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STEVEN DENEIR

. 20I+ years of experience in different project types and in different project
roles

+  For private-held & government companies

«  Large & small projects

+  International & local projects

- Team Manaﬁr, Project & Quality Assurance Officer, Project and
Programme Manager, Coach roles

+  Delivering quality; defined as “meet expectations or satisfy stated needs,
requirements or specifications”.

. %pecialized in PRINCE2® and AgilePM® - Registered Practitioner and
rainer

= hands-on training towards coaching for Project Managers
+  combining different project management frameworks
+ tailoring and embedding in the organization using agile techniques
+ Multiple PMO in‘?lementation programmes - P30® and MoP® Registered
Pracititioner and Trainer

. imﬁlement an agile and pragmatic PMO that supports the organization in
chieving strategic value
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DOMESTICS

« Start & finish...

* Mobile phones...

* Breaks...

* Lunch...

* Parking lot...

* Emergency procedures...

+ Course style, interaction & questions...

_

TRAINING OBJECTIVES

 To enable delegates to

* Describe how an Agile project is run using
AgilePM®

* To prepare for AgilePM exams
* Foundation exam format:

« 50 questions, 40 minutes, 25 marks to pass (50% pass)

» Closed book
* Practitioner exam format:

* 4 questions, 80 question items, 2.5 hours, 40 marks to

pass (50% pass)
+ Open book

_
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CONSORT{UA

& Agilepy:

AGILE PROJECT MANAGEMENT e

* Your copy of the handbook:
+ Defines full content of AgilePM
+ Is definitive source for all AgilePM exams
+ Supports training and exams

+ Can be used only in Practitioner exam
(open book exam)

« Structure of the handbook
+ Section 1: The Agile Project Management Foundation

+ Section 2: The Agile Project Manager Perspective -
Digging Deeper

» Appendices: Additional supporting information '

DSDM AND AGILEPM IN CONTEXT

- DSDM is the longest established Agile
approach (launched in 1995)

1 ) The DSDM * Agile PF —the current version of DSDM
\‘J Agile Project Framework . 9\yned by the DSDM Consortium, a not-for-
profit collegiate organisation

+ Agile Project Framework forms the base for

ﬁ Ag||ePM ! AgilePM® and enables easy integration with

AgilePgM™ for management of programmes.

Agile Project Management

. Established and proven integration between
H The DSDM® Agile Project Framework,
a Agl IePgM PRINCE2® and other project management and

Agile Programme Management service management frameworks

-
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E(f# AGILEPM® FOUNDATION

1. What is Agile? Choosing an appropriate Agile
approach

© 0N A~ WDN
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EXERCISE & INTRODUCTION
AGILE CONCERNS AND ISSUES?

- Write down concerns and issues
(agile) projects

« Everyone presents herself/himself
+ Organization — Service — Function
= Experience in project management in general
» Experience with agile
* Your objectives for the course
* Your concerns and issues

WHAT IS AGILE?

 Generic description of a style of working
* Flexibility
+ Working closely with customer throughout

 Ensuring final solution actually meets business
need

+ Deferring decisions about detail until last
responsible moment

e
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'| ~DSDM AgilePM

Kanban, .
) oL vScaled Agile
gan Framework (SAFe)
» Extreme Programming
xP) |

More extensive Agile
approaches.
Includes scaled Agile.

Lighter Agile approaches.

Typically development focused

Typically Project focused

WHAT IS AGILE?
THE AGILE MIANIFESTO

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

People and Interactions over Processes and Tools
Working Software over Comprehensive Documentation
Customer Collaboration over Contract Negotiation
Responding to Change over Following a Plan

That is; while there is value in the items on the right; we value the
items on the left more. AEAe ) {
{But Agile is not just about delivering software, it aplpl/es to all

i

e

ypes of project; replace software by business solution)
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WHICH AGILE APPROACH?
WHAT IS THE BACKGROUND?

» Simple or complex environment?

+ Simple Product development?
On-going backlog of features / improvements
or
* Delivering Projects and Programmes?
+ Full project lifecycle
+ Cross project dependencies
+ Possible integration with programmes

* Minimal formality or structured corporate

culture? I

14

WHICH AGILE APPROACH FOR PROJECT
MANAGEMENT?

