the attention of the user.

When creating an icon, two versions should be designed, one on a 20x20px grid and
another on a 16x16px grid. The two sizes are to accommodate both regular and small
version of the icon throughout the application.

As a general guideline, it is best to build from base shapes like a square, circle, rectan-
gle, or oval. To obtain a more smooth icon, corners should be curved using the circles
available in the initial design grid provided by Atlassian.

4.3.2 Sketches

Sketching is a powerful design technique to illustrate a design concept. A sketch is
fairly inexpensive to create compared to the bene t it will produce. We used sketch-
ing as a way of visualizing Bene t Points in a design context.

There are several aspects of Bene t Points we wish to present to the user, one of which
is the information related to Figure 2.2a and Figure 2.2b. The two tables represent the
presentation and input area of Bene t Points to the associated Objective and Epic,
and the Contribution associated to a Return and Objective.

There exists a few ways to present a large amount of data, but using a table, as both
Figure 2.2a and Figure 2.2b does, is the best way when the user is required to input
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