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1. Understand agile practices and processes

Learning Objectives

2. Learn agile terminology
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Key Points from Previous Lecture
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Agile project management started slowly since 1970s but gained momentum from 2001
onwards after publishing “The Agile Manifesto”

The Agile Manifesto has 4 values and 12 principles that focus on flexibility, faster delivery,
and customer collaboration

There are many frameworks and methodologies following Agile Values and Principles (ex.
Scrum, Kanban, XP)

Uncertainty in projects comes from lack of requirements clarity and/or solution clarity

We select the suitable approach to manage the project based on degree of change and
frequency of delivery
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Agile Practices and Processes oA gie L)

PRODUCT

PRODUCT
BACKLOG

TERATION/SPRINT

DUCT
1-4 WEEKS PRO

INCREMENT/
RELEASE

TERATION/SPRINT
BACKLOG

ITERATION/

[TERATION/ SPRINT

SPRINT REVIEW |
T PLANNING




What happens in a typical Agile Project? °

Product Roadmap, Story Mapping, User Story
Release Planning Definition, Acceptance For each Iteration:
Criteria Definition Deployment

Product Vision, Project

Charter For every Iteration: Iteration

Planning, lteration Backlog,
Daily Meeting, lteration
Refrospective, Iteration

Project Kick-Off Grooming

Product Backlog Product Releases

Story Mapping, User Effort Estimation, Risk . .
Story Definition, Management, Burn firel2el Cietlig
Acceptance Criferia charts, velocity charts

Definition

03

Initiating Executing



S All Agile frameworks share main practices/processes

02 with some differences in process and terminology used
(‘

ScrumBan

Kanban

Crystal




The Agile Subway Roadmap MlQQﬁQEAl

Definition Point Planning
of Done Estimates Poker Backlog
I I NN NN User Story
Kanban Definition Relative Template BDD
Board of Ready Estimation I
Lead Task Backlog %’;z::
Time Board Refinement ATDD
Then
Ubiquitous I
Burndown Personas Language Acceptance
Chart Story Tests
Mapping
Scrum of r
Scrums i
Three Story Continuous Deployment Mock
) Questions Splitting Objects
Niko-
Niko User Continuous
i Signup Iterations Stories  Integration Refactoring
Sustainable
Pace AN mmm—— — I s SN E— TDD
Pair Daily Velocity  Frequent Collective Slmple
Programming Meeting Releases Ownership Design
Team ) Unit
Project Room Facilitation e Tests
rojec Rule of
Charters b Simplicity
Heartbeat INVEST : :
A Quick Design Expl
Retrospective - xploratory
pecti I ISessnon Testing
Team Iterative Incremental Version CRC Usability
Development Development Control Cards Testing
s Extreme Programming mmmmmm Scrum s Design
Teams s Product Management e Testing
Lean s DevOps Fundamentals

https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
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Main Roles in an Agile Team

Product Owner

Responsible for the Product
Backlog, Prioritization, and for
maximizing the value
delivered to customers,
usually comes from the
business side

Agile Coach/ Scrum

Master/ Project Manager

Responsible for helpinsg the
e (Sc

team follow the Agil
Kanban, Lean, XP....)
framework, removes
roadblocks, facilitates
communication, and hellos
the team to continuously
improve.

rum,
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Responsible for developing
the product. The Team'is a

cross-functional team that
includes specialists
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Agile Teams are usually between 5-9 people

F Decision- : o
Easier Communication aster e_C|5|on Higher Accountability
Making

An Agile Team should be small enough to be fed by two large pizzas ©




Colocation
“Team Room”

Ideally the whole team, including the product
owner or domain expert, has the use of a
dedicated space for the duration of the project,
set apart from other groups’ activities.

This space is furnished with the various
amenities that the team may need:
workstations, whiteboards and flipcharts, wall
space to display task boards, project plans or
other charts, and so on.




“Scrum”’
Framework

Name inspired by the
Rugby Scrum where the
team works closely
together to move the ball
forward (achieve a
' common goal or move the

project forward)
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“A visual board that shows the current state of work items.”

BACKLOG 0 ANALYSIS 0 DEVELOPMENT e TESTING & QA e DEPLOYMENT e
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Product Vision M'DOCEA'Iﬂ

» Describes the purpose of a

Product, the intention with which
PRODUCT VISION BOARD TEMPLATE

| VisioN (D
what problems it tries to resolve, : ; J

the Product is being created,

and what it aims to achieve for |TARGET GROUP NEEDS PRODUCT |BUSINESS GOALS

customers

» The first thing to be done in the
project (at initiating) and has the
same purpose as Business p
Case in traditional project

management.
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Features and Value M,'DOCEAITJ.