- Complex environments need a fuller Agile
approach

» Supporting management and delivery of
projects
+ Underpinned by a full lifecycle

* Recognising the constraints of corporate
culture

- DSDM (AgilePM®) offers Agility with rigour

e
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WHICH AGILE APPROACH FOR PROJECT
MANAGEMENT? BENEFITS OF DSDM

 Greater ability for effective business direction

 Greater business ownership of solution more
likely

* Delivery on time whilst protecting solution
quality

* Greatly reduced risk of building wrong solution
* More likely to meet real business need
« Smoother deployment through collaboration

]

16

QUESTIONS ON
WHAT IS AGILE? AND WHY USE DSDM?

©be.Projectize
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Edj AGILEPM® FOUNDATION
1.

Philosophy, Principles and Project Variables

2.
3
4.
5.
6
7
8
9

Philosophy

Principles

vommon sense ana pragmatism
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Philosophy

Principles

Common sense anc pragmatism

PHILOSOPHY

This is achieved when all stakeholders:

* Understand and buy into the
business vision and objectives

* Are empowered to make decisions
within their area of expertise

» Collaborate

 To deliver a fit for purpose
business solution

» To deliver to agreed timescales in
accordance with business
priorities

» Accept that change is inevitable as
%J,nderstandmg of solution grows over
ime

Philosophy

Principles

1 g
2 !

Common sense and pragmatism

“Best business value
emerges when projects
are

aligned to clear
business goals,

deliver frequently and

involve the
collaboration of
motivated and

empowered people” '

©be.Projectize
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PROJECT VARIABLES
UNDERSTANDING WHAT IS NEGOTIABLE
Traditional Approach DSDM Approach

Quality

Qujﬁ\
Variable
“\"‘F C;ov Feihﬁ

]

22

THE 8 PRINCIPLES
INTRODUCTION

- Principles support the philosophy

« Compromising any principle undermines
philosophy...
and introduces risk

* Applying all principles ensures maximum
benefit

« Collectively the principles enable organizations
to collaboratively deliver best value solutions

® 6 OO 606 0 '
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THE 8 PRINCIPLES

@ 1. Focus on the Business Need

@) 2. Deliver on Time

() 3. Collaborate

4. Never Compromise Quality

6 5. Build Incrementally from Firm Foundations
[y 6. Develop lteratively

@ 7. Communicate Continuously and Clearly

@ 8. Demonstrate Control

FOCUS ON THE BUSINESS
NEED

* PM ensures Solution
Development Team members

* Understand and respect true
business priorities by
ensuring correct application
of MoSCoW prioritisation

+ Establish valid business
case

* Ensure continuous business
sponsorship and
commitment

« Guarantee delivery of
Minimum Usable SubseT

©be.Projectize n



DELIVER ON TIME
* PM ensures Solution On-time delivery
Development Team members often an
) important
* Timebox the work success factor.
* Focus on business Late delivery
priorities often undermines
\ . the rationale for
* Build confidence through On-time delivery
predictable delivery is the best way to
demonstrate
control.

COLLABORATE

* PM ensures Solution
Development Team members

* Involve the right _
stakeholders™at the right
time throughout the project

* Encourage proactive
involvement from business
representatives

* Ensure all team members
are empowered to take
decisions on
behalf of those they
represent

* Build a one-team culture

©be.Projectize n



NEVER COMPROMISE
QUALITY

* PM ensures Solution
Development Team members

* Agree the level of quality
from outset, before
development starts

* Ensure quality does not
become a variable

* Test early, test
continuously and test to
appropriate level

* Design and document
appropriately

BUILD INCREMENTALLY
FROM FIRM FOUNDATIONS

* PM ensures Solution
Development Team members
* Do appropriate analysis and
enough design up front
#EDUF) to create strong
oundations for all
subsequent work
* With each delivered
Increment
* Formally reassess
priorities
* Informally reassess
ongoing project viability

First understand
the scope of the
business
problem to be
solved and the
proposed
solution,

but not in such
detail that the
project becomes
paralysed by
overly detailed
requirements

analysis l

©be.Projectize
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DEVELOP ITERATIVELY

