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Please ask questions i | reserve the right to answer some of your questions
after the session.

Brief outline of my background. | 6ve beer
years now. |l 6ve often struggled to ship |
would satisfy anyone. Along the way | tried the rational process and UML

diagram 1 in the hope that if | got the diagrams clean and simple everything

would follow. Instead | got stuck in analysis paralysis. After my flirtation with

UML and some time traveling | discovered c2.com and eXtreme Programming.

I n the seven years since |1 6ve refined my
out on unexpecting coworkers. For the pa:
Scrum in to practice in my day to day work.






Problem

Late

Buggy
Change?
Burn out

Do you deliver your products on time? Or are they late?
Is your software buggy? Do you sacrifice quality for getting it out the door?

When Product Management, Sales and everyone else demand change do you
run screaming from the room? | used to.

Are you starting to burn out? | did.



A Better Way

lterative
Communications
Self Organizing
Scrum

So what is a better way?

Iterative development i developing in short fixed cycles of one to four weeks,
with input from customers and built-in feedback loop.

Communications i an ongoing dialog between the customer (or product
management) and the team; a constant conversation within the team helping
to solve problems and remove barriers.

Self Organizing T the team works together to decide how best to solve
problems and avoid bottle necks.

Scrum 1 a set of practices to formalize all of this.

Scrum is an agile process that allows self organizing teams to focus on
delivering the highest business value in the shortest time.



Origins

HBR - The New New Product Development
Game — 1986

Fuji Chemicals




Elements of Scrum
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POTENTIALLY
[PRDDI.":T SPRINT y 3 SHIPPABLE
BAckLOG BACKLODG PRODuUCT
INCREMENT

2-4 WEEKS

\

CopyRIGHT © 2005, MOUNTAIN GOAT SOFTWARE

Like any process Scrum is built out of a series of parts. The people who do the
work, the events they use to organise themselves and the artifacts they
generate to track the work being done.



Scrum Master

Servant Leader
Facilitator
Roadblocks

AThe scrum master is the grease that allows everything on the team to run
smoothly.

AThe scrum master exists to remove roadblocks from they way of team.

Ahe team does n dittheteanpreports totitself. Inhsteadnthe job of
the scrum master is to act as the facilitator and track the progress of the team.



Product Owner

Business Priorities
Single Wringable neck

The product owner is the person understands the customer needs. They:
AChoose what order to have the features created in.
AViaintain and prioritise the product backlog.

Aheydre ultimately r espdhendethé ®inglé or t he
Wringable neck



Team

Everyone
Self Organising

AEveryone required to produce the product i not just developers but QA,
technical writing T anyone else required to complete the product.

ASelf organising i scrum teams are not told what to do. Instead day by day,
task by task they volunteer to work on tasks. Each team member only takes
one task at a time

Ahis helps break down silos and reduce b
situations where we only had one person who knew the intricacies of the

engine. However this person already had as much work as they could handle.

So instead another person stepped in and figured out how work in the specific

part of the engine. When the work was done the first person reviewed the work

and recommended a number changes. Result i the task got done and the

second person learned a bit about the engine. Over time everyone did a bit of

work in the engine, so eventually we could all pinch hit there.

Aull Agile methods promote generalising specialists, it helps remove
bottlenecks and means that you always have someone else to discuss
problems with.



Sprint

Short

| m==)
Time boxed

-1

Sprint

A sprint is short fixed length development cycle (between 1-4 weeks) whose

purpose is to deliver small chunk of useful functionality to the customer. At the

end of every sprint the customer demonst:
produced. Once the sprint is planned the team is committed to the tasks and

the goal cannot be changed with aborting the sprint.

In the face of constantly changing requirements this provides a small island of
sanity.

At the end of the sprint wedre prepared |
functionality to the Product Owner
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Planning Meeting

Stories
Breakdown
Time boxed

The team and Scrum Master meets with the product owner to determine what
stories it believes it can commit to in the sprint. This usually involves a lot of
guestions to the product owner to clarify their intention. The team breaks the
committed stories down into a batch of small tasks and provides estimates for
them. At the longest tasks are 8-16 hours of work, typically tasks are of couple
of hours long 7 anything longer is a sign that tasks have not be broken down
into small enough chunks 1 large pitfalls may remain.

Tell a story of the team: Through conversation gaining a deeper understanding
of story and coming up with a better
own.

set
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