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Foreword

ISO (the International Organization for Standardization) and IEC (the International Electrotechnical
Commission) form the specialized system for worldwide standardization. National bodies that are
members of ISO or IEC participate in the development of International Standards through technical
committees established by the respective organization to deal with particular fields of technical
activity. ISO and IEC technical committees collaborate in fields of mutual interest. Other international
organizations, governmental and non-governmental, in liaison with ISO and IEC, also take part in the
work. In the field of information technology, ISO and IEC have established a joint technical committee,
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The main

— alignment with the widespread use of agile methods to include systems as well as software;

users’

"where appropriate;

in continuous maintenance situations such as DevOps;

new d

editorial changes;

efinitions.

replacement of the paper-based term “documentation” with the general term “information for

inclusion of agile information development across multiple teams and projects, especially projects
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Any feedback or questions on this document should be directed to the user’s national standards body. A
complete listing of these bodies can be found at www.iso.org/members.html.
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Introduction

Software with an application user interface should generally be intuitive for most users or follow
common user interface conventions to limit the need for exhaustive or detailed information for users.
However, users should be provided with accurate information about how to use the software’s functions
if questions arise. This information should explain the major features or use cases deliberately created
for all types of users. The information should be easily accessible and clearly written to enable quick
learning and user proficiency, while reducing help desk support. Hence, well-designed information
not only assists the users and helps to reduce the cost of training and support, but also enhances the

reputation

Projects t
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Although
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hat use agile development methods focus on providing rapid and frequent deliveries
software. These methods often involve detailed planning only for the short teri, and

hgile development methods often advocate less life cycle documentatipnithe users d
broduct still expect and require quality information to be provided with these softw
Although the end results of the process for developing information forGsers are the same,
hay be very different in an agile environment.

tlopment methods follow usually short, iterative developmefit cycles based on custor

n for users, deliverables for each iteration include infofmation related to the feature
during that iteration. The quantity and quality of the information deliverables depend in p

ation of processes in parallel, rather than planning for an entire project in distin¢b phases.

of
the

fa
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nts and feedback. In order to fulfil contractual requirements and provide valugble

set
art

on the corx
through u

hpleteness and maturity of the software features and-design after each iteration, specifiied
ber stories, tasks, and personas.

Informatign developers and other personnel involvediin developing information for users should
understan(d the agile development processes and methods used by their organization. This will engble
them to ti¢ in seamlessly and provide relevant and useful information for users.

Because of the nature of agile development methods, the traditional means of developing informatfion

(both print and onscreen) for end users are ndt entirely applicable.

This docuent was developed to assist users of

— ISO/IKC/IEEE 15288, Systems,and software engineering — System life cycle processes,

— ISO/IKC/IEEE 12207, Systéms and software engineering — Software life cycle processes,

— ISO/IKC 26514:2008,Systems and software engineering — Requirements for designers and develogers
of usel documentqtion (also available as IEEE Std 26514-2010, IEEE Standard for Adoption of 1$0/
IEC 26514:2008/ Systems and Software Engineering — Requirements for Designers and Developerk of

User documentation), and

Other

documents in the ISO/IEC/IEEE 265NN family of International Standards.

This document provides requirements and guidance to information developers and related roles on
how to adapt the processes described in the ISO/IEC/IEEE 265NN family of International Standards to
develop quality information for users.

This document is independent of the agile development methods and tools that are used to produce the
software. This document gives an overview of agile methodologies although it neither encourages nor
discourages the use of any particular agile methodology. Therefore, this document uses generic agile
terminology as much as possible.
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Systems and software engineering — Developing
information for users in an agile environment
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ducing information for users of software and systems developed within an agile envirgn
ument takes a process standard approach to specify the way in which information for‘us
reloped in agile development projects.

s document provides requirements of information management and information de
cesses appropriate for software projects that are using agile developmentmiethods.
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Clause 7 covers requirements for designing, developing, and‘providing information for users
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se 5 covers the overall requirements for information in agile softwaré-dévelopment.

se 6 covers requirements for the information development lead\ or project manager
e information development project and manage the information,development activities
rironment.

rironment.
hex A describes agile development practices andanethods.

s document is intended neither to encourage' nor to discourage the use of any partig
relopment tools or methods.

s document provides guidance on processes appropriate for information developers of in
users in software and systems projects that are using agile development methodologie
ited to the development phase -of the life cycle of information for users, but includes
oughout the whole life cycle.

s document is intended:fer use in all organizations that are using agile developmg
sidering implementing.their projects using these techniques. It is assumed that use
ument have experience or general knowledge of information for users (traditionally ca
umentation”) and-agile processes.

Normative references
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Terms and defimitions

For the purposes of this document, the following terms and definitions apply.

ISO, IEC and IEEE maintain terminological databases for use in standardization at the following
addresses:

[SO Online browsing platform: available at https://www.iso.org/

[EC Electropedia: available at https://www.electropedia.org/

IEEE Standards Dictionary Online: available at https://ieeexplore.ieee.org/xpls/dictionary.jsp
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31

agile development

development approach based on iterative development (3.11), frequent inspection and adaptation, and
incremental deliveries in which requirements and solutions evolve through collaboration in cross-
functional teams and through continuous stakeholder (3.13) feedback

Note 1 to entry: Any use of the word “agile” in this document refers to methodology. Various agile methods can be
found in Annex A.

3.2
agile environment
organizational culture, infrastructure, and methodologies that support agile development (3.1)

3.3
agile team
organization or team using agile development (3.1) methods and approaches

Note 1 to eptry: Typically with roles such as team lead, project manager, user or user representative, softwlare
and informqtion developers (3.8), and testers.

