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Before We Start

Al Stf LIK2ySasz LI IASNEZ
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wait! It is better to answer the question while
we are still in the same area than to go back.

A We will take a break after about 90 minutes
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Introductions

A 30+ years of software industr
experience

A Scrum Alliance CertifigBicrum
Coach (CSC)

A Bachelor and Masters degrees
in Computer Science

A Roles included Tester,
Developer, Dev Manager, QA
Manager, Product Manager, bob.hattman@agileforall.com

t NE2SO00 al yI 3 SNEwmEbobon
A Started with agile in 1999
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b& 3 DiscussionWho are you?

A Please introduce yourself including:
T Name
i Company and Role
I Agile experience

9 g\ﬁ’
po e

#% ¢ DiscussionOur Goal
A This workshop is to learn about agile, while

participating in an agile project
A In other words, this workshop IS an agile project!

A What should the goal be?‘.

A How about:
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How the Workshop Will Function

A This is going to be just like an agile project
A All of you represent certain roles
T Customer/Stakeholder
T Team Members
A | represent certain roles
T Product Champion
T Team Member
T Agile Project Manager
A We will go through an entire release, including
planning, iterations, retrospectives, etc.

A Our iterations will each be 2B0 minutes in length, so
we will be covering things VERY quickly!

Starting the Project

A In an agile project you need two things to get
started on a project:
i Vision Statement
T Prioritized Product Backlog

A Our vision statement will be:

FORhe attendees of this worksho/HOwant to learn
more about agile software developmemtHE
workshoplS ANagile projectTHATwill help them
understand agile with real examples.

UNLIKEther workshops about agi®@ UR WORKSHOP
will teach agile by being agile.
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Vision statement template

FOR <target customer>

WHO <statement of the need>
THE <product>

IS A <product category>
THAT <key benefit>.

UNLIKE <primary competitor>
OUR PRODUCT <further differentiation>.

From ACrossing the Chasmo by Geoffrey

Our product backlog (not prioritized!)

Iteration Title Votes
Expectation®f Agile

Why Consider Agile?
Aqgile Metrics
AqgileProcess Basics
AgilePrinciples
AqgilePeople and Roles
Aqgile PM vsTraditional PM
Aqile Planning

Aqgile Requirements

Aqile Testing

Release
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Release planning meeting

A Go from @ t{

A Everyone that will work on the project should
attend in order to have their input heard
A 15t part of meeting &% 00"

NS

9
A 2nd part of meeting ask questions /i

A Last part of meeting for initial planning ——

T Non-core team members should use this *-f’
time to make sure their needs are addressed %

b& ' DiscussionReleasglanning

A What should our release backlog look like for

this workshop? Pe,
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Iteration O
A Purpose is to get ready to start coding
iterations
& 8
A Gather people resources
A Get organized
T

[ 8
A Identify early risks

Workshop Iteration O

A Some definitions:
T Release; Final output of the development process

T Iteration¢ Small piece of the development time. Fixed
length, usually 2 weeks, but can range from Weeks

T Backlog; list of work items for the product, release or
iteration

A Our risk today is that we may run out of time
T We will limit each section to no more than-3® minutes

i That should give us time for@&literations during the
workshop

i We will reevaluate after each iteration to make sure we
IS0 auKS NARIKOUG mn LZ2dzyRa 2
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Iteration planning meeting

A Team, Product Champion and Scrum Master

T Purpose is for team to make commitment for what will be
done during the iteration

=
A 1stpart: Ask questions and size stories.
Make initial guess at commitment

A 2ndpart: Break down stories i]
Team does this without
Product Champion

A 3dpart: explain commitment . 3
(based on prior velocity) o o

Let’s get started!
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Agile Process Basics

b& 3 DiscussionWhatDo WeKnow

A What are some ways to define agile software
development?
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Dilbert on agile

Dilbert knows agile! J

WE NEED AGILE PROGRAMMING
THREE MORE  AGILE DOESN'T JUST MEAN iyl
MESOR i, [f] Somereti [l nmenm
MING : ASK AGAIN.