* PM ensures Solution
Development Team members
* Build business feedback
into each iteration
* Recognise that most detail
should emerge later,
rather than sooner
* Embrace change

* The right solution will
not evolve without it

COMMUNICATE
CONTINUOUSLY AND CLEARLY

+ PM ensures Solution Development Team
members

» Make full and proper use of DSDM
practices . ) .
e.g};h Workshops, Modelling, Timeboxing
with daily Stand-ups

+ Provide opportunities for those interested
to keep themselves informed about
project through visible activity and
outputs

+ Keep documentation lean and timely,
only create it where it adds genuine value
to solution

» Manage stakeholder expectations at all

levels, . .
ideally through involvement in DSDM
process

+ Always aim for honesty and
transparency, ]
within team and external to project team
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DEMONSTRATE CONTROL

* PM ensures Solution

Development Team members

* Make plans and progress
visible to all

» Measure progress through
focus on delivery of
products,
rather than completed
activities

+ Use appropriate level of
formality for tracking and
reporting,
allowing project-level roles
to continually assess
viability of project

The basis of
demonstrating
control is

being open and
honest about how
closely the reality
of solution
development is
adhering to high-
level plans,
designs and
standards,

and being clear
how the team is

adapting their
activities ‘

PRINCIPLES
AGILE PM TopP TIPS

v

Make principles visible to all so everyone understands their
importance

Encourage all team members to flag up if they believe any
principle Is being broken

Breaking one or more principles means behaviours being
adopted pose risk to project that needs to be addressed

Ensure Demonstrate Control principle is not seen as “Just a
PM issue”

Consider organising short workshop at start of project for
team to agrée how principles will be achieved

Consider including review of how principles have been
applied during each Increment review ) _
and if necessary, decide how to change behaviours in next

Increment

©be.Projectize
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QUESTIONS ON THE PHILOSOPHY,
THE PROJECT VARIABLES OR THE
PRINCIPLES?

34

EXERCISE 1:
OUTLINE THE PROJECT ‘
* In groups of +/- 4 T -

* Miller’s Marmalade project '2 '

. Prepare a short presentation
Elevator pitch
* Major risks and benefits of taking an agile
approach
. Identlflcatlon of the (high level) suitability of this as
an agile project

* 45 minutes preparation
15 minutes presentation

©be.Projectize n
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A

:

. What is Agile? Choosing an appropriate Agile

)
} AGILEPM® FOUNDATION

approach

Philosophy, Principles and Project Variables
Preparing for Success

The DSDM Process

The People — DSDM Roles and Responsibilities
The DSDM Products

Key Practices - Prioritisation and Timeboxing
Planning and Control throughout the Lifecycle

Other practices:
Facilitated Workshops , Modelling, and Iterative
Development

©be.Projectize
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FACTORS INSTRUMENTAL TO SUCCESS
(ISFs)

* Embracing the DSDM Approach

- Effective Solution Development Team.
+ Empowerment, Stability, Skills, Size

* Business Engagement - Active & Ongoing

» Commitment of business time, ) )
active involvement, support collaborative working

ment, Integrated Testing

* lterative DeveIoP r
and Incremental Delivery

 Transparency l

PROJECT APPROACH QUESTIONNAIRE
(PAQ)

* First used in Feasibility

* Revisited at end
Foundations
* Supports assessment of:
- to what extent ISFs

have been met
* what level of risk exists

* what needs to be done to

i

INNINE N NN
LT
WERNENN

manage those risks

©be.Projectize
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QUESTIONS ON
PREPARING FOR SUCCESS?