3.4

backlog
collection |of agile features (3.7) or stories of both functional and nonfunctional requirements that pre
typically dorted in an order based on value priority

3.5
done
regarded by the agile team (3.3) as complete and ready to use

3.6

epic
major collgction of related feature sets broken dowi-into individual features (3.7) or user stories (3.1L6)
and implemented in parts over a longer period of time

3.7
feature
functionall or nonfunctional distinguishing characteristic of a system

Note 1 to eptry: Features are considered to add value for the user.

3.8
information developer
person who prepares centent for information for users

3.9
information development lead
person wHo leads the activities of preparing information for users

3.10
iteration
short time frame in which a set of software features (3.7) is developed, leading to a working product
that can be demonstrated to stakeholders (3.13)

Note 1 to entry: Different agile methodologies use different terms for an iteration.

Note 2 to entry: Some agile methodologies are not based on iterations.

3.11
iterative development
repeated use of concurrent planning, developing, and testing activities

© ISO/IEC 2018 - All rights reserved
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3.12
persona
model of a user with defined characteristics, based on research

3.13

stakeholder

individual or organization having a right, share, claim, or interest in a system or in its possession of
characteristics that meet their needs and expectations

[SOURCE: ISO/IEC/IEEE 15288:2015, 4.1.44, modified — The example and note to entry have been
deleted ]

stand-up meeting
brief daily project status or planning meeting used in agile development (3.1) methodologies

Note 1 to entry: Different agile methodologies use different terms for stand-up meetings,

Note 1 to entry: A use case describes the users' goal and the requirements‘including the sequence of ipteractions

ple narrative illustrating a user requirement from the perspective of a persona (3.12)

4 | Conformance

This document may be used as a conformance or a guidance document for projects and orgpnizations
clajming conformance to [SO/IEC/IEEE;15288 and/or ISO/IEC/IEEE 12207.

Throughout this document, “shallAis used to express a provision that is binding, “should” fo express
a recommendation among other ‘possibilities, and “may” to indicate a course of action permissible
within the limits of this dociiment. Use of the nomenclature of this document for the features of an
agile methodology or the papts of information for users (that is, stand-up meetings, iterationg, chapters,
topics, pages, screens, windows, etc.) is not required to claim conformance.

Comnformance to this.document may only be claimed by an organization if all of the requiremgnts in this
do¢ument can be met by the organization. When conformance is claimed for a multisupplier grogram, it
maly be the case:that no individual supplier may claim conformance because no single contragt calls for
all the required activities. Nevertheless, the program, as a whole, may claim conformance if ¢ach of the
redquired-activities is performed by an identified party.

Thissdocument may be included or referenced in contracts or similar agreements when the parties
(called the acquirer and the SUpplier) agree that the supplier snail deliver imformation for users
in accordance with this document. It may also be adopted as an in-house standard by a project or
organization that decides to develop information for users in accordance with this document.

Organizations, projects, or multisupplier programs intending to claim tailored conformance should
consult ISO/IEC/IEEE 12207:2017, Annex A.

5 Information development process

The basic process phases as described in ISO/IEC 26514, such as analysis, design, development, and
review, still apply. However, agile practices eliminate the distinct separation of phases both within a
single iteration and across several iterations.

© ISO/IEC 2018 - All rights reserved
© IEEE 2018 - All rights reserved 3


https://iecnorm.com/api/?name=7cc1c7b0b6f2b3c7332360ac2fd1f342

ISO/IEC/IEEE 26515:2018(E)

The following agile practices affect the information development process:

a) Developmentin short iterations replaces long sequential process phases.

b) Information developers try to create accurate and complete information by the end of an iteration.
However, a review can lead to the development of additional information in later iterations.

Information developers receive training and practice to estimate and complete information

for

users in time for the release of the iteration. Self-organizing agile teams replace formal roles and

contributions.

i) Software developers, testers, and team leaders may contribute to the analysis, design,

d¢velopment, and review of information for users.

ii) Information developers may contribute to the design and test of the software as well aj
project artifacts and life cycle documents, such as user stories, use cases, and personas.

to

c¢) On agile projects, use cases and oral communication are used more frequently than forgnal

speciffications and design documents.

i) Use cases, user stories, and personas clearly reflect the purpose andluser benefit of e
fefture.

hch

ii) Demonstrations and peer reviews validate how development<{has achieved the intengled

pyirpose and benefit.

iii) Information developers are embedded members of the“agile team to promote efficient

cgmmunication and the quality of information deliverables.

d) Early,|frequent feature shipments or releases replace€’scheduled release milestones. This me

HNS

that ipformation deliverables should be part of theracceptance criteria of a complete functional

releage or shippable increment.

NOTE For more information about designing and*developing information for users in an agile environm
see Clause J.

Agile dev¢lopment is an iterative and incremental approach to development performed in a hig
collaboratjve manner by self-organizing.teams. There are many specific agile development meth
that promlote development iterations;,teamwork, collaboration, and process adaptability through

bnt,

hly
hds
put

the life cygle of the project. Agile development methods frequently discourage the creation of detailed

engineering support documentation and detailed technical specifications. This means that informat
developers often do not havessqurce documentation from which to extrapolate feature details.

The short|time span of itefations means that the participation of each team member is essential
particular] unavailability of the information developer on the team may make it impossible
informatign deliverables to keep pace with software development.

6 Management of information development

ion

In
for

6.1 Change management for agile development

The information development lead or project manager shall decide, in consultation with the design
and product managers, on the following:

— whether the information development team will follow agile development methods and integr
with the development organization, or

ers

ate

— whether they will continue to operate using other methods. For example, some projects may use

agile development for the production of online help but not for printed information for users.

The information development team shall be educated on agile development practices before their

organization moves to the use of agile development methodologies. In addition, the informat

ion
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development lead, or project manager, or another appropriate member of the information development
team should be involved in defining what the new processes will be for the organization and negotiate
how agile development will affect their processes and team members.

The representative from the information development team should then communicate the plans to the

wider information development team and may facilitate their implementation.