METHODS.

/ \

www.dilbert.com scottadame@aol.com
4605 £2005Scoft Adams, Inc./Dist. by UFS, Ind

R

[

THAT MEANS NO MORE
PLANNING AND NO MORE
DOCUMENTATION, JUST

START WRITING CODE

AND COMPLAINING.

WERE GOING TO
TRY SOMETHING
CALLED AGILE
PROGRAMMING.

.
Bt

© Scott Adams, Inc./Dist. by UFS, Inc.

IMGLAD | THAT
ITHAS A wWAS YOUR
NAME. TRAINING.

143647 ©2007 Scott Adams, Inc./Dist. by UFS, inc.

www.dilbert.com  scomadama®@sol.com

What others commonly say

I IAE S AaxX
Building software in iterations

typically 4 weeks
most teams use 2 weeks

Teams work from a prioritized backlog
prioritized by Product Owner ~ ] ~
O2yaraita 27T @dagsIiNatiegnt 2 NRA S i

Teams are selbrganizing and sellirecting
agile project manager (Scrum Master) facilitates

meetings and removes impediments
teams make commitments and work as a team

Every day starts with a daily staiigh
3 questions answered by everyone
no one else allowed to participate

10
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A more purposeful definition

I IAES AaX
0dzAf RAy3d (KS KAIKSAD

6AGK KA IK ol HioLboRd i & X

: b4 L
as fast as pos&ble.%@/@

Typical agile project flow

Project is approved (generally outside agile)
Release planning meeting

Iteration O

Iteration planning meeting

Execute iteration (daily standp meetings)
Iteration demo and retrospective

If release not complete go to step 4
Release

. Release retrospective

0.Repeat

HO©oO~NOO~WNE

11
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Agile process diagram

DAILY SCRUM

MEETING

POTENTIALLY
PRODUCT SPRINT
BACKLOG

SHIPPABLE
PRODUGCT

BACKLOG

INGREMENT

2-4 WEEKS

o

COPYRIBHT © 2005, MOUNTAIN GOAT SOFTWARE

Another agile process diagram

v 4 >
Y > Sprint pally cvcle ‘o
<« planning 2 Dail o
y scrum
N il > Daily work
i &
Preparation
Release n
> Business case & funding aizis
> Contractual agreement > Update
> Vision p?;cduk'c:g
> Initial product backlog =
> Initial release plan Process > Product
> Stakeholder buy-in
> Assemble team

increment

7 N ﬁ R -
> ~
(" product backiog Product owner 7 6 N
A\ A > Sprint // )
Lt “retrospective Y it \_ Scrum master
@ 2 (" product backiog p
(_ 1mpediment list A (" burndown

> Sprint
review

-
(" Product backlog
___ delta report

[ Sprint backiog
. burndown

\_ Stakeholders y

12
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Agile Roles

Praduct owner

Scrum master

Users

Team mearmbers

Stakeholders

lteration ¢ the basic unit of agile
» Sprink
P hestg
» Update
product
Sprint
retrospective
" e
lterations create a Aproduct increme
software. o This means everything is
can get it wrong in an iteration and then fix it all up in the next iteration!!!

13
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Dalily staneup ¢ Part |

A Team and Scrum Master attend
i Others can attend but it is not necessary

I This is team time, others should not participate
unless it is by agreement with the team

A 3 questions are answered by each person
T What did | do since we last met?
T What will I do before we meet again?
T What is blocking me?

Dally staneup ¢ Part Il

A Best is to add 3 more questions at the end of

the meeting
i Do anyone have any tasks that need to be added?

i Does anyone have anything we all need to know?
i Do any followup meetings need to be scheduled?

ANOTE: this part of the meeting is NOT a strict
Scrum/Agile practice. It just seems to make
things work better! People not on the team
can participate here, especially during th# 2
extra question.