—

® |

o~

40
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—

The DSDM Process

©be.Projectize
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Pre-Project

>
\L"' ‘Feasibility

<

Evolutionary

42

THE DSDM PROCESS

INTRODUCTION
b~ * Used to construct
"N L lifecycle for this
‘ . project
-““"""’“" - Configuring DSDM
1 for scalability and
formality

S ;
e e~ 1= Each phase has
== —* defined objectives

Evolutionary
Development

Deploym:
X\ * Focus of the PM
 reaaVaries from phase

e

to phase

43

©be.Projectize

21



THE DSDM PROCESS
PRE-PROJECT PHASE

G

Assemble
Review
Deploy

Deployment

Feasibility

Foundations

Evolutionary
Development

Post-Project

* Ensures only the right
projects are started

 Ensure projects are set
up correctly based on a
clearly defined objective

]

THE DSDM PROCESS
FEASIBILITY PHASE

Pre-Project

Assemble
= R
Deploy

Deployment

Evolutionary
Development

Post-Project

+ To establish whether
the proposed project is
feasible from a
technical perspective

* Appears cost-effective
from a business
perspective

-

©be.Projectize
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THE DSDM PROCESS

FOUNDATIONS PHASE

Pre-Project

Feasibility

Deployment

Ferbrelt ifecycle

- Establish a fundamental
understanding of

the business rationale
for the project,

* the potential solution,
and

* how development and
delivery will be managed

* Understand the scope
of the work and how it
will be carried out, by
whom, when and where

* Determine the project

]

THE DSDM PROCESS

EVOLUTIONARY DEVELOPMENT PHASE

Pre-Project

Feasibility

Foundations

Deploy

oesloment - raquirements and

Post-Project

* Evolve the solution

+ Converge over time on
an accurate solution
that meets the business
need

- Create Solution
Increments, iteratively
exploring the low-level
detail of the

testing continuously

.

©be.Projectize
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THE DSDM PROCESS
DEPLOYMENT PHASE

* Bring the baseline of
the Evolving Solution
Feasibilty into operational use

Pre-Project

14—
ooy S

48

Post-Project

THE DSDM PROCESS
POST-PROJECT PHASE

» Check how well the
expected business

Pre-Project

Feasibility benefits have been met
Foundations
Assemble
Evolutionary » Review ——Deploy
Development
Deployment

24



QUESTIONS ON THE DSDM PROCESS?

—

® |

o~

]

50
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(Vi

—

—

The People — DSDM Roles and Responsibilities

s

©be.Projectize
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O?e person can have more than 1
role

A role can be shared between
people

All responsibilities must be covered

s“npcrﬂng

Project roles
» Manage, Direct, Co-ordinate

. Soluti)on Development Team roles @

(SDT
+ Shape and build the solution
+ Supporting roles U Business Interests
+ Specialists, as appropriate U Solution/Technical Interests
: glrjloalé%% gd'hoc assistance and U Management Interests
U Process Interests
s ‘

53
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ROLES AND RESPONSIBILITIES

ProjeCt Project Business : Business
Level Manager STDViSionary
Team

Team Business
Level Leader Ambassador
Business Technical DSDM orkshop
SUpport Aiiiy @ \ Coach acilitator

Management Business Process

Interest Interest Leeee (s Interest

Technical
Coordinato

Business
Analyst

Solution
Developer

Solution
Tester

>

\

PROJECT ROLE: J
BUSINESS SPONSOR

* Most senior project level role — the Project
Champion

- Committed to project and proposed solution

- Committed to the approach for delivering the
project

* High enough in organisation to resolve
business issues and make financial decisions

* Responsible for business case and project
budget

| Business Interests

-

©be.Projectize
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N\
Business

PROJECT ROLE: j
BUSl N ESS VISIONARY L) Business Interests

* Single person actively involved to provide a
clear vision and strategic direction

* Interprets and communicates business needs
of Sponsor and ensures these needs are
represented in business case

* Ensures solution will enable business benefits

]

56

PROJECT ROLE: @

TECHNICAL COORDINATOR O solution/Technical

Interests

« Technical authority for project, providing the
technical vision

 Ensures project is technically coherent and
meets agreed standards

* Provides “glue” that holds technical aspects of
project together
* Advising on technical decisions and innovation

-

©be.Projectize
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PROJECT ROLE:
PROJECT MANAGER a Management

Interests

* Management Style:

+ To provide high-level Agile-style leadership to
Solution Development Team(s)

- To adopt facilitative style for managing empowered
SDT

* Leaving detailed planning to SDT

* Focuses on managing the working
environment for evolving the solution

« Coordinates high-level management aspects of
project

* Responsible for business and technical

aspects '

