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Capstone Project, Team XXX, Fall term 2009-2010
Release Plan for Cycle 2
What this document is:
This document lists, for each development cycle, the user stories to be completed by the end of that cycle.
· It is revisited and possibly revised at the beginning of each development cycle.
· It is used:
· As a rough specification of the project.
· For generating the acceptance tests.
· For generating the task list at the beginning of each development cycle.
This version of the Release Plan is the version prepared prior to beginning Development Cycle 2.
From the Rules of Extreme Programming (XP) at www.extremeprogramming.org/rules/userstories.html:
User Stories are written by the customers as things that the system needs to do for them … They are in the format of about three sentences of text written by the customer in the customer’s terminology without techno-syntax … Each story will get a 1, 2 or 3 week estimate in “ideal development time” [includes testing, but no meetings, email or other interruptions].
This document also includes an elevator statement – a description of your project that could be delivered to an interested party in about 30 seconds (e.g. while you are riding in the elevator with them).  You will use an elevator statement to give context to your user stories.
This document also includes the features of your project in three categories, to help control your project’s scope.  Think of the features as abbreviated versions of your most important user stories.  The “bonus features” can be included in your Release Plan or not, as you see fit.
Instructions:  Students:  Prior to beginning Cycle 2’s implementation, complete this document by:
1. Leave this page of instructions unchanged.
2. Copy pages 2 and following from your Release Plan for the previous cycle into this document, putting them after these instructions.
3. Modify the Release Plan as needed to reflect:
a. What actually was released from the previous cycle,
b. Your more refined understanding of what you expect to be able to accomplish in this cycle, and
c. Any user stories that you and your customer now see should be added, deleted or modified.
Since your project is much smaller than a “real-life” project:
· Your user stories can be as short as 1 sentence (and no more than 3 sentences).
· Each user story should be something that you believe your team could implement in 1 to 3 hours (NOT weeks!) of “ideal programming” [no interruptions, no unexpected problems].  From www.extremeprogramming.org/rules/userstories.html:
Longer than [3 hours, for us] means you need to break the story down further.  Less than [1 hour, for us] and you are at too detailed a level, combine some stories.
· You should have about 30 plus or minus 10 user stories in total.