14
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Things to remember

A Everyone on the team participates in part |
A No one outside the team participates in part |

A In part Il only items that are necessary for the
entire team to know are addressed

A THIS IS NOT A STATUS MEETING!!! This is a ti
for the team to interact
1 Hold each other accountable for results
T Work better together by helping each other

I Together make sure they are on track to meet the
iteration commitment

Assigning tasks5 h b Q¢ H

A Everyone always follows the same rule for what
to do next:
i Go to the highest priority story and if you can do one
of the tasks, do that
iLF &2dz OFlyQl R2 lye 27F i
priority story where you can do a task and do that
A Things are always being worked from the top of
the list down, so highest value will be delivered aj
fast as possible

A These two things done together create A
dagl NXYAYy3IE 2y auz2NASa

15
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Usual method of assigning tasks

- People

Task 1 Task 2 Task 3 BOb

Jill
- Don

Task 1 Task 2 Task 3

A

Bob will do US1

Jill will do US2
Don will do US3

Task 1 Task 2 Task 3

Stories and Tasks

Usual method of assigning tasks

2 People
Hc_‘% Bob
- Jil
% 7 Don

Task 2 Task 3
@ s
3 Don will do US3
)

Den||| Task2|| Task3

16
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Stop hereg Do we deliver value?
& People
7))

D‘E Beb||| Bob||[ Tas«s
©
c —
© Jaklz ||| ekl ||| Task3
T as

8 Bob will do US1
i Jill will do US2
e Don will do US3
S
| Bon|| Bon||| Tasks

- Swarming examplestart
2 - People
2]
HE Task1| | Task2| | Task 3 BOb
ol Jill
% 7 - Don
w Task 1| | Task2| | Task 3
@
P W
o}
el
m L Task 1| [ Task2| | Task3

17
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Swarming example 1st tasks

- People

Task 1 Task 2 Task 3 BOb

Jill
- Don

Task 1 Task 2 Task 3

Task 1 Task 2 Task 3

A

Stories and Tasks

Swarming example 2nd tasks

People

Beb|| Benl|| Tasks Bob
Jill

A

Don

Task 2 Task 3

Stories and Tasks

Task 2 Task 3

18
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Task 1 Task 2 Task 3

Stop here- Do we deliver value??
& ! People
T
- B@bI IiaemI Eaem]
©
i
o l 3t || Bob [ it
2
15
e
d
m

&”{ﬁz f DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

19
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Why Consider Agile?

b4 DiscussionWhyagile?

ALT a2YS2yS lala eé&2dz q
respond?

20
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Building a business case for agility

A Business case essentials:
i Bottom line dollars and cents
T Improvements
A For this business case we should include:
I Business value created quickly
i Creating better products
I Team dynamics
I Planning improvements

Adding Business Value Quicglbx Simple Example

A Stuffing envelopes can tell us a lot about agile
J

A What are the advantages of getting something
released more quickly?

21
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Creating better products

Question: What percentage of software features are NEVER used?

‘l | Never Used

45%

Sometimes
16%

Source: The Standish Group

Delivering business value quickly

Question: If we get rid of the 64% of software that is rarely or never
used, what happens to our overall software development efforts?

&\

\

Sometimes Never or

16% Rarely Used
64%

Source: The Standish Group

22
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b& ' DiscussionExpectations

A When does the customer know what they
really want in a product?

A How can we help them know earlier?

A Does that sound agile to anyone???

Changes to team dynamics

A Morale improves
i Team succeeds more often 4
i Teams work together
i Teams empowered to succeed

A Failures are very limited

" A single iteration -

' Correction happens immediately /,.'
' Team fails together so no blame

' Happens quickly rather than
bleeding to death from @apercut

23
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Planning improvementi

A Retrospections for correction and
improvement

=
A Accurate management visibility %
o . - ';r
A Better predictability leading to snf;{séif

%E%‘c@ } DiscussionOther Reasons

A What other reasons exist for using agile?

24
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b& ' DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

Agile Principles

25
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Agile Principles

A Based on lean manufacturing
principles <~ |
A Often called Lean Software -
Development principles

A Form the backbone of all agile 5
practices
A Ignore at your own risk!