SDT ROLE: Amj
BUS'NESS AM BASSADOR U Business Int;erests

- Key business representative within Solution
Development Team
* Atrue “Ambassador”

* During Foundations
+ Provides significant input into creation and prioritisation
of requirements
* During Evolutionary Development
* Provides day-to-day detail
» Main decision-maker to ensure Evolving Solution is fit-
for-purpose to meet business need

* Responsible for day-to-day communication
between project and business

-

©be.Projectize
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SDT ROLE: O

BUSINESS ANALYST 0 Business Interests
] Solution/Technical
* Fully integrated with SDT Interests
* Not an intermediary between Business Ambassador
and team
» Supports communication between the business and
the SDT

* Facilitates relationship between business and
technical roles

* Ensures accurate, appropriate day-to-day
decisions about the Evolving Solution

* Ensures business needs are properly analysed
and correctly reflected in evolution of solution

]

SDT ROLES: O Q

1 Solution/Technical
Interests

» Solution Developer

* Interprets business requirements and translates
them into a deployable solution

* Solution Tester
« Empowered and fully integrated with SDT

- Performs testing in accordance with agreed
strategy

I
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SDT ROLE:

TEAM LEADER a Management

Interests

* Acts as servant-leader for Solution
Development Team
* Leadership, rather than management

* Ensures team functions as a whole and meets
objectives

» Works with team to plan and co-ordinate all
aspects of product delivery at the detailed level

* |deally elected by peers as best person to lead
team through this stage of project

- Often fulfils another SDT role as well I

62

SUPPORTING ROLE: J
BUSl N ESS ADV'SOR L Business interests

- Often a peer of Business Ambassador

* Provides specific / specialist input to
development or testing of solution

* May be intended user or beneficiary of solution
or may provide legal or regulatory advice for
compliance

-

©be.Projectize
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SUPPORTING ROLE: Q

TECH NICAL ADV'SOR U Solution/Technical

Interests

* Provides specific / specialist technical input to
the project

+ Often advising from the perspective of those
responsible for
* Operational management
+ Operational support
» Ongoing maintenance of the solution

o

SUPPORTING ROLES: é) (o)

I Process Interests

* Workshop Facilitator

* Responsible for planning, organising and managing
workshop process

* Independent of workshop outcome

- DSDM Coach

* Helps teams with limited experience to get most
benefit from DSDM within context and constraints of
their organisation

 Needs to be an expert with real practical
experience

* Preferably certified

-
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QUESTIONS ON
ROLES AND RESPONSIBILITIES?

66

* In groups of +/- 4

Kf,,i
.3, s
« Miller’s Marmalade project A 27

* Prepare a short presentation
. Li?t the best person to fulfil each of the 4 business
roles
* Make a note of your reasons and any risks with
your selections
« (if time allows consider the other roles)

+ 30 minutes preparation
15 minutes presentation

EXERCISE 2: YOUR IDEAL PEOPLE
TO FULFILL BUSINESS ROLES n
/ | I |

e

©be.Projectize
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The DSDM Products

©be.Projectize
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PRODUCTS
INTRODUCTION

 Key product : the Solution

* Flexibility
* Not all products required for every project
» Formality of products varies from project to project
and organisation to organisation

» Formality often determined by:
« contractual relationships
 corporate standards
* governance needs

* Progress demonstrated by delivery of products
* Evolutionary products and Milestone products

]

PRODUCTS OVERVIEW

Pre-Project Feasibility Foundations Evolutionary Development Deployment  Post-Project

Lovel of Dotail
(Outiine)
e e

[ Business owned
Products

U Solution/Technical
owned Products

a Management
owned Products

e Play part in

governance
processes .

