
1. Business Process Modelling (BPM)
· A business process is a collection of activities designed to produce a specific output for a particular customer.
· It is a process having specific order of work activities from start of project with considering time and place.
· At the end it clearly defines input, output, goal, resources, value addition for project.
2. Project Initiation
· When client need software application he will do initial analysis about required features and prepare Requirement Document. This documents is released for all potential companies as ‘Request For Proposal’ (RFP). In RFP business needs appear.
· ‘Request for Information’ (RFI) is a form which is attached to RFP or can be released as separate form. In RFI all potential companies will fill information which company wants to know.
· After this client conducts ‘Pre Bid Conference’ to clarify queries of all participants and release ‘Request For Quotation’ (RFQ) for interested companies.
· After receiving quotations from participant companies client conducts Technical Verification to know about technical capabilities of companies.
· Short listed companies from technical verification will undergo for Financial Verification. 
· Companies shortlisted after these steps will stand chance for project allocation.
· Now client follow process about rate negotiation and assign project by issuing Statement of Work (SOW).
3. Gantt Chart:
· Gantt Charts are chats prepared by project managers.
· Gantt charts are excel sheets used to track status of project so it will be easier to provide project status to client whenever asked.
· A Gantt chart is a tool used to schedule, track, and communicate the progress of a project's tasks and deliverables. 
· It is a visual representation of a project timeline, showing tasks, their start and end dates, milestones, dependencies, and resource assignments. 
4. Scope Creep and Server:
· Scope creep is a condition which occurs when project is not able to complete within budget and time constraints.
· When is initiated then some space for documentation and some for coding will be allotted by Network Engineer. 
5. Risk Analysis:
· An uncertain event or condition which directly impacts in cost, time, scope or quality.
· It is a process to identify business, financial, technological and operational risk.
· A risk a process which affect success or failure of project. When one may not able to avoid risk you can limit impact of risk by preparing before risk.
· Avoid: Do something to eliminate risk.
· Mitigate: Do something to reduce affect is risk occurs.
· Transfer: Pass risk to other entity.
· Accept: Do nothing about risk accept risk with consequences.
6. BA Thumb Rules:
· Solve Client problem only by IT solution – Concentrate on providing more IT solutions from which client can solve his problems.
· Be like lotus in mud – Provide correct solution to client without considering any other’s opinion.
· Never take tensions but pass on tensions – As a BA one has to work on multiple projects & BA is SPOC for client. If client discusses anything it will not affect to other project.
· Requirement hurried project buried – If as a BA you collect requirements in fast way and developer team is not able to get that then it will affect success of project.
· Never criticize stakeholders – appreciate them for small efforts – Never speak ill about any stakeholder as it will break trust and belief.    
7. Do’s and Don’ts of BA
Do's as a BA:
· Go to a client with a plane mind.
· Go to the client with no assumptions.
· Listen carefully and completely until the client is done.
· Ask your queries when the client is done speaking.
· Maximum try to extract the leads to solution from the client.
· Question the existence of existence.
· Consult SME for clarification in requirements.

Don'ts as a BA:

· Never say no to the client.
· There is no word called 'BY DEFAULT'.
· Do not interrupt the client when he is giving you the problem.
· Don't be watched away by I don't functionalities.
· Don't imagine solutions on screen basis.
· Never try to give solutions to clients straight away with your previous experience and assumptions.

8. Methodologies:

· 1. Sequential - It is a linear Method. In this methodology each face must be completed before initiation of the next phase. The waterfall model is a sequential SDLC model. In the sequential method Validation is done at the end.

· 2. Iterative- It is based on an Iterative and Incremental action. Validation is completed at each stage in this method. Rational Unified Process is one model of Iterative Method.

· 3. Evolutionary -This method focuses on Risk Analysis. A prototype is produced in one of the phases of this method and is re-engineered as per customer requirement.

· 4. Agile- Can be implemented where fast delivery is required. No documentation is required. It has 4 Values And 12 Principles. Scrum, Kanban are few models used in Agile Methodology.