What are principles?
ps

A Unwavering guides _‘

A Always good

A Foundational

A Never change

at NAY OA LI dzy RSNI e A Y
UAYS 2NJ a éndieck 2 Y Iy
ALYLX SYSY L'y cfF@mu gl
[ 2y OSL u 3

26
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What are practices?

=
A Things we do _‘
A Fit the situation
A Apply principles
A Change as needed

aX oKAE S LINT
uz LI NI A Odz
Poppendieck & L Y LJt
Developmeng CNR2 Y/

Ny O

Gt NAYOALX Sa I LNB dzy/RSNI. & Ay 3 (. NHzi
0KFG R2y Qi OKFIy3aS 208SNJUAYS 2N
space, while practices are the
ppllcatlon of principles to a

partlcular situation. . .
_ This section talks
Practices canand should differ as - apout PRINCIPLES

environment to the next, and
theé/ 2also change as a situation

JgSsaed
(entlre quote fromp Tom and Mary
t Rolo 01 Qa R . .
aLYLJf YSYuAy3a [SIYy {2Fugl NbB
I__DeveIO)oment From Concept
u aKeévov

27
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Agile Principles in a Nutshell

AEliminate wastei#
ABuild Quality In @%?}
ADeliver Fast
Aimprove the Systerffy”
ADefer Commitment {
ARespect Peopl@f@@@

ACreate Knowledge §

Why these particular principles?

A Following these principles avoids many of the
errors that plag(ue the software mdustry today

%\%@ %@ @
.88 2 e,

28
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Boiling it down to a single thought

Add value auickly
now AND be able
add value quickly
in the future!

Add value auickly
now AND be able

add value FASTER
in the future!

This is at the heart of continuous
improvement i the heart of agile.
This iIis the Aone big

29
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Agile Practices vs. Principles

A Building in iterations

A Daily staneup

A Automated testing

A Nightly build

A Iteration planning

A Product ChampioProduct Owner)
A Release planning

A Retrospectives

%E%‘c@ } DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

30
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Agile Requirements

Dilbert

f

T1LL NEED TO KNOW FIRST OF ALL,
pid WHAT ARE YOU I™M TRYING TO
RT TO TRYING TO MAKE YOU DESIGN
ACCOMPLISH? MY SOFTWARE.

—
T WON'T KNOW WHAT TRY TO GET THIS
T CAN ACCOMPLISH CONCEPT THROUGH YOUR
UNTIL YOU TELL ME J{;?‘?&:;gl-ciggg
WHAT THE SOFTWARE
CAN DO. WHATEVER I DESIGN
IT 70O DO!

T MEAN WHAT ARE \I
YOU TRYING TO
ACCOMPLISH WITH
THE SOFTWARE?
po !
q 1
L / 5

E-mall- SCOTTADAMS S AOL COM

CAN YOU DESIGN
IT TO TELL YOU
MY REQUIREMENTS?

© Scott Adams, Inc./Dist. by UFS, Inc.
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«?&mjﬁ DiscussionAgileRequirements

A Are agile requirements different? If so, how
are they different?

The prioritized backlog(s)

o

“ Iteration backlog
J List of STORIES

for an iteration

Release backlog
List of features for
a given release

Product backlog
All possible features

in priority order

—

32
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al TAy3 GKAyYy3Ia

Product Champion EPIC/FEATURE
creates these items (EPIC:Reporting System)

Minimally Minimally Releasable Minimally
Releasable Feature Feature Releasable Feature
(MRF:Canned Reports) (MRF:Template Reports) (MRF:Direct Queries)

User User User User User Product Champion and
Story || Story || Story Story Story dev team create these
items
1 1 1 1 Notice the elimination of
Team waste (agile principle) by
Tasks l Tasks Tasks creates not spending time on
these pieces that ar
for the releasel/iteration.

User Story Template

As a <user>
| want <function>
so that <value>.

33
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Another way to look at it

As a <who>
| want <what>
so that <why>.