©be.Projectize
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THE PRODUCTS O susiess owned

Products

© TerRMS OF REFERENCE S
+ High-level definition of business driver for and
objectives of project

* Primary aim to scope and justify Feasibility
investigation

* May be used to prioritise a project within a
portfolio

]

72

U Business owned

THE PRODUCTS
BUSINESS CASE O Foasiity >

Deployment phase

* Provides Business Vision

* Provides business justification for project
« Typically based on an investment appraisal

* Describes incremental changes to business

* At end of Feasibility, in outline only

* At end of Foundations, more detail
« Forms basis for approval of development

* At end of each I?ro%ect Increment formally
reviewed to justify further work

-

73
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Business owned

THE PRODUCTS - PRIORITISED 4
REQUIREMENTS LIST (PRL) 0 Feasbiy >

Deployment phase

* High-level definition of the requirements to be
addressed by project

+ Shows priority in relation to meeting objectives of
project and business needs

* First created at a very high level in Feasibility

+ Baselined at the end of Foundations to define
project scope

« After Foundations detail emerges to provide depth
of requirements

« Any changes to the breadth (i.e. the scope) after

Foundations need more formal control

74

Solution/Technical

THE PRODUCTS - SOLUTION ,
ARCHITECTURE DEFINITION (SAD)A mesi>

Deployment phase

* High-level design framework for solution

» Covers business and technical aspects of the
solution

« Shall not constrain evolutionary development!

-

©be.Projectize
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Solution/Technical

THE PRODUCTS — DEVELOPMENT g
APPROACH DEFINITION (DAD) @ gam>

Deployment phase

+ High-level definition of tools, techniques,
customs, practices and standards for
Evolutionary Development

* Includes how quality will be assured
* Includes Testing and Review strategy

]

76

d Management

THE PRODUCTS
DELIVERY PLAN [ Feasibility >

Deployment phase

+ High-level schedule of Project Increments

¢ Includes at least schedule for Timeboxes
forming first Increment

77
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Management

THE PRODUCTS — MIANAGEMENT
APPROACH DEFINITION (MAD) @ ressr>

* By the end of Foundations, defines approach
to project management :
+ Organisation
* Planning
- Stakeholder engagement
- Demonstration of progress

* Outlined in Feasibility
- Baselined at end of Foundations

]

78
THE PRODUCTS o
© FEASIBILITY ASSESSMENT Q Vgt~

Feasibility phase

« Summarised at end Feasibility

* Provides snapshot for
* Business Case
* Prioritised Requirements List
* Solution Architecture Definition
* Development Approach Definition
* Delivery Plan
» Management Approach Definition

* To make a sensible decision on feasibility

-

©be.Projectize
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@ FOUNDATIONS SUMMARY Q e

U Business owned

THE PRODUCTS O Sornrechmic

owned Products

Foundations phase

4+ Summarised at end Foundations
4 Provides updated (more detailed) snapshot of
Feasibility Assessment information
 Business Case
* Prioritised Requirements List
* Solution Architecture Definition
* Development Approach Definition
* Delivery Plan
* Management Approach Definition

+ To make a sensible decision on expected ROI

-

80

T H E P RO D U CTS U solution/Technical

owned Products

EVOLVING SOLUTION = Souonany

phase

« Solution Increments

* Deployed Solution = one instance of Evolving
Solution

* Models, prototypes, supporting materials,
testing artefacts, review artefacts, ...

- Components may be complete, baseline of
partial solution, or work in progress

I

©be.Projectize
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THE PRODUCTS QO Management

a owneq Products
TIMEBOX PLAN Dovcopmont
Phase

* Provides depth and detail for each Timebox

 Elaborates on the objectives provided in the
Delivery Plan of that Timebox

* Details deliverables of that Timebox, along with
the activities

* Created by the SDT
* Updated at least on a daily basis...

]

82

@ TIMEBOX REVIEW RECORDS

THE PRODUCTS O Managemert

owned Products

O

Evolutionary

Phase

« Captures feedback from each review taking
place during a timebox — see later

* Describes what has been achieved up to that
point

* Also any feedback that may influence plans
moving forwards

* ...in regulated environments... auditable record
of review comments

I

83
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@ PRrOJECT REVIEW REPORT o S

THE PRODUCTS

d Management
owned Products

« Updated incrementally — at the end of each
Project Increment
- Feedback from the review of the delivered solution
» Confirm what has been delivered and what not

+ Capture learning points from the retrospective — on
process, practices and contributing roles

- If appropriate: describe the business benefits that
should now accrue through the use of the delivered

solution

@ BENEFITS ASSESSMENT Q Pk e

THE PRODUCTS

U Business owned

* Describes how the benefits have actually
accrued during operation

* May be produced on a periodic basis

©be.Projectize
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QUESTIONS ON PRODUCTS?