6.2 Composition of agile development teams

6.2

.1 General

An
ref
pet

team facilitator, user interface designer, integration of user information with the-product, tq
ject tracking. This role sharing may depend on the requirements of the prpjéct or the avajilability of

prd
res

Th
usq
rey

If an information developer is unavailable, the information develepment lead or project mana

deq

If
dey
red

6.2
Eff

agile team is typically composed of an architect, developers, testers, information develc
resentatives, and other stakeholders. In agile development teams, one individual may-be e
form multiple roles. For example, information developers may cover different rolés and tag

ources.

b team member responsible for developing information for users.should be skilled in d
r and task analysis, designing appropriate content deliverables for\the identified users, g
iews, and assessing information products with test participants:

ide the following:

whether this team member will be replaced by another information developer from the in
development team or pool, or

whether one of the other members of the agile development team will perform the in
developer role.

nother team member who is not an_information developer by profession covers the in

uired and apply special attention-to the peer review process.

.2 Communication in agile development teams

bctive communication in“an agile development team is key to the success of an agile de

pers, user
kKpected to
ks such as
sting, and

onducting
onducting

ger should

formation

formation

formation

reloper role on the project, arrangements should be made to educate that team member i the skills

velopment

praject. Because the commmunication in agile development is real-time rather than through|the use of

detjailed life cycle ddcumentation, information developers should participate in team meetings with the

other team members.

It i$ importantto consider the difference between two distinct situations:

— | a smiall, co-located team where the information developer(s) work daily and closelyf with the
dévelopment team, and

— aglobally distributed team where two or more groups (of the same company or of different software

companies) are working together to produce different parts of a software package.

In the first case, all the agile principles and methodologies can be more easily applied. In the second
case, which is very common in large companies, there is sometimes an information development group
that is spread globally with some members assigned to different groups.

6.2.3 Globally distributed teams

For globally distributed teams, the application of agile principles may involve other considerations
such as:

— coordination of several information developers located across different development teams, and

© ISO/IEC 2018 - All rights reserved
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— logisticissues and communication challenges related to different time zones and differentlanguages.

For these reasons, coordination processes should be provided for:

— addressing the communication challenges associated with a globally distributed team, and

— optim

izing the workload of information developers according to the iteration schedule.

In this way, the information developers embedded in the differentlocal development teams can facilitate
the implementation of agile principles with an approach that is more similar to a small co-located team.

When team

and reliab
methods:

web-h

one-tq

While agi
teams nee|

The follow
collab

use c4d

user s

When me
primary Iz
assignmer
solve com
members

6.3 Management of information development across teams using agile development

In an agilg
Informatic
deliverabl
concern, tl

telecojnferencing for meetings, and

design/feature documents for sharing information,

clude the folloing com

)

le communication shall be put into place. These may in munijcat]

ased video conferencing for meetings,

-one communication between the information developer and other agile‘team members.

e methods emphasize face-to-face conversation over written documentation, distribu
d more emphasis on written and formal communications.

ing may also be used to facilitate effective communication:

orative document repositories such as wikis and databases,

se descriptions, and
tories.

mbers of the agile development team work in different time zones or do not speak
nguage of communication, speciak¢ommunication accommodations are needed. Tempor
t to the main location of the agile development team for remote team members may h
munication issues and establish better communication and relationships between te
vhen the remotely-based t€am members return to their locations.

development projéect, multiple teams may be working on different features of the softwd
n developerstworking on separate agile development teams may create different informat
bs that doquot fit together when the product is brought together as a whole. To address t
ne information development lead or the project manager shall make available standards at
of a project that are to be followed by all information developers for that project, including ¢

tent,

jon

Led

the
Q1Y
elp
am

Ire.
ion
his
the
he:

eir

hation architecture that defines acceptable information elements such as topic types, th

structure, and their intended content,

style guide that defines conventions for language (such as tone, voice, mood), graphics (such as

file type, size, captions and callouts), and the user interface (such as references to windows, fields,

beginning
a) inforn
b)

produ
c) delive

ct functions), and

ry formats such as web help or PDF.

The information development lead or the project manager shall allocate sufficient time shortly before
each release to consolidate the information for users so that it is consistent and free of contradictions,
gaps, and redundancies.
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6.4 Management of information development tasks across iterations

6.4.1 Planning the project as a whole

In a project using agile development, information for users is ideally developed in parallel and on the
same schedule as the software. This enables software to be regularly released to customers with
sufficient information for users. Providing the information for users as early as possible provides time
to review and test the information for users alongside the software.

Within each aglle development team, a hlgh -level overview of the planned software content of each

ite
reg

De
pl

thd
cy(
pra

In
thd

iter
trajnslation schedules.

Th
cyd
fre
lea
thd

and ready for release to customers.

Not

rel
Taq
for
ap
tes
inf]
Th
org

aliﬁl

dLlUIl bllUulu UU UCVCIU[}CU lllUbC pldllb dl'c llKCly L0 UU buth!LL Lo Llldllge UeLdUDC
uirements can come into the project for inclusion in future releases at any time.

eyelopment of information for users that relates to the product as a whole shall be inclu
ning by the information development lead or project manager who shall plam, s¢chedule
track these tasks as a part of the project. Ideally, these tasks are determinéd at the be
project in the project planning stage and are then allocated and drafted a$,early as poss
le. Planning for the project as a whole should include the minimum informdation requireme
duct and the information for users.

project manager should produce a project plan that includes‘the iterations to be deve
ation milestones should include software and information ‘deliverables for manufact

le for final production edits. The information development lead or project manager should s
pze dates for the various artifacts related to.information for users. The information de
i should determine how much information forusers is required and the minimum requir
inclusion of task, concept, reference, and-troubleshooting information for the content tg

hted to an information architecture strategy may need to be completed over multiple
ks that fit into the bigger picttire need to be considered and planned in addition to tas

roject’s life cycle that canvhave an impact on the information for users; for example,
b, translation, and accessibility testing. There can also be iterations that focus on conso
Fastructure tasks notrequiring concurrent information development.

bre are differént” information delivery models depending on the team's resources
anization:

For tedms with dedicated information developers, the information for users can be 1
paraltel with the software.