Feature: A new or improved functionality that is delivered to customers

Value: Anything that delivers a benefit to the customer

:ﬁ: ‘,‘
v= @ & Yk ok

Improved Increased Decreased Increased
Quality Revenue Risk Satisfaction
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“A visual depiction of the product releases and the main components that will be
included in each release.”

Serves as a communication tool that provides project stakeholders with a quick
view of the primary release points and intended functionality that will be

delivered.

Feature Name

Release 1

Release?
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== ProductPlan Agile Roadmap ~

Sprint O Sprint 1 Sprint 2 Sprint 3 Sprint 4 Sprint 5 Sprint 6 T
Quarterly Retrospective
Jan 01 Jan15 Jan 29 Feb12 Feb 26 Mar 11 Mar 25 Apr1,2020

v Team 1 Release
Jan 28,2020

Vv  Shopping Cart

Ticketing System

Vv Team 3

Chrome Support

Undo Feature




Product Backlog M'DOCEAﬁI

e A prioritized list of all the work that needs to be done to complete

the project as new features, changes to existing features, fixes,

process changes, or other activities.”

* The single source for things that a team works on. i.e. nothing gets

done that isn’t on the product backlog



Product Backlog M'DOCEA'Iﬂ

* Product Backlog can be modified (add new, delete, modify) in a

process called Backlog Grooming/Refinement performed after each

Iteration’s Retrospective.

* Can be comparable WBS Work Packages in Traditional Project

Management



Product Backlog Example

Id Backlog Item
1 Feature 1
2 Feature 2
3 Feature 3
4 Feature 4
. 5 Feature 5
6 Feature 6
7 Feature 7
8 Feature 8
Feature 9

I S S S A B

Assigned to
Sprint

Priority

Must Have

Must Have

Must Have
Should Have
Should Have

Should Have

Nice to
Have

Nice to
Have

Nice to
Have

Status

Open

Open

Open

Open

Open

Open

Closed

Closed

Closed

Estimate

MIDOCEA
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User Story MN'DOCEAIIﬂ

* A short description of a feature or requirement

from the user perspective.

e A user story involves roughly 1 to 3 days’ worth of
Y e/ y As who | want

what so that
* Help align team priorities with the needs of the Why

work or “4 to 40 hours’ worth of work

business.

* Written on a card in the following format:

“As a <Role>, | want <Functionality>, so that
<Business benefit >."



User Story Examples

Front =

User Story
As a pot ential custorer
Z want 2o read Aoo.é reviews

So that I can decide wohich one
Zo 54(5/

As a user, I want to be able to

cancel my reservation at anytime

so that I do not lose all the money Back
if an incident occurs. ,/

:Cl Vorifjfhafa'mimmberm
. ' moo!ﬁ\ocmdoawdm.foo.
.mmdw*W‘ :UVorif:‘Mnm-fruimmberk

conditions of satisfoction  charsed 107 for » come-day concellation

uubooddodbaﬁo"g U Verify thet an email confirmation &5 sent.

« These ave escentially 10 Verify that the hotel i netified of any
tects concellation.

|
MIDOCEAN

As a credit card holder, | want
—to view my statement balance,
—sothatlcan pay the balance

AI e
“uuac

" Display statement balance upon
authentication

= Display Total Balance

® Show “Payment Due Date” and
“Minimum Payment Due”

" Display Error message if service

S




Definition of “Done” / Acceptance Criteria

e A set of criteria that must be met in order for a work item to be
considered truly complete.

USER STORY TEMPLATE
User Story 1
AS @ .ooceeerreeneeencnennn..[Stakeholder)
I Want to .......ccccevereenrenssnseennes (125K,
SoThat ........cceeeeveesenenene.. (desired result)
Type
Q -
o Report/viev
Measurable results, what defines "done”? Q  search
And | know I am done when
QO w




Story Mapping M'DQCEAm

» Story mapping consists of

ordering user stories St COAL USER STORY MAPPING
along two independent J
dimensions. ATy

Along the horizontal axis

* Help understand “User NARWVE
Journey” BAU@% D

user activities are put (< _J ]
ro#gplyhm the orderkljn 0 D ] [ [ O 00
which the user wou —
perform the task. EHE] 5 % EI L = % E E —
* Down the vertical axis, e | a0 —

increasing sophistication
of the implementation.

user stories are ordered \Kusfa
by priority and/or s TS
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* A short period of time (usually one to two weeks) during which the
team works on a specific set of tasks from the backlog.

e [teration/Sprint Backlog: A list of all the work that the team plans to
complete during a sprint. Is a subset from the Product backlog items
usually written in user stories format.

