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The Agile Manifesto

We are uncovering better ways of developing software by doing it and helping
others do it. Through this work we have come to value:

Individuals and
Interactions

Working Software

Customer
Collaboration

Responding to

Change

Process and

over
Tools

Comprehensive

over .
Documentation

Contract

over Negotiation

over Following a Plan

That is, while there is value in the items on the right, we value the items on

the left more.

Source: www.agilemanifesto.org
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Twelve Principles Behind The Agile Manifesto

1. Our highest priority is to satisfy the customer through early and continuous
delivery of valuable software

2. Welcome changing requirements, even late in development. Agile processes
harness change for the customer's competitive advantage

3. Deliver working software frequently, from a couple of weeks to a couple of months,
with a preference to the shorter timescale

4. Business people and developers must work together daily throughout the project

5. Build projects around motivated individuals. Give them the environment and
support they need, and trust them to get the job done

6. The most efficient and effective method of conveying information to and within a
development team is face - to- face conversation.

7. Working software is the primary measure of progress

8. Agile processes promote sustainable development. The sponsors, developers, and
users should be able to maintain a constant pace indefinitely

9. Continuous attention to technical excellence and good design enhances agility

10. Simplicity -- the art of maximizing the amount of work not done -- Is essential .

11. The best architectures, requirements, and designs emerge from self - organizing
teams.

12. Atregular intervals, the team reflects on how to become more effective, then tunes
and adjusts its behavior accordingly.
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Scrum Overview
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Focus on Results: Valuable, Working Software
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How much work do we have
left to do?
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Cumulative Flow by Status
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‘™1 Scrum Framework

A Product A Product A Release
Owner Backlog Planning

A ScrumMaster A Sprint A Sprint

A Cross Backlog Planning
Functional A Burndown A Daily
Team Chart Standup

A Story and A Sprint Review
Task Board A Sprint Demo

A Retrospective
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‘1 Pillars of Lean

A Pull Scheduling

A Continuous Flow

A Customer Value

A Waste Elimination

A Continuous Improvement
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nin lean enterprises, traditional organizational
structures give way to new team -oriented
organizations which are centered on the flow of

value, not on functional expertiseo
- Mary Poppendiek



1 Kanban

Kanban helps our

deliver value

team

to the business, by

promoting flow  and

reducing cycle

-time , through

limited WIP and a fully

transparent _
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~value pulling system.
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™ 1. Define a work process flow
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Look at the typical flow for features, stories, or work packages and describe

typical process steps
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Thanks to Jeff Patton for these slides
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‘™1 2. Lay out a visual Kanban board
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Place a goals column on the left, then a waiting queue, the process steps, and
a final Adon@® column to the right

Thanks to Jeff Patton for these slides
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B 3. Decide on limits for items in queue and work in
progress
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A good limit is a factor of the number of people in a role that can work on an
item in a given process step. Start with number of people * 1.5

Thanks to Jeff Patton for these slides
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4. Place prioritized goals on the left column of the

- board
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A good goal describes the outcome we hope to achieve after software
ships. Goals help keep focus on the larger outcome.

Thanks to Jeff Patton for these slides
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I
queue

5. Start the board by placing stories or features in

GoAcs
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Mark on the story or feature card the date it entered the queue. This begins

our measurement of cycle time.
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Thanks to Jeff Patton for these slides
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6. Move features through the process flow as work is
completed
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As the story enters the first process step, mark that date on the card. This
IS the start date. Asit & finished, mark that date on the card. This is the
finish date. Thanks to Jeff Patton for these slides
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™1 7. Use the dates on the cards to calculate cycle time
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Use average cycle time to set wait times from different points on the board.
Pay attention to flow and bottlenecks: relieving bottlenecks as quickly as
possible. Thanks to Jeff Patton for these slides
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Kanban
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