Do we need the <how>?
Do we want the <how>?

Some rules for the backlog

34
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Guidelines

== 15% of backlog is iteration ready as user stories

=== 25% of backlog is in the form of minimally
releasable features

The rest of the backlog is still in the form of
epics or high level features

DO NOT BE OVERLY PRECISE ABOUT THIS!!! These are
just guidelines. Do whatever works best for the team.

‘2% } DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

35
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Agile Testing

b& ' DiscussionTesting

A How do we do testing today?
A How is that working for us?

36
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2 KIG R2Sa aR2y

A Gold standard for agile is that each iteration
creates potentially shippable code, which
means
T All unit tests pass
T All acceptance tests pass

A To meet this standard means that testing
needs to be done DURING the iteration, not
after

I Tests must be written before or concurrently with
developing the software

Defining the type®f testing
Business Facing

\Q

=2 Acceptance IS '8
= Tests o
£ O & 3]
e : > Q =]
o Busmess;@ﬁt @Q -8
S Design of thefProduct =
g (Desig & ) [ @Q 3
o ~2 (O]
o Property =
S s Testing =
Q 9 O
(,3) D Woper Intent Response,

Security

( : n of the COde) { Ol f Ay3asx

Automated - } . OTooLBased
(Developer) Technology Facing (Expensive)

37
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Timeline for Acceptance Tests

A Product Champion refines stories and acceptanc
tests from Release Planning meeting, a few days
before the Iteration Planning meeting

A Developers/Testers add more detailed tests in the
Iteration Planning meeting

A Developers/Testers continue to build out in the
Iteration ¢ failing tests until code is implemented

A Developers get tests to pass

A Becomes part of the Regression test suite when
story is accepted

Build quality in (agile principle) in actiol

Cost to fix defects based on when they
are found
c /
o
S
t
Tir‘ne

Finding and fixing defects as soon as they are created is much
cheaper than finding and fixing them further along in the process.

38
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Validation and testing

A We have to validate
I That we understand what is needed
I That we did what we wanted
T That the product is of sufficient quality

A We must push testing up early

I Tests improve the conversation between
customers and developers

I Tests become executable specifications

wSYSYod S NX
The number 2 cause
of agile failure is
lack of automated
testing!

39
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Open source tools for automated
testing
A FIT: Framework for Integration Tests (ht[fézeon]
A FitNessewiki)

-

e

Framework for Integrated Tests

GET THIS BOOK!

b } DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

40
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Agile Metrics

Measure appropriately

Remember, be careful what you measure!!!

OUR GOAL TS TO WRITE THOPE  TM GONNA
BOGFREE SOFTWARE . ﬂgg THIS WRITE ME A
TLL PAY A TEN-DOLLAR DRIVES  NEL) MINIVAN
THERIGHT  THIS AFTER-
BEHAVIOR.  NOON!

\

/oS
R

) NIRRT
# =2,

DILBERT: © Scott Adams/Dist. by United Feature Syndicate, Inc.

BONUS FOR EVERY BUG
YOU FIND AND FIX.

r--
@)
U.

S /%W\s E-mail: SCOTTADAMS@AOL.COM

I///; © 1995 United Feature Syndicate, Inc.(NYC)

41



Agile Project Management SD Best Practices 2008

Metrics During Iterations

A Need to know only a few things:

T What items have been completed and what items are
not completed

i How are we doing in relation to our plan for the
iteration

A Do not want to track metrics that will create
waste

T Processing raw data into status reports
iDSYSNIGAy3 NBLER2NIa&a GKI G
A Remember, you get what you measure (Dilbert comic)

Iteration status board

Committed In Process Completed

Task Task

Task i

Task

Task

Task

Task

Task

Task

42



Agile Project Management SD Best Practices 2008

Burndown chart

Burn-down Chart

70

60

. /—4\\\

40 \

30 \ —4—Remaining
) \

B \

w -3 —0 1 < =0 ~®

Burnup chart

Burn-up Chart

70

—&—Committed

——Completed

w ~ 35 -0 1 < =0 ~w®n

NOTE: This shows a very bad practice. Ateam should NEVER
drop scope from an iteration!