For organizations that have centralized information developers who are tasked with

n agile environment, it can be difficult to produce detailed plans'beyond a single iteration|.

the individual iterations. Seme tasks can be performed in special iterations or at other
dcceptance

new user

ded in the
resource,
ginning of
ible in the
nts for the

However,
oped. The
uring and

e information development lead or project manager’should reserve time before the end of a release

et specific
velopment
bments for
be usable

all information development work will necessarily take place in a single iteration; for example, work

iterations.
ks defined
points in

idation or

and the

eleased in

qupporting

multiple development teams, more formal and structured approaches such as setting a freeze date

are more feasible.

— A hybrid approach is also possible, where an information developer drafts the information roughly
in parallel with software development, but has a freeze date at the end of the project to complete

and deliver the information for users.

There can also be information development work that needs to be performed but that is not associated
with a software feature produced by an agile development team.

Some types of information can be difficult to develop in individual iterations, especially content
related to the project as a whole. Examples of information for users that relate to the project as a whole
may be installation and configuration guides, tutorials, high-level concepts, reference material, and
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troubleshooting information. It may be possible to schedule the development of these information
items at the beginning of a project between the acquisition of requirements and the start of software
development, sometimes known as iteration zero, or during iterations dedicated to testing or quality
assurance. The information for users that is produced for these items should be reviewed at the end of
the iteration and considered if any changes occurred during the iteration.

The project planning components to develop information for users in an agile project are described in

the follow

ing subclauses of this document.

6.4.2 Sizing and resourcing each iteration

6.4.2.1 (eneral

Planning fpr the project requires planning the content for individual iterations. The informatien‘for users
produced pith the product functions in each iteration is likely to be mostly task-oriented information,
although if can also be possible to schedule feature-related concept and reference materials within fhe
individualliterations. Planning for each iteration should include the identificationof tasks based upon
the featurgs to be completed within that iteration. Development of concept and référence materials ¢an
be easier fo schedule at the beginning of an iteration, while task-based inforidation may be easier to
develop affter coding or prototypes have been completed.

Planning fpr each iteration should include tasks for information developnient:

— reseafch activity,

— familiprization with the application and how the user would Use it,

— adequlate review of content, structure, and style, and

— testing of the information for users.

The information developer, information development lead, or project manager should plan for gnd
determing that the details and sizing for the jnformation development work — including user storfes,
features, aind backlog — are included in_the plan for each iteration. The information developer,

informatid
resources

and editinf

Time sho
appropria
as a resul
Sometime
feature de

n development lead, or projectymanager should plan and schedule the required time gnd
so that they are included in the'iteration length and work item sizing to cover the review, test,
of the information.

ld be provided for,testing of the information with the working software, but it can|be
fe to schedule thisfesting in a separate iteration. Time for updates to the information for users
of defects or preblems found during review and test should also be included in the plgns.
5 it is not practical to provide complete and thorough information for users for a softwpre
veloped ina'single iteration. Therefore, planning the information for users to accompany the

software fleature should focus on the most essential information required to support the user. In sgme

agile deve
is require

lopment teams, planning includes core and stretch items. Instructional information that
1 for-the user to be able to use the software shall be part of the core items, but supporting

informatid

n\stch as overviews and concept documents can form part of the stretch items. The cpre

items should be created as a priority and any agreed items that are not completed shall be carried over
into the next iteration. In this case, the planning of the next iteration shall consider the related impact.

6.4.2.2 Sizing information development work

The information development lead, project manager, or information developer should size the
information development tasks based on estimates from previous development activities, considering
the potential for reuse or adaptation of existing material.

NOTE The complexity of the software development effort does not directly relate to the time and amount of
detail required in the information for users. The need for information creation can vary widely between teams
and iterations. For instance, one team can do back-end refactoring for two iterations with minimal effect on the
information for users.
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Depending on the iteration, the information developer should break down large tasks into smaller tasks.
Tasks that are sized for more than five days can be difficult to estimate adequately in an iteration, and
can result in slippage if the task cannot be completed in the iteration. For short iterations—for example,
one or two weeks—tasks sized at over one day should be broken down into smaller tasks.

The information developer shall document and plan for any agreed items that are not completed. These
items are carried over into the next iteration. A function is not done until:

6.4.2.3 Assigning information development resources

In
sa
m
es
te

In

dev

in

agile development teams. The number of informatign‘developers assigned to an agile develop
shd

re

If
in

WH

m

software coding has been completed,

information for users has been completed,

both software and information for users have been tested, and

any issues identified from testing have been resolved or a plan exists to resolvethem.

hn ideal agile environment, the information deliverables for each user'Story are complsg
he iteration as the development and testing work. The informatieir development lead
ager shall list and size the information development tasks before'the start of each itera
%ates exceed the resources for the iteration, the information developer should coordinat
to prioritize the tasks and, if necessary, schedule the overflow for the following iteratio

1]

some projects there is a single agile development team,and in others there may be mu
relopment teams. The size of the project using agiley'development and the relative s
fbrmation development team should determine hoWw the information developers interac
uld be decided by the information development‘lead or project manager based upon thg

gource requirements for the project. This number may vary between iterations.

n information developer is shared acréss multiple agile development teams, a percent
brmation developer's time should be allocated to each team so that the availability can be

d

f

en committing resources to an agile development team, the information development lead
ager should consider how mueh time the information developers are likely to spend in

ted in the
or project
Lion. If the
e with the
n.

tiple agile
ize of the
t with the
ment team

expected

age of the
tracked.

or project
meetings.