9. Waterfall Model:

· It is more forward approach of waterfall model. 
· In this model, project goes into seven phases of life cycle. Requirement gathering, requirement analysis, Design, Development, Testing, Configuration Management and Deployment.
· Testing will be done at the end of process.

10. RUP Model:
· RUP is based on set of elements which describes what is to be produced, skills required and how the goal will get achieve.
· The main elements are Who, What and How which describes roles and responsibilities, output comes of related work input and how to get specific result respectively.
· Model has four lifecycle phases.
1. Inception: It is agreement between team and customer for what to build
2. Elaboration: It is agreement within team for design ad architecture
3. Construction: It is implementation of full system.
4. Transition: to delivery defect correction, to ensure customer feedback
· Within each iteration, tasks categorizes into nine disciplines.
· Business Modelling, Requirements, Analysis and Design, Implementation test, Deployment, Configuration and change management and environment.
11. Spiral Model:
· The evolutionary Model works in four phases. Planning, Risk analysis, Engineering and Evaluation.
· A project repeatedly passes through these four phases in spiral way, hence it known as Spiral model.
· Requirements gathered in planning phase. In next phase, we can identify risk and alternate solutions. 
· A prototype is produced at the end of risk analysis phase. Software is produced at the end of engineering phase. Customer can evaluate project in evaluation phase.
· In this model, angular component represents progress and radius denotes cost of project.
12. Scrum Model:
· This model has Faster delivery and no documentation is required in this process so the customer can be retained, as the code itself forms as documentation. 
· Scrum can be implemented either at the beginning or at the middle of the project if the project is falling behind.
· Key Words in Scrum are:
1. Scrum team - Includes BA, Developers and Testers. Average size7-8
2. Product Owner – Responsible for how the product has to be. 
3. Scrum Master: Monitor the Performance of the Team. Usually, BA plays this role.
4. Burn Down Chart: Graphical view of Work left Vs Time in an iteration.
5. Epic:  Set of related user stories
6. Product Backlog: All stories and all requirements are mentioned here
7. Meetings:
 	  	 i. Sprint planning meeting: Happens at beginning of each sprint.
 ii. Daily Scrum Meeting: Team has to answers 3 questions about daily progress
iii. Sprint Review Meeting: Happens at the end of Sprint. Completed User Stories are   
   	                   demonstrated to Product owner.
iv. Sprint Retrospective: Team answers the questions saying what went well, what not and what improvements are required.
8. Iteration: Each Iteration includes all waterfall Activities. Time 1-4weeks
9. Scrum: Iterative Development Methodology
10. Sprint: Time Boxed to deliver a specific set of user stories.
11. Story points: Determine the size of user story.

13. Four Main Values of Agile Manifesto:
Four Main Values:
1. Individuals & Interactions over Processes & Tools
2. Working Software over Comprehensive Documentation
3. Customer Collaboration over Contract Negotiation
4. Responding to Change Over following plan