43
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Additional artifacts prior to release

A Burnup/burn-down charts at the release level
A Impediment list (and results)
A Retrospective action items, owners and result

Performance Related Metrics

A We often need to measure the performance
of people

44
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Span of influence 1
B ABE Span of control (dev): Coded story points must have teamwork
¥ Span of control (QA): Number of tests run and rely on others to

succeed

Span of Span of
control (dev) control (QA)
T items T items
directly directly
controlled controlled

GG@D. Span of influence: Features in the field
“ with no reported bugs in 90 days

o
|

8% 3 DiscussionMetrics

A What other metrics could you use that make
sense in an agile environment?

45
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b& ' DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

e 0%

Return

Agile People and Roles

46
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Agile (Scrum) roles

Product Champion Agile Project Manager
(Product Owner) (Scrum Master)
Fowner of the backlog Aacilitates of meetings
(prioritizes and makes ARemoves impediments
decisions) ARuns interference for
Represents users and the team (firewall for
stakeholders when talking e team)

to team Scrum mastar

ARepresents team when
talking to users and
stakeholders

Users
Team members

Users/Stakeholders

. Team
Arhose that are going to Stakeholders AThe team that will create
use the product or have the product
a vested interest in how Ancludes EVERYONE
itturns out that is part of product
creation

SelfOrganizing Team

A Scrum Teams are filled with people who have
skills, not people playing roles
A The individuals on a team selfganize for the
task at hand
AtCKS o0FaAaoO dzyAld Aa GKS
I The Teamlet has all the skills it needs (analysis,
RS@OSt2LIYSyds RSaadays

it typlcally consists of-2 people to get all the
alAftfta GaO0O20SNBRE

T It swarms on one thing at a time

47
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GD22R¢ ¢SIY t KA QG

A One Bite at a Time
T Do things a little at a time, with planning, validation, and management
of the pieces.
A Validation Centricity
i ¢KS | OUGAGAGASE 2F QFLEtARFGAZ2YZ @
than those of analysis, design, and construction; and that we must
actively look for things that cause us to change.
A Avoid and Eliminate Waste
T Work on those things with the most value; have retrospectives to
evaluate process, etc
A Risk Awareness
I Base decisions on risk analysis and mitigatioequirements risk,
architectural risk, technical risk, quality risk, people risk, etc
A Let Business Value Lead

T Decisions must be based _on the product, not documented plans,
FylrftéasSasz NBIldZANBYSyuaszr 2N RSaAa

Personal Qualities We Want

A There are also personal qualities we like to se
in the members of our team. We call them the
GGSHY @It dzSa¢e
i Play To Win
T Communication
i Cooperation
T Trust

48
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Playto Win

A Many people play "not to lose"
A Playing to win beats playing "not to lose"
almost every time
A Symptoms of playing "not to lose"
I Lots of paper
I Lots of meetings
I "by the book" development
iLdyga /,! GAYSX
A Playing "not to lose" usually creates waste

Why We Communicate

A Communication is perhaps the most
important aspect of softwaréevelopment

A Used for — )=
i Planning \/ \’/
T Layingout scope S

|
I Gettingfeedback
i Explainingaths taken A g <0 -9

A

49
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Cooperate and Trust

A We are a teang a group of individuals thatork
together to be better than any of its parts

A Communicatiorbetween members of the tearis
absolutely essential

A But even more important are

i Cooperatiorg the willingness to subvert ones own
interests to those of the team, and work together to
achieve them

i Trustq knowing that other members of your team are
doing the best they can to do what is good for tkam
A No individual blame the process allowed it, so
improve the process!