The time spent in these meetings should be included in the total time the information dlevelopers

ardg estimated to spend on-the project. These meetings include regular stand-up meetings
meletings where they elicit information for the production of the information for users, such
megetings, demonstratigns, and test reviews. Schedules should be arranged so that the in
devyeloper can participate regularly in stand-up meetings for each assigned team.

6.4.3 Handling last-minute content changes

The information developer shall establish a procedure with the agile development team fo
lasf-mihute content changes that come in too late for that iteration. For example, the team
chgnges received after a certain point in the iteration will be deferred to the next iteration.

6.

6.

and other
as design
formation

[ handling

21grees that

5 Monitoring and analysing progress

5.1 General

Tracking progress is an important part of agile development. Committed items should be successfully
completed in the iteration and any potential impediments or holdups should be discovered and resolved
as early and rapidly as possible.

©
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6.5.2 Stand-up meetings

Many development methodologies, including agile methods, include daily stand-up meetings. These
meetings are usually structured to communicate what tasks each member of the team has completed,
what tasks they are going to work on next, what help or resources they need, and what problems

they have.

These regular stand-up meetings are intended to be short meetings, for example, for a maximum
of 15 min, depending on the size of the agile development team. The meeting leader, who often is
the team lead, mamtalns reports on the team’s progress and helps to solve any lmpedlments that

are blocki
required.
communic

The infor
developmsg
shall also
to the attd
status and
email to tl
of the soft
way of cor
the inforni

The infor
informatic
should be
discussion
of the prd
informatig
meetings.

653 M

In additio
done with
developmjg
reference

All of the d

tested, anI

Associate
not st

in pro

Team members who are not co- located shall be included in these meetings using electrg
ation means.

mation development lead or project manager shall include members of the ‘informat
bnt team in regular stand-up meetings. The information development lead or preject man
attend if identified as a stakeholder. The information developers should report their st
ndees of the meeting. If they are unable to attend, they should arrange t0-.communicate th

ie meeting leader. Sometimes these regular stand-up meetings alse include demonstrati
ware code or the information deliverables that have been produced, and can be an effect
hmunicating changes or performing peer reviews or walkthroughs of both the software 3
ation for users.

mation development lead or project manager should%ascertain that the members of
n development team are getting the most value out of the stand-up meetings. These meeti
seful forums for communication and raising concerns but should not be focused on in-de

ject team or are not providing information.that the information developer requires,
n development lead or project manager shotlld work with the meeting leader to focus

pnitoring progress

1 to the regular stand-up meétings, tracking of a project using agile development is usus
a status list of the individual tasks for the iteration. These tasks include both informat
ent tasks related to the development of a new function and also additional concept :
nformation for users.

evelopment tasks for the iteration should be listed, such as content to be developed, review
edited.

with these-tasks should be the sizing estimate for each task and the current status:
hrted,

OTESS,

i
us

nic

ion
er

eir

raise any issues through other means such as a team document repositdry, a wiki, or throfigh

bhns
ive
ind

Lhe
ngs
bth

s of technical implementation. If the meetings are frequently diverted away from the status

the
Lhe

11y
ion
ind

ed,

under

compl

review,

in test,

in editing, and

eted.

Team members should record the actual effort expended to allow improvements in sizing algorithms
based on actual data. These records can be used to estimate work remaining to complete the task.
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6.5.4 Rework and changing requirements

The team lead and information development lead or project manager should provide guidance to the
information developers and other members of the agile development teams on how to handle changing
or new requirements. One of the key differences from the information developer’s point of view
between the agile development and traditional development methods is that the information developer
spends time in rework or rewriting of the information for users when changes are made to the design
as aresult of problems discovered during code development or new requirements. Although this cannot
be completely mitigated, developing the information for users in parallel with the code and working

directly with the software developer on the specific details can help.

The possibility of rework shall be included in the information development plan for the prod
as for individual iterations. Providing the information development deliverables for review'in
manner than their final format for delivery may assist in leaving costly decisions and.produc
lasf minute, after the majority of required changes have been made.

Making information development plans and schedules readily available and establishing ra

CcyQ

6.6 Stakeholder involvement

6.4.1 General

Stakeholders are individuals or organizations who have an interest in the software de

Ict as well
1 different
tion to the

bid review

les for required changes makes it easier to include changes and new reqdirements to the plans.

velopment

praject. Stakeholders may be directly involved in the projects, or their interest may be affected as a

It of the project. The agile team should be responsible for the early identification of st3
andl determine their involvement with the project.Stakeholders directly involved in the proj¢
praject managers, architects, developers, testers, and information developers. Stakeho
or may not be directly involved in the projéct may be users, sales personnel, infrastry
opé¢rational system administrators, and other’personnel related to the development of infor
usdrs. User involvement is often considered.essential in approving iteration content and appr
relgase.

In phgile development, the involvement of stakeholders is essential to the success of the pr
individual stakeholders are directly involved with the development of the software from the
of the project and have the opportunity to influence the project and introduce new initiatives.
thd roles and responsibilities of the stakeholders in the project shall be defined and commu
thd stakeholders.

The involvement of-stakeholders is important for the information development process as well
prgvides opportunities for the information development team to get customer requirements
priprities, and customer feedback. Information developers should have the opportunity {

keholders
pct include
ders who
cture and
mation for
pving each

oject. The
beginning
Therefore,
nicated to

because it
customer
o actively

participatesinsmeetings or other communications with stakeholders in order to clarify requirements

and to receive feedback.

customer satisfaction

The information development lead should work with the project manager and user representative to
seek opportunities to acquire feedback from customers through methods such as review comments,
beta programs, and usability testing.

Customer feedback may lead to new customer requirements to include in future iterations of the project.
These customer requirements may include additions, changes, or updates to the information for users.
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7 Preparing information for users

7.1 Relationship of agile development to information development

In agile development it is important that the development of the information deliverables is part of the
same processes as the software product life cycle and is performed in conjunction with the development
of the software. This enables the software and the information for users to be tested, distributed, and
maintained together. In addition, providing the information for users as early as possible allows time to

review and test it alongside the software.