14. Twelve Principles of Agile:
1. Customer Satisfaction: Satisfy customer through early and continuous delivery of software.
2. Change in Requirements: Welcome changing requirements, even late in development. Agile process harness change for customer’s competitive advantage. 
3. Frequent Delivery: Deliver working software frequently from weeks to months with preference to timescale.
4. Team Work: Business people and developers must work together throughout project.
5. Motivation: Build projects around motivated individuals. Provide support they need & trust to get the job done.
6. Face to Face Conversation: The most convenient method to communicate information to development team is face to face conversation.
7. Progress measure: Working software is primary measure of progress. 
8. Constant Pace: Agile process promote continuous development. The sponsers, developers and users maintain constant pace.
9. Excellence & Design: Continuous attention to technical excellence and good design.
10. Simplicity: The art of maximizing amount of work not done is essential.
11. Self-Organizing Teams: The best architectures, requirements and design will emerge from self-organizing teams.
12. Adjusting as per Environment: After specific intervals, teams should reflects on how to become more effective & adjust behavior accordingly.
15. Sprint:
· A sprint is scrum based agile methodology concept which is similar to iteration. 
· A sprint is time boxed to deliver a specific set of user stories and produce working features within set period time. 
· During sprint planning, customer or product owner specifies priority of user story and development team commits to complete for given sprint. 
· During sprint, user stories can be removed from sprint but new user stories cannot get added. 
· Non addition of user stories can help developing team to get more focus on accomplishing goal.
 16. Meetings in Agile Project:
1. Sprint Planning Meeting: This meeting happen at the beginning of each project. In this meeting sprint team decides what will team is going to achieve during sprint.
2. Daily Scrum Meeting: Daily Scrum Meeting happen on daily basis to check – 
· What did you today?
· What will you do tomorrow?
· Are there any impediments that are slowing you or stopping you?
3.    	Sprint Review Meeting: Sprint review meeting will conduct at the end of each sprint where     team shows completed stories to product owner and get it cleared.
4.     Sprint Retrospective Meeting: Sprint Retrospective Meeting happen at end of sprint where team will answers questions:
· What went well in the sprint?
· What did not go well?
· What are required areas of improvements in the next sprint?
17. BV, CP, User Stories and Acceptance Criteria:
· BV is Business Complexity given as per importance of task. It is estimated by scrum currency notes. Ex. Rs. 10, Rs. 20, Rs. 50, Rs.100, Rs. 200, Rs. 500, Rs. 1000.
· CP is complexity points are given by developers by as efforts taken to complete task. The CP estimated by Poker Cards like ?,1,2,3,5,8,13,20,40,100,BIG.
· Business complexity numbers decided on business point of view while Complexity points decided on basis of effort taken by developer team.
· User Stories: User stories is information for developers which gives purpose and benefit.
· Acceptance Criteria: It is criteria from which developer will get idea about development particular thing.
18. Brainstorming: 
- Can be done individually or in groups.
-It is the most effective way to generate lots of ideas on specific issues and rate which idea is the best solution. 
-It is the most effective with a group of 8-12 people.
-It should be performed in a relaxed environment.
-Brainstorming is generally used in identifying all the possible solutions to problems then prioritisation is done.
-Stages of brainstorming are 
i. Prepare for brainstorming: 
   -Develop the clear and concise definition of area interest and determine the time limit for   the group.                                                       
   -Decide who will be included in the session and their roles.
   -Establish the criteria for evaluating and rating the ideas.
ii. Conduct brainstorming session:
   -Share the ideas without any criticism and visibly record all the ideas.
   -Encourage the participants to be creative.
   -Don't limit the number of ideas, as the goal is to elicit as many ideas as possible within the time period.
iii. Wrap-up the brainstorming:
   -Once the time limit is reached discuss and evaluate the ideas and eliminate the duplicate ideas.
   -Rate the ideas and distribute the final list of ideas to appropriate parties.
   -people cannot easily brain storm the ideas and this is the biggest disadvantage of brainstorming.

19. Document analysis:
-Document analysis is one of the compulsory elicitation techniques for any project
-Documentation about the current system can provide some of the inputs for the new system requirements.
-Evaluating the documentation can assist in making AS-IS of the project and also helps in driving the gap analysis of the project.
Stages for document analysis are-
I. Prepare for document analysis
   -Evaluate which existing system and business documentation are relevant.
ii. Analyse the documents 
   -Study the material and identify the relevant business details.
   -Document business details and questions for follow up with SMEs.
iii. Post document analysis wrap up
   -Review and confirm the selected details with SMEs and obtain answers to follow up questions.

20. Requirement Validation:
There are few techniques to validate requirements.
FURPS:
F –Functionality – Capabilities, Generality, Security
U – Usability – Human Factors, Consistency
R – Reliability – Accuracy, Predictability, Failure time
P – Performance – Speed, Efficiency, Response Time
S – Supportability – Testability, Install ability, Compatibility
CUCV:
C – Clarity – clear requirements
U – Understandable – requirements should be easily understand.
C- Consistent – Requirements should not contradict with itself as it will lower benefits of organization
V – Verifiable – Requirements should be easily verifiable so that in future one can understand them clearly if required.

C - Complete                       A – Authorized		S - Smart
A – Accurate		   P – Prioritized			M - Measurable
E – Executable		   V – Verifiable			A - Attainable
			   U – Unique			R – Realistic
[bookmark: _GoBack]							T – Traceable/ Time Bound