Agile Project Manager (Scrum Master

A Removes barriers to help team become more
efficient and productive

A Facilitates close cooperation and creativity across
all roles and functions

A Helpsteam remain focusedn doing themost
importantthings

A Can play role of process coach or help the team
evolve their process

A Keeps Daily Scrum/Standup on task and on track

A Helps resolve the impediment issues list, provide
status

50
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Product Champion
The person responsible for
the creation and maintenance
of the prioritized backiog

»d

J / \
Represents (is a champion for) anyone

that is not present during interactions that
occur throughout the process

Needs toé
Empathize with customers
Understand the technology
Know when to listen!

Remember, values are key

A Agiledevelopmentis not obvious:
i It relies on its people
i It takes extraordinary discipline
A Your individuals must have personal values that
support agility
i Developers
T Managers
T Customers
A These values are crucial
i Without them you have no chance with any process
i With them you can make almost any process work

51
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b& ' DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

Expectations of Agile
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Common myths about agile

A You will release more software faster
T You will release the highest value software as quickly as possib

T More code will NOT be written in less time, but when you are
continuously releasing high value software it APPEARS that yol
are going faster

AV 33Xt S R2S adgconientsfi@S R | y &
i ¢KS LIKN}asS 2 1S8SSLI AY YAYR A
this applies to most agile myths
A The developers run the show in agile

T The developers follow the rule of finding the highest priority
task to work on and doing that

T The Product Champion role defines the priorities, not the
development team

Immediate expectations

A The team will have a lot of questions

T Questions should generally be funneled through a small
number of people

T This is where it is very useful to have a coach!
A The worst thing to do is to try and make up an answer on the fly
Ao@Sy AT @2dz NB aaz2vYSeoKI G &dzNE
A The team will want to know how/when they will be
getting started with what they learned
T This needs to be communicated clearly

T There will be some questions about how other groups are
going to be integrated again, communicate clearly
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lteration 1

A Planning will be completely different
i People will be uncomfortable with new methods
T Stick with it, this stuff really does work!

A There will be some confusion
i This is entirely normal!

T Work through it and improve your understanding of
the process

T Again, get your coach involved if there are significant
iIssues

As2y Qi GNMHza G GKS NBadz i

I It is the first time people are doing this and it will
almost certainly be wrong

lterations 13

A The bad news: results may not be what you expect
T Iteration 1
A Team will likely only achieve 65% of what they believe they will achieve

A Plan on this and only allow the team to commit to about 65% of what
they think they will be able to complete

T lteration 2

A Percentage of achievement is likely to be 80% of what the team believes
they can complete

T Iteration 3
A Percentage increases to approximately 90%

i All of these iterations
A Warts in the current system and assumptions will be exposed
A There is no place to hide the elephant in the room!

A The good news: things will continue to improve!
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After iteration 3

A After the 39 iteration the team should be able to have
an accurate assessment of how much work they can d
in each iteration

ALG Aad AYLRZNIIYyOG G2 dzasS «a
deciding how much work can be done in an iteration

A Teams will generate the same amount of software as
0KSe@ RAR LINBGA2dzatex o dzi

I The software they are creating will be more in line with

expectations... assuming they are following what they
learned

I The software should be of higher quality if developers and
testers work together in an agile way

Longterm

A1t is common for the process to degrade over
time

i2S R2yQid NBIffe ySSR 02
iLG GlF1Sa G22 t2y3 G2 R?2
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A DO NOT LET THIS HAPPEN!

i The process should be improved, but that does not
mean removing essential pieceshat is NOT
improvement

i If there is a temptation to remove pieces of the
process, examine the agile principles and determine
how else to solve the same problem
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Potential results

A What teams generally experience

i Anywhere from 250% improvement in productivity
A Some teams see as much as 300% improvement!