86

EXERCISE 3: PRODUCT STRATEGY

* In groups of +/- 4

* Miller’s Marmalade project '2 '

* Prepare a short presentation

* How and when each of the Products will be
created and managed

* 45 minutes preparation
15 minutes presentation

©be.Projectize
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41 AGILEPM® FOUNDATION

Key Practices - Prioritisation and Timeboxing

© 0N A~ WDN

N _4 weeks "
Typlca“\j 2- s dation
s t
Refinemen

@10 20“/

|nvestigat'lon

@10-20% °
of effort

'®asure pain if .
Me« in bus: i
nu "BSS Yale

smm Mam i

"e“ 'mpaq of conti
1l
Wentrs left out ingency
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MOSCOW PRIORITIZATION

M Must | < . * No point delivering without | Minimum
Have |60% * Not legal Useable
effort * Unsafe Subse+
o * Not a viable solution T
Should | +/- * Important but not vital Measure pain if not
Have |20%  Painful but still viable met in business value

S effort * Need (temporary) or number of people
workaround affected
C Could | +/- » Wanted/desirable but less | Main pool of
Have |20% important contingency
effort * Less impact of left out

W Won't have this time

time

Maybe next | Will not be delivered in this timeframe

90
MOSCOW AND DELIVERING THE
BUSINESS CASE
Must Have Cost based on Anticipat§d benefit bised on
I Maximum 1 1 Worst Case ] |
S 60% of Minimum
]
—— total effort Usable
C,
Should Have Maximum
—
I 80% of EXpE(‘[Gd
I total effort Case
I J i
Could Have Maximum
— 100% of Best
— total effort Cusc’
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TIMEBOXING

DSDM <-> FREE FORMAT TIMEBOX

« DSDM Structured Timebox

Typically 2-4 weeks
Ilnvestigation Refinement Consolidatiol
S 3
S 3
§ @10-20% @60-80% @10-20% o
of effort of effort of effort ©
e
Typically 2-4 weeks
| =
s Iterative Development 3
E [
e.g. z 8
5]
Scrum
Sprint |

* Free Format Timebox

92

A DSDM STRUCTURED TIMEBOX

Agree Timebox
Scope and
MoSCoW
priorities
Typically 2-4 weeks

Investigation Refinement

Sign-off what has
been delivered.

Assess impact of what
has not been “done”

Consolidation

= 5
Q Q
x Q
= @10-20% @60-80% @10-20% 8

of effort of effort of effort o
| ]
Investigate A
'9 Work on the Solution in ensuring
detail of . .
work line with agreed overall output of
joriti Timebox is fit for
® b @i MoSCoW priorities

purpose
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TIMEBOXING
THE DAILY STAND-UP

* A key part of all Timeboxes
 Takes place same time, same place every day

« SDT share information to enable any .
day-to-day re-planning and reorganising

+ Simple format

1. What | have _done since the last stand-up to help
achieve the Timebox objectives?

2. What I will be doing until the next stand-up to help
achieve the Timeb0Ox objectives?

3. What problems, risks or issues (blockers) do | have
that will prevenf me or the team achieving the Timebox
objectives?

* As a guide, allow 2 minutes per person + 2

minutes l

e
The demonstrable outcome
of a Development Timebox
y Evolutionary Develop

TIMEBOXING
THE WIDER CONTEXT

imel

A

Project Increment

l
Allows what will be delivered on the agreed date
for the Project Increment to be predicted

And the viability of the project as a whole
to be monitored and assessed

-
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QUESTIONS ON
PRIORITISATION AND TIMEBOXING?

—

® |

o~
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EXERCISE 4:
MOSCOW PRIORITIZATION

* In groups of +/- 4

* Prioritize the requirements
* Appoint a
- Facilitator,

* Business Ambassador and
* Business Visionary

* 45 minutes preparation
15 minutes debriefing

©be.Projectize

97

48



A

Ej AGILEPM® FOUNDATION

—

Planning and Control throughout the Lifecycle

© 0N A~ WDN

-

i
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PLANNING AND CONTROL;:
INTRODUCTION

* Agile projects still need
planning!