Working Hours

Id Backlog Item Assigned To Due Status
Estimate Actuadl

1 Task Description 1 None Day 10 Open 8 2
2 Task Description 2 B Day 8 Open 4 3
3 Task Description 3 NB Day 12 Open 4 0
4 Task Description 4 - - Open 2 0
- 5 Task Description 5 ST - Open 2 0
6 Task Description 6 - - Open 4 0
7 Task Description 7 - - Closed 2 0

8 Task Description 8 - - Closed

9 Task Description 9 - Closed

{1 | o | 2z | 5 ]




Daily Meeting / Daily Scrum / Standup
Meeting

* Ashort (5 to 15 minutes),
daily meeting where the
team discusses their
progress, plans, and any
roadblocks they are facing.

Mamie

e Sometimes held while the o
team standing to make sure .
it stays short. |

e Uses Kanban Boards and
follows a structure



Burn Down Chart M'DOCEA'Iﬂ

* A measure of progress depicted as a visual chart that shows how
much work remains to be done on a project or iteration.

2000
1500
1000

Projected Finish
500



teration/Sprint Retrospective MN'DOCEAIIﬂ

* A meeting, held at the T g
sprint?

end of each | | e
iteration/sprint, where ™ W
the team reflects on their o i
work and identifies areas — | ——— 0

aaaaaaaaaaaaaaaaaaa

for improvement. T | :

* Product Backlog o v || A e
Refinement/Grooming
may be done as a result
of the Retrospective




Velocity

* A measure of the amount of work a
team can complete in a period of
time.

* Measured in story points, a unit of
measurement that represents the
effort required to complete a user
story.

MIDOCEAL

UNIVERSITY

Veloedty

SPRINT A SPRINT 2 SPRINT 3 SPRINT & SPRINTS

pForecas mACLY
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* An Agile increment or release is a working version of a product that is
delivered to customers at the end of a sprint or iteration.

* Typically, a small, but complete and usable, piece of the product that
includes new features and functionality.

e Benefits:

Test product in

Learn from mistakes
market and reduce

Customer is satisfied

and can use the
product

and adapt to change

el risk of not meeting

requirements
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Key Points

~N

Agile Frameworks and Methodologies have similar processes that might differ in naming and
terminology

The role of the Project Manager in Agile is a coach, facilitator, and enabler for success.

The Customer (Product Owner) is represented in the team

In Initiating and Planning an Agile project, we do Product Vision, Product Roadmap, and Product
Backlog

In Executing an Agile project, we do Iteration Planning, User Stories, Iteration Backlog, and Iteration
Retrospective, work is monitored through Daily Meetings, Burn Down, and Velocity Charts
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Preparation for discussion
panel:

e “Watch the Video:
“Introduction to Scrum — 7 minutes”

Question for Discussion: As a
project manager moving from
Traditional to Agile project
management:

* Which practices you can adapt to
casily and which practices you will
find difficultly in adapting to?

For Discussion Panel


https://youtu.be/6FUMNShU22w
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& & 8 8 | User Story
aaaaaa Definition Relative Template BDD
Board of Ready Estimation I I
[ ] )
Before next lecture gm )
[ ] Time Board efinement o ATDD
iquitous

Familiarize yourself with Agile =
Terminology : AE
https://www.agilealliance.org/ag
101/subway-map-to-agile-
practices/
Click on the circle beside the
term to get 1ts definition
* Try to test your knowledge
before clicking on them

tion:
teratiol
— — _— TDD
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-amming Meeting Design
Simplicit,
o i ign

Lecture r

uick Desi ry
S e
fter CRC i
O 2 Devel I Cards Testing

For Next Lecture

ko
Pair
Progi
Teal
R



https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/
https://www.agilealliance.org/agile101/subway-map-to-agile-practices/

MIDOCEAN

-~

Thank You



	Default Section
	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6: Agile Practices and Processes
	Slide 7: What happens in a typical Agile Project?
	Slide 8
	Slide 9: The Agile Subway Roadmap
	Slide 10
	Slide 11: Main Roles in an Agile Team
	Slide 12: Agile Teams are usually between 5-9 people
	Slide 13
	Slide 14
	Slide 15: Kanban Board
	Slide 16: Product Vision
	Slide 17: Features and Value
	Slide 18: Product Roadmap
	Slide 19: Product Roadmap Example
	Slide 20: Product Backlog
	Slide 21: Product Backlog
	Slide 22: Product Backlog Example
	Slide 23: User Story
	Slide 24: User Story Examples
	Slide 25: Definition of “Done” / Acceptance Criteria
	Slide 26: Story Mapping
	Slide 27: Iteration/Sprint
	Slide 28: Daily Meeting / Daily Scrum / Standup Meeting
	Slide 29: Burn Down Chart
	Slide 30: Iteration/Sprint Retrospective
	Slide 31: Velocity
	Slide 32: Increment/Release
	Slide 33
	Slide 34
	Slide 35
	Slide 36