ABut be careful how this is measured

i Often teams are producing the same amount of software in terms
of lines of code generated

I The features they are adding are the right features at the ri%ht i
UAYSZEZ gKAOK YSkyaxX 23S NI € u
to create fewer features

i Higher morale
AThey are succeeding and responding to change
A What organizations generally experience
i{2F0G6FNBE Aa ONBIFIGSR Y2NB
features need to be created to satisfy the customer

What others are seeing

Productivity Quality
1% 400

3%

6%

22%

29%
14%

o Much Lower

" |msomewhat Lower
| |mNoChange

| |mSomewnhat Higher

= Much Higher

W Much Lower
m Somewhat Lower

m No Change
@ Somewhat Higher
W Much Higher

Business Stakeholder Satisfaction Cost of System Development
3% 4% 5% 5%

® Much Lower

@ Somewhat Lower
~ | |mNo Change

| | mSomewhat Higher
/ |®EMuch Higher

W Much Higher

m Somewhat Higher|
W No Change

m Somewhat Lower
B Much Lower

Source: Dr. Dobb's Journal 2008 Agile Adoption Survey Copyright 2008 Scott W. Ambler
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VersionOne&urvey Results (2008)

Survey asked people: Please try to estimate SPECIFIC IMPROVEMENTS
you have actually realized from implementing Agile practices.

Improvement Noted >10% improvement >=25% improvemen

Increasedproductivity 89% 56%
Reducedsoftware defects 84% 56%
Accelerated timeo-market 83% 54%
Reduced cost 65% 30%

Source: VersionOne 2008 State of Agile Development Survey

NOTE: All 2008 data is within 2% of 2007 data implying these numbers are not
one-time anomalies

Biggest causes of company-wide agile failure:
Company philosophy or culture could not be overcome i 23%

Lack of experience with agile i 21%

Agile is a Proven Approach
Some Agile Companies (there are MANY more)
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b& ' DiscussionRetrospective

A What did we learn?
A Any changes to the rest of the release plan?

Return

Agile Planning
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Multi-Level Planning in Agile

A In preparing for battle | have always found
that plans are useless, but planning is
AYRAALISY&al of S>¢
i Dwight D. Eisenhower

Release Planni Iteration Plannin

Product Release Iteration
Backlog Backlog Backlog

The Prioritized Backlogs

A Exist at 3 levels:

i Product backlog everything that might go into the
product

i Release backlogeverything that is currently
committed for a release of the product

T Iteration backlog; everything that is committed for
the current release
A The Product ChampicdBWNSthe backlogs!!!

A Each backlog is kept in priority order at all times
based upon the best information currently
available
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Why Prioritization is Important

A Agile is all about adapting to change, and
without constant reprioritization it is
impossible to adapt

A Does it make sense to develop iteratively,
learn something, then not reprioritize based
on what was learned?

t
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Starting Feature List (neagile)

To be implemented Completed

Feature 1

Feature 2

Feature 3

Feature 4

Feature 5

Feature 6
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At Project Completion

To be implemented Completed

Feature 1

Feature 2

Feature 3

Feature 4

Feature 5

Feature 6

At Project Completion

To be implemented Completed
Feature 1
Feature 2
Feature 3
Feature 4
Feature 5
Feature 6
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What Was Actually Desired

To be implemented Completed
Feature 1
Feature 2
Feature 3
Feature 4
Feature 5
Feature 6

What Was Actually Desired
To be implemented Completed

Feature 1

Feature 2

Feature 3
Feature 4

Feature 5
Feature 6
Feature 7
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Why Reprioritization is Important (start list
agile)

To be implemented Completed

Feature 1

Feature 2

Feature 3

Feature 4

Feature 5

Feature 6

1stlteration

To be implemented Completed

Feature 1

Feature 2

Feature 3

Feature 4

Feature 5

Feature 6
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Reprioritize After Iteration

To be implemented Completed

Feature 1

Feature 2

Feature 3

Feature 4

Feature 5

Feature 6

2nd |teration

To be implemented Completed

Feature 1

Feature 4

Feature 2

Feature 3

Feature 5

Feature 6
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Reprioritize After Iteration

To be implemented Completed
Feature 1
Feature 4
Feature 2
Feature 3
Feature 5
Feature 6

3rd Iteration
To be implemented Completed

Feature 1
Feature 4

Feature 6

Feature 7

Feature 2

Feature 3

Feature 5
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