The beneffts Tor the information developer of developing the Information for users in parallel with
software include the following:

early
influe

close
featu]

use of
reduc
accesy
develd

receif

develppment cycle;

contin

In agile d
validation

7.2 Pro

User stori
stage of th
members
developer

To minimi

produce ofr contribute to life cycle documentation. The information for users can itself become

design sp
and how t

hccess to features under development;
hce on the software design, particularly of the user interface and the usability/of features;

nteraction with developers, testers, usability experts, and other developiment roles while
es are under development;

the software at an early stage to find and report defects;

Fion of information duplication across the development organization;
to stakeholders representing the user;

pment of only the information that the user wants dnd needs;

t of user feedback on the software and_the information deliverables early in

ual user feedback that allows the work lead to be spread throughout the development cyc

evelopment, the software shall notbe considered complete without the production 3
of the associated information for_users.

duct design and developing information for users

bs, personas, and use cases should be developed in the requirements and high-level des
e project. These types of information may help inform the information developers and ot
bf the agile development team about the purpose and uses of the software. The informat
b shall be provided with access to this information.

ze unnecessary work and the duplication of effort, information developers can be asked

ecification for the product under development where the design details the user interf
b yse-it, and not the internal implementation of the software. This approach may have ot

he

the

the

ind

ign
her
jon

to
the
hce
her

effects suda

h ag r‘h;mging the order in which information for nsersis prndurpd or tested. For Pynmplp

he

information for users may exist before the software is implemented and both may be tested at the same
time earlier in the cycle in conjunction with features/system test, rather than waiting until the end.

There are a number of techniques that can be used to develop information for users without the use of
design specifications, including:

a) pair programming and information development with the developer and information developer;

b) interviews by the information developer to ask specific questions, such as:
i) Does the user story of this item indicate that users require specific information for using or
installing the feature?
© ISO/IEC 2018 - All rights reserved
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ii) How does the item fit into the overall information architecture of the system?
c) prototype or software walkthroughs;

d) reviews and tests of the information for users produced for the iteration.

The information for users may act as a repository for information acquired through direct
communication. The iterative approach to development should result in no need to return to
information for users produced during an earlier iteration, except where it is required to be updated
for new features or defects in a later iteration. It can be useful to record some of the information
exchanged for tracking purposes or for changes in personnel. For example, meeting minutes may be

ta
ke

Th
the
inf
infi
the
to

at
dey

Th
des
des

Ide

w
for

Inf]

pra
Int

als

7

.
LD

7.3

Us¢

prd
seql

Usg

lien, outstanding issues may be documented, and walkthroughs may be recorded. Records

upklleates to show how the discussions have changed‘the design. At the beginning of each new

tin a content management system in accordance with the organization's standard proeed

b primary way to ascertain that the information for users under development;is.tp to
software design is regular communication, either face-to-face or via virtual confersg
brmation developer shall attend both regular stand-up meetings and désign meeting
brmed of any updates, have the opportunity to express concerns, and askforiassistance if 1
information developer is not physically located with the agile team, arrangements shoul
nllow the information developer to participate remotely. If the inforfaation developer can
Pam meeting, a representative in the meeting shall raise concerns on behalf of the in
reloper and convey any relevant information from the meetingback to the information dey

b agile development team shall use a controlled source locatien for published designs and
ign documents. Comments and discussions around the design should be included with the
igns.

ally, the comments and discussions are integrated with the published designs throug

n an existing design is updated, the latestwersion of the design should be used as the b
the new iteration.

brmation developers should be able todccess both the current design documentation and th
totypes to verify that the information for users they are developing is correct for thg
brviews with the software developers and reviews of change logs of the design documer
b helpful.

Design and development of information for users

.1 User requirements

br requirements should form the basis for information for users produced in an agile de
ject. Most ef the information for users produced will be associated with code, but the
arate features that relate to specific user requirements that affect only the information fq

should be
ures.

date with
nces. The
s to keep
equired. If
be made
ot attend
formation
reloper.

high-level
published

 iterative
7 iteration,
hse design

b software
iteration.
tation are

velopment
re can be
I users.

hns should

br requirements should be recorded, and the project plans and information development pl
0 these u Juiremen 0 ha e ed back to the
user requirements to which they are related.

The user requirements should be the basis for the creation of design documents such as personas,
user stories, or scenarios. User stories or scenarios should be created for tasks that only affect the
information for users; for example, an overhaul to the current information navigation or the production
of some new information development guidelines. Design documents such as user stories and scenarios
can help the agile development team understand the value of these tasks for the users and provide a
mechanism for developing testing to validate the tasks as well as provide guidance on how to complete
the tasks.

NOTE ISO/IEC 26514 specifies the structure, content, and format for user documentation and also provides
informative guidance for the style of information for users.
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7.3.2 Design techniques

7.3.2.1 General

A number of techniques are used in agile development to help design both software and information for
users based on user needs and requirements. These techniques may be used as part of a formal design
phase at the beginning of a project between the acquisition of requirements and the start of software
development, sometimes known as iteration zero. Alternatively, these techniques may be used at the

beginning

of each iteration for the design of individual features.

7.3.2.2

Use cases

Jse cases

describe whether the sequence of interactions between users and the system satisfies

users' goall. Use cases also represent how the users will use the system before considering the v

it will be

mplemented. Use cases are a valuable source of information for an information develo

because they provide information about how a user is expected to use the system,what options

user has, V|
A use casé
— who (
— the py

Use cases
use case i
stakehold

Informati
developed

7.3.2.3

For any gi
user role
associated

User roles
informati

also provi
informatig

EXAMPLE
assistant.

