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DAILY

What did you
work on ("'( -

What are you
working on '1-

Do you have any
547(-54()" ?



MECHANICS




POTENTIALLY

PRODUCT INCREMENT



HIGH QUALITY

COMPLETE



SPRINT



What did we do
well?

What didn’t we do
well?

What do we need to
change to do better?
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SCRUM

Removes impediments

Enforces values and practices
Servant leader

Not the decision maker

Doesn’'t commit to dates, budgets

Facilitates with team and client



PRODUCT

Represents (or Is) the user/client
One voice, even If not one person
Typically a Product Manager
What to build and what sequence
Conveys expectations

Defines project goals



PRODUCT

Manages Return on Investment (ROI)
Prioritizes backlog to maximize ROI
Calls for releases

Establishes the vision



Typically 5-9 people

Fu
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I-time members

f-organizing

f-managing

Cross functional

NO egos






PRODUCT

The requirements
List of all work for the project

Expressed so that each item
has value to users/customers

Prioritized by product owner

Reprioritized at the start of each
sprint



USER



AS A <type of user>,
| WANT TO <goal>,
SO THAT <reason>.



AS A DOG,
| WANT TO BE ABLE TO ORDER FOOD ONLINE,
SO THAT I DON'T HAVE TO RELY ON PEOPLE ANYMORE.



USER

Write on note cards

Annotate with notes, estimates

Detalls comes from conversations
with product owner

Acceptance tests confirm story
was coded correctly
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ndependent
egotiable
aluable

stimable

Ized appropriately

estable




ndependent

Dependencies lead to problems estimating and prioritizing
Can select single story to work on

egotiable

Stories are not contracts
Leave or imply some flexibility

aluable

To users and customers, not developers
Re-write developer stories to reflect value to
users or customers




stimable

Must be able to estimate them
Plans are based on user stories

Ized appropriately

Small enough to complete in one sprint
Bigger if further off on the horizon

estable

Binary test result, either you coded the story or not
“Done” or “Not done”, no “partially finished” or “done except”







FOCUS ON
[NOT THE PLAN]









PLANNING

Team selects items for sprint
Sprint backlog created

Tasks indentified and estimated
Collaborative, not directed

Intent: Establish sprint goal



PLANNING

ldentify anything unique (holidays, vacation)
Select sprint goal

Select highest priority items that meet goal
Discuss it to create tasks

Estimate tasks (1-16 hours)

Ask: “Can we commit to this?”

Repeat until no more can be committed
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PLANNING

A prioritized backlog
Estimates for each user story

The team’s velocity







USER

How many customers a
for a specific feature?
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PLANNING

A prioritized backlog
Estimates for each user story

The team’s velocity
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PLANNING



PLANNING

Read user story, discuss briefly

Each team member selects estimate card
Cards all turned over at once

Discuss difference and outliers

Re-estimate until estimates converge
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PLANNING

A prioritized backlog
Estimates for each user story

The team’s velocity







( 135 5 A useful long-term measure of the
amount of work completed per sprint




ESTIMATE SIZE



RELEASE

Team Velocity: 14




RELEASE

Team Velocity: 14
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TASK

Story To Do In Progress To Verify Done
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Agile Methodologies: Survey Results, Shine Technologies, 2003




.0%

REDUCED

COST



033) 8 033) 6 &0$13
=/$D [s#=/1$D  [%/0#&&

& >@ 0@ > @ A* 9B@ & 033)? 65!
3 ' 0= C! *9= %@0@ )HHH@




IO_I_



o SiZt
TIME% EFFORT









REFERENCES

5 5EE @ @ E=
1 2) 5 5EE @ E
1 5 5EE @ @ E E 3 *9@
)3 5 5EE @ @
1 5 5EE @ @
422 5% . 5 BEE( @ E E& & 033 ) @
1 %6# ) 5 5EE @QF @
0) )2 5 & 0@ =
0 8;*
"3 5 > # I
* 8
% ) 5
3 > & G & $ ? & $ ? # &
/| H *
1 5
> & G & $ ? & $ ? # & |/
H *
51 "# $% $% " % $% " 3 G * 6

A 5EE @ @ E E B




