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1. K. Wiegers and J. Beatty, “Software Requirements, third edition” Microsoft. ,
2013.
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. Flesh out user requirements

. Derive functional requirements
Maodel the requirements

. Specify nonfunctional requirements

. Define business requirements Review requirements

. Identify user classes . Develop prototypes

. Identify user representatives Develop or evalve architecture

. Identify requirements decision
makers

. Allocate requirements to components

. Develop tests from requirements

. Plan elicitation

_Validate user requirements,
functional requirements,
nonfunctional requirements,
analysis models, and prototypes

. Identify user requirements

. Priaritize user requirements

Repeat for iteration 2

Repeat for iteration 3

Repeat for iteration N




