
User Centered 
Design and Scrum
Working with Personas, Scenarios and User 
Stories in Scrum Projects
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Agenda
11:00 Intro and agenda

11:05 – 11:15 Warmup

11:15 – 11:25 Presentation of the vision

11:25 – 12:00 Short overview of user stories

12:00 – 12:30 Personas and Scenarios

12:30 - 13:30 Mittagspause

13:30 – 13:40 Product Vision

13:40 – 14:15 Develop Personas

14:15 – 14:45 Develop Scenarios

14:45 – 15:15 Write user stories

15:15 – 15:30 Retrospective
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Vision: A Better Drinks 
Machine

Our company develops automated drinks machines 

Our new product should be positioned in the upper market segment 
and be differentiated from “normal” drinks machines. 

Using this vision:

Plan and develop a first version of the machine (including testing!)

How can you develop it? Well, it’s up to you, but here are some 
proposals:

Block diagram or sketch

3D model

Ask the prodcut owner and use your creativity! 

Most importantly - have an increment of your machine that you can 
demonstrate and that meets the acceptance criteria during the sprint 
review.
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Overview
Personas

Identify a particular type of user (with 
definite behaviour)

Scenarios
Describe a user’s journey through the 
system

User Stories
Identify the pieces of functionality that the 
user requires during their journey
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Workflow

Define 
Personas

Write
Scenarios

Derive
User

Stories
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Personas
Define definitive exemplary users
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Who are the users?
Many projects incorrectly assume that there is 
only one type of user:

“The User”
All of the user stories are written from the point of 
view of this user. All users have the same goals. 
This results in missing stories.
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Personas vs. Market 
Segmentation

Market segments:
Based on demographics
Distribution channels
Purchasing behaviour

Personas:
Based on usage behaviour

May be some overlap but generally a 
mistake to map one-to-one
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Personas
Extend the view beyond that of a simple 
“User”
They allow the team to live and breath the 
world of the users.
They enable the team to take account of the 
characteristics, motivations and behavior of a 
wide spectrum of users whilst still focus on 
the needs of individuals.
Personas come from User Centered Design 
and are a good fit with Agile and User Stories.
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Definite Beviour - Not 
Average Behaviour

“Personas do not seek to establish 
an average user, but rather to 
express exemplary or definitive 
behaviors within an identified 
range.”
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Types of Personas
Focus – The primary users of the system. We should optimize the 
design for these users. At least one persona must be a focus 
persona.

Secondary– Also use the system. We will address their needs 
with a lower priority

Less important – This group includes occasional users, 
unauthorized users and user who use the system incorrectly

Affected – They don’t use the system themselves but they are 
affected by it. For example, those who read reports but do not 
generate them or the partner of a user.

Excluded – People for whom we are explicitly not designing the 
system and who should be excluded from using it. Useful so that 
we can avoid wasting time on requirements that are not needed.
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Example Persona
Name: Jim
Age: 40
Residence: Mount Merrion, Dublin 4
Occupation: Financial Planner
Likes: Rugby, Golf, Gadgets
Dislikes: Computers & setting the VCR
What we have to do for him: He will only use a new financial 
planning product if it is better than his current paper-based 
method. It must be efficient, simple to use, give constant 
feedback, and allow him to control the entire process. 
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Scenarios
Identify user journeys
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Scenarios
Describe a journey through the system
It is often useful to base a scenario on a 
typical day
Special days (e.g. end of month) sometimes 
need an additional scenario
Interviews with existing and future users are 
often useful as a starting point for writing 
scenarios
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While getting ready in the morning, Vivien uses her phone to check her e-mail. It has a large enough screen 
and quick connection time so that it’s more convenient than booting up a computer as she rushes to make 
her daughter, Alice, a sandwich for school.

Vivien sees an e-mail from her newest client, Frank, who wants to see a house this afternoon. The device 
has his contact info, so now she can call him with a simple action right from the e-mail.

While on the phone with Frank, Vivien switches to speakerphone so she can look at the screen while talking. 
She looks at her appointments to see when she’s free. When she creates a new appointment, the phone 
automatically makes it an appointment with Frank, because it knows with whom she is talking. She quickly 
enters the address of the property into the appointment as she finishes her conversation.

After sending Alice off to school, Vivien heads into the real-estate office to gather some papers for another 
appointment. Her phone has already updated her Outlook appointments, so the rest of the office knows 
where she’ll be in the afternoon.

The day goes by quickly, and she’s running a bit late. As she heads towards the property she’ll be showing 
Frank, the phone alerts her that her appointment is in 15 minutes. When she flips open the phone, it shows 
not only the appointment, but a list of all documents related to Frank, including e-mails, memos, phone 
messages, and call logs to Frank’s number. Vivien presses the call button, and the phone automatically 
connects to Frank because it knows her appointment with him is soon. She lets him know she’ll be there in 
20 minutes.

Vivien knows the address of the property but is a bit unsure exactly where it is. She pulls over and taps the 
address she put into the appointment. The phone downloads directions along with a thumbnail map 
showing her location relative to the destination.

Vivien gets to the property on time and starts showing it to Frank. She hears the phone ring from her purse. 
Normally while she is in an appointment, the phone will automatically transfer directly to voicemail, but Alice 
has a code she can press to get through. The phone knows it’s Alice calling, and uses a distinctive ring tone.

Vivien takes the call — Alice missed the bus and needs a pickup. Vivien calls her husband to see if he can 
do it. She gets his voicemail; he must be out of service range. She tells him she’s with a client and asks if he 
can get Alice. Five minutes later the phone makes a brief tone Vivien recognizes as her husband’s; she sees 
he’s sent her an instant message: “I’ll get Alice; good luck on the deal!”

18



Advantages

Users will be clearer We can start to focus on creating a 
system for people

We can integrate 
personas and user 

stories

We avoid talking about 
just “users”

Instead we talk about “Annette” the 
frequent flyer

As <Annette> I want <Story> 
because <Value>
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Advantages (2)
Communication

The power of narrative
Common language

Focus on the persona, not the functionality
As Bob …
Would I use this feature?

Creates empathy
No more jokes such as:

“Lusers“

The last bug isn't fixed until the last user is dead. 
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Bringing it together: Personas, 
Scenarios and User Stories

Persona

Scenario Scenario

User
Story

User
Story

User
Story

User
Story

User
Story

User
Story

User
Story
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Avoid!

Stereotypes

Group Think

Beginners

Super Users
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User Stories Applied: For Agile Software 
Development (Addison-Wesley Signature 
Series), Mike Cohn
The Inmates Are Running The Asylum, Alan 
Cooper
About Face 3, Alan Cooper et al

Further Information
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Contact Information

Simon Roberts
simon.roberts@scrumcenter.com
Tel: +49 160 8082012
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