7.3.2.4

Vhat goals the user is trying to achieve, and what error conditions can occur
records:

1sers) does what (interaction) with the system, and

rpose (goal) without dealing with system internals.

focus on the user's point of view and show that the feature provides value to the user. ]
s understood by the different roles on the development team as well as users and ot
r's involved with the project.

dn for users should support the user in completing the goals defined in the use cases to

for the iteration.

[Jser roles

ven product there are likely to beone or more user roles that will use that product. E

skills and the user may work-in a particular environment.

are useful sources of.information for an information developer because they prov
n about the different types of users using the system. The user role descriptions 1
de information about what skills and requirements each role has and this may affect
n that is produced for each role.

User roles include end user, developer, systems administrator, technical support officer,

Personas

vill have particular tasks to perform or goals to achieve. Each user role may have a set

the
yay
ber
the

(he
her

be

hch
of

ide
hay
the

lab

A persona should be developed through rigorous research. The information provided in the persona can
assist the information developer in producing information for different user roles. As well as providing
information about typical user goals and skills, personas can be used to help design questions and tasks
for testing the information for users.

The following information can be included in a persona to help focus on the needs of the intended users:

role;

14

character name;

experience;

relevant skills;
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demographic information such as age, education, or gender;

organization;

major responsibilities;

goals and tasks that the persona wants to complete;

the problem or business opportunity that the product solves for the persona's organizati

the persona’s physical and social environment;

:2018(E)

on;

7.3

Usg
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shd
thd

Th
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a representative image of the persona;
the software and hardware platforms the persona is using;

size of the organization.

.2.5 User stories

br stories are important for determining, describing, and prioritizing customer require
usually expressed in terms of feature development. User stori€s)are a simpler and us
brnative to producing lengthy detailed requirements specifications.

b user stories define how the software will work for the-ttsers and provide an import

ments and
br-focused

int source

the design of the software according to user needs, haw'the software will be tested, andl what the

brmation for users should contain.

br stories are collaborative documents to be used’by multidisciplinary teams including
relopers, testers, information developers, and other stakeholders. User stories may be writ
mber of the software development organization, including the intended users of the soft;
ries should also be written for features that only affect information for users, such as a gl
rch mechanism.

br stories differ in their level of complexity depending on organizational requirements
uld always be expressed in businéss terminology that is understood by all stakeholders,
development organization.

e main content of the user story often takes the form: “As a (role), [ want (goal), so
siness value).” For example, “As a network administrator, | want to be able to check th
ups of network devices with shared characteristics so that I can identify issues early a

administrative efforts.” Acceptance criteria are developed to identify when the user story

Sud

For

cessfully implemented and users are able to achieve their goals.
the previaeus example, the acceptance criteria might include:

view the current status of one or more network devices, and

software
ten by any
vare. User
ssary or a

, but they
hot just by

that I can
b status of
nd reduce

has been

group resources by network, vendor, service, or status.

A user story should contain the following information:

the user role that the story applies to;
the goal that the story allows the user to achieve;
the value to the customer;

acceptance criteria to identify when the user story is done.

Requirements regarding the information for users shall be included as part of the acceptance criteria

for

a user story.
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A user story may also contain the following information:

a uniq

ue identifier for the story;

planned implementation;

the pr

the name of the user story;

iority of the user story;

additional details; for example, the conversation between stakeholders and development, or the

If the work required to fully complete the implementation, testing, and documentation of a userstor
greater thpan a few days, it should be treated as an epic and broken down into smaller stories. Large u

stories ca

User stor
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be difficult to size and to successfully complete within a single iteration.

es are useful sources of information for information developers because they prov

hcenarios

extend stories by using a specified user. For example, a persona<based scenario may descr
er requirements or ways that users can use a product based on their existing knowle
ence or their environment. A scenario can be a very detailéd account of how the user in
teracts with a system or can be briefer and focus on high-level requirements.

bnce between a scenario and a user story is that auser story tends to focus on the ideal ¢
product performs the exact task the user wantsto perform, exactly as they expect, and
br unexpected behaviour from the users' pojntof view. Problems with non-ideal cases may
d using scenarios which explore alternate paths.

may contain the following information:

ription of the persona that the scenario applies to;

al that the completion of the scenario allows the user to achieve;

ecific needs of the user role defined in the persona;

Fions the user takesiftinteracting with the system based on their specific requirements or sk

pnal details; far gxample, the conversation between stakeholders and development or
Ing implementation;

me of the'scenario.

n about user goals and about how the function under development will work for the usersd.

y is
ser

ide

ibe
ge
the

hse
ith
be

Ils;
the

hation/provided in the scenario description can assist the information developer in produd

ing

mitéms for different user roles and in support of their defined user goals. As well as providing

information about typical user goals and skills, the scenarios may be used to help design questions and

tasks that

7.3.3

can be used in testing the information for users.

Scheduling of design work

The information development lead, project manager, or team lead should aim to do any information
architecture or design work early. They should get commitment for this work from the agile development
project manager and other stakeholders during the project planning stage.

These information architecture or design work items should be included in the tracking for the project,
broken down into small-sized tasks, and allocated to the appropriate resources.
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The information development lead, project manager, or information developer should work with the
agile development team to identify specific iterations that will focus on issues related to information
for users, such as accessibility, usability, and translation.

7.3.4 Planning of information for users

Information development planning shall be conducted for user information as a whole as part of
the project or epic, before the beginning of the agile development project iterations. An information
development plan should list the expected final deliverables and define the user goals for the product,
the tasks users hope to perform with the product, and the supplementary information (concepts,
ref]
coJ

Wi
thd

thin the project iterations themselves, the information developer should identify ithe t
project plan that are affected by the product development tasks within the iteration. In

formation

dey
fun
is 1
acd

Infi
sto
thd
Infi
cojf
thd

relopment user stories should focus on user goals and actions rather thandeéscriptions

ctionality. As part of the iteration planning process, the information developer should ide
equired from the product development team. For example, the information developer m
ess to the prototypes or time with the developers to acquire the detdils-0f the product deg

brmation development tasks may be addressed by separate information for users-sp
ries or as a part of a larger product development user story. In‘€ither case, the definition

brmation development tasks shall include quality assurange tasks such as editing and tes
tent with the product. Stories and tasks for information for users should be prioritized
completion of a minimally viable document startifig with task content and adding supp

malterial only as time in the iteration allows.

