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A We will take a 30 minute break after 1.5 hours

A Please ask questions when they come up
rather than waiting

A Be prepared to participate! This presentation
requires a lot of work on your part.
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Our Fictional Team

W-Agilists




Sally the Project Manager

PMP e..4
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Bill the Business Analyst

CBA ® Certified Business
Analysis Professional




Tom the Product Manager




4 Developers




2 Testers




The First Agile Project
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6 months

Expected 25 features

Delivered 10 features

3 skmgr gkinmpr | r ¥
Prior release 72 defects
Agile release 70 defects
Customers unhappy
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The Second Agile Project
! F

6 months

Expected 25 features

Delivered 8 features

5 oskmgr gknmpr | r ¥
Prior release 70 defects
This release 79 defects
Customers VERY unhaq)py
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Fixing the WAGgIlists

Enter Cindi, director of the company PMO



The Thinking Process




Projects often fal,

unexpectady, nasr
the end of the
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often found and
changes made late
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developers start
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ncomplete
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There is (more and more)
pressure {0 avoid changes,
defects & rework
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focus on the schedule and
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best product
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peabLy sin #1 - Lack of Meaningful
' Feedback Loops

A We are too busy to stop working!

ADaily standdzLJd | NB dza St Saaz
single weekly status meeting.
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feedback or how we would use it anyway.




«al PRACTICE  Undesirable Effects

What are some of the i
undesirable effects the ———
W-Agilistswould see 1. E%?J’;?SWVO”Q
from the lack Of. | 2. Building the
feedback loops in their product wrong
process? . No improvement

. Lack of trust

. Key people out of
the loop
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4. Lack of visibility
5
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Phrase to remember

Things can’t be
improved without
regular feedback




DEADLY SIN #2 - No Incremental

deliveries of software
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Ccauses

What might be some of * n
the main causes of not —
bUIldlng Software 1. gll?t using iterations at
|te_ra_t|vely (remember, 2. Bullding by SIS
this Is supposed to be 3. C_I £r KWESNENNq r

: 4. Wc £tc _ ] u_w(g
an agile team!) that way
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have

6. Sometimes need to
Integrate with other
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Phrase to remember

Late integration will
lead to late shipping.
Instead deliver
completed value

every iteration.
e
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100% -
90% -
80% -
70% -
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0% -

= Not Started
®m In Progress
m Completed

lteration 1 Iteration 2 Iteration 3
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DEADLY SIN #3-{ A f TRaR

What assumptions ' i
cause many | —
organizations to 1. iIgebeepstdomam knowledge
deliberately use&a A t 2 QRe. Experts better than
s generalists
teams 3. Work will be evenly
distributed

4. Organizational
structure cannot be
changed

5. Optimizing specialties
optimizes the whole
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