To
co1
of 1

7.4

7.4

In
cofl

NO
tes

7.4

At
for

demonstrate that final information deliverables are cohesive and well structure
solidation or hardening iteration should he scheduled, which includes time for an end-to-g
he content as well as testing and defect:fixing for both the product and user information.

Reviewing and testing information for users

.1 General

1l projects, reviewing and testing the information for users is important in assuring the
npleteness, fitness for task, and consistency of the information.

['E ISO/IEC/AEEE 26513 provides requirements and guidance for reviewing, system testin
ing, accessibility,and localization testing of information for users.

.2 Reviewing information for users

h minimum, the agile development team shall peer review all information development dg
adherence to style guidelines and technical accuracy. Other information developers,

bf product
ntify what
hy require
ign.

bcific user
f done for

user story or iteration should include the completion of thé.rélated information development tasks.

ting of the
to enable
lementary

d, a final
nd review

accuracy,

E, usability

bliverables
pditors, or

other members of the team with strong communication skills shall conduct the peer review; developers
and testers shall review the deliverables for technical accuracy.

Reviewing tools whereby members of the agile development team can provide direct feedback about
the content are helpful in an agile environment.

Another effective method of reviewing information for users is to hold a walkthrough meeting with the
appropriate stakeholders in the team to review the structure and content of the information. Changes
and updates may be made to the information either during or after the meeting.

In some cases, the agile development team may decide to offset the development of information for
users for a short period of time or to delay it by an entire iteration so that the information does not
need to be entirely rewritten in response to product design changes. In the former case, teams should
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agree on what part of the information for users has to be completed to enable the iterations to be
considered done, even though the information for users has not been delivered. In the latter case, user
stories for information for users should be written separately from the product development stories
and prioritized into the iteration following the completion of the related product functionality. “Done”

may include the following:

final terminology has been validated;
user interface text has been reviewed;

embedded help has been provided;

conce

transl

Required
iteration.
sufficient

7.43 Sy

If the proj
the systern
reviewed
manager.

Time shoy
system tes

One effec
users dur
programm
test sits W
developer

Where thi
according

A further
correctly

7.4.4 Us

Usability

multimedia assets have been developed;

btual information has been included;

ations have been completed.

The information for users should be available in draft form and available for review w
[ime to enable the information developer to make the corrections oradditions.

stem test of information for users

bct is determined by the team lead or by the project manager to require a system test eff
n test plans shall include plans for testing the information for users. These plans shall

Id be included in the iteration for corrections:to be made to the information for users af
ting has been completed.

tive strategy for incorporating changes and updates rapidly into the information
ng system testing of the deliverablées is to use a pair programming approach. Using a
ing approach, the information developer responsible for the information for users un
ith the tester while the tests afé performed. In some testing environments, the informat
can make changes to the infdrmation as the tester identifies the problems.

5 type of activity is not possible, a problem report shall be created by the tester and resoly
to the problem resolution standards of the organization.

Feview or test gycle may be required so that updates to the information for users have b
iddressed.

ability testing of information for users

festing of information for users shall be carried out using real or representative us

thanges or updates should be made before the end of the iteration or seheduled for the next

ith

brt,
be

and approved by the information developer and ififormation development lead or project

ter

for
air
der
ion

red

P eI

PI'S.

Usability tlesting of information for users may be carried out at earlier stages of the life cycle or when
the software is ready for a release.

Usability testing that includes the information for users may be carried out in each iteration, but at a
minimum, there shall be one usability test of the information for users. This test may be carried out as a
part of a user acceptance iteration or as a part of a customer satisfaction assessment activity.

7.5 Translation and localization of information for users

In order to market products to some countries or some organizations, it may be a requirement to have
a translated or localized version available at the same time as a release. The agile development team
should include these factors in their planning to keep the translated or localized versions up to date.
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The information development lead or project manager shall plan the translation schedule for the
information for users. The following items should be taken into consideration in planning the translation
schedule:

whether the information for users needs to be translated or localized for each iteration;
if the information for users is released to the user for each iteration;
time required to perform the translation or localization;

time to package and handle returns of translated or localized information for users;

time to test translated or localized information for users;

local translation, local requirements, and regulations.

Some organizations use a strategy where the information for users is tranglated at the
iteration and then incorporated in the next iteration’s build.

7.6 Production of information for users

If information deliverables for the project need to undergo additional processing before

Cuf

praject. For example, printed information for users may require time for preparation and pri

7.7 Delivering information for users with a continuous delivery process (DevO

Ag
to
or

le development teams may leverage continuous./integration and continuous delivery
minimize the time between authoring new software and pushing the new features to
customers. Developers rely on an increased\evel of automation and extensive instrumse

service their needs, deploy quickly, and fix unsuccessful changes. In such a scenario, sometimg

as

arq able to largely service their own needs. Furthermore, release cycle decisions can be m
deyelopment team and not by dedicated release management staff that are external to the te

Infi
rel

ably. Ideally, the content isdeveloped and released in parallel with the software.

Forr information for users, this means:

Th

easier and faster updates;
more peopléactively writing and editing.

e authoring and publication process shall allow for rapid changes to the content and for

content updates to reflect changes and reversions in the product or service.

end of an

release to

tomers, the time required for this activity and scheduling should’be included in the plannfing for the

nting.

DS)

practices
the users
ntation to
sreferred

DevOps, development teams do not rely*on a dedicated IT team to service their IT infrastriicture, but

hde by the
hm.

brmation for users should _be-created, reviewed, edited, and published rapidly, frequently, and

reverting
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