- Start with a strategy: the
approach to take to evolve
the solution (DAD) —
considering:

* Incremental delivery of the
solution

* Quality assurance of the
solution

PLANNING AND CONTROL:
PLANNING CONCEPTS

1. Outcome-based planning
+ Empowerment of the Project Manager and the SDT
* to deliver a valuable business solution that will provide
the expected ROI

2. Plan and re-plan, based on best available
estimates
+ During Feasibility, low confidence estimates
+ By end of Foundations, in need of a more precise
estimate

+ During the project, accuracy of previous estimates
validated by actual development, refine predictions for

the current Increment, or even project I

©be.Projectize
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PLANNING AND CONTROL:
PLANN'NG CONCEPTS (conT.)

3. Plan to sensible horizons at right level of detalil

 Two very different planning horizons:

 Delivery Plan
+ Provides schedule of Timeboxes and other high-level
activities for the imminent Project Increment\

= Approx. 6 weeks to 6 months

= Provides only high-level objectives and delivery dates
for future Project Increments (a more distant planning
horizon)

= Timebox Plan

+ Working to shorter horizon (typically 2-4 weeks)

* Much more detailed

+ Often held on Team Board and updated at each Daily

Stand-up ‘

PLANNING AND CONTROL:
TESTING CONCEPTS

1. Testing integrated throughout

» Put a Test Strategy in place early on
+ Fail Fast and End-2-End Testing

2. Collaborative Testing

+ Collaboration of stakeholders increases productivity of
test, fix, re-test cycle

3. Repeatable Testing
+ Consistency of testing
+ Allows re-testing of previous errors and confirmation of

=)

stability when adding Increments

©be.Projectize
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PLANNING AND CONTROL:
TEST'NG CONCEPTS (conT.)

4. Prioritised Testing

* Apply MoSCoW rules to testing — or Risk Based
Testing

5. Independent Testing
+ By someone other than creator of product

6. Test Driven Development
+ Define tests then develop solution to pass the tests

* Improved quality

PLANNING AND CONTROL:
TRACKING AND CONTROL CONCEPTS

1. Timeboxing and Outcome- based

The demonstrable outcome
of a Development Timebox
Project Increment @ @ E )
Allows what will be delivered on the agreed date
for the Project Increment to be predicted

And the viability of the project as a whole
to be monitored and assessed

2. Transparency of process and progress
« Team Board and Daily Stand-up

©be.Projectize
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PLANNING AND CONTROL;:
TRACKING AND CONTROL CONCEPTS (con)

3. Responding to change

+ Changes to details addressed by the Solution
Development Team

» Changes to breadth need approval from Project
level roles

4. Management by Exception
+ Empowerment enables fast progress towards the

outcome

- Significant difficulty is raised as an exception

Evolutionary
Development: integrated testing

PLANNING THROUGHOUT THE LIFECYCLE

. Feasibility:
. .Pr.e-Prou.act: Initial project shaping &
Positioning project tentative schedule

within a portfolio
Foundations:

Strategy for lterative
Development with

Planning Development + Strategy for Deployment
Tnmepoxes +  Committed timescale
lterative Development

& integrated testing and cost

Refinement of Delivery ' . Assemble
Plan Review

Planning for

Deploy
Benefits realisation u

Deployment and

-
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PLANNING AND QUALITY

3 Detailed analysis
and planning

Pre-Project

& Assess quality
and impact

Feasibility

@ High-level risk
analysis

Foundations 3

Assemble
Review

Planning and
high-level analysis

6 Final end-to-end
testing and

£ assuring
Deploy implementation

Deploymen

Post-Project I

QUESTIONS ON
PLANNING AND CONTROL?

—_—

® |

)

©be.Projectize

54



EXERCISE 6:
DELIVERY PLANNING

* In groups of +/- 4

. Prepare a short presentation
+ Delivery Plan for the website element
* For a number of increments
+ Specifying the objective of each increment

+ Using the prioritized requirements that resulted from
exercise 6

* 60 minutes preparation
15 minutes debriefing

_ 9. Other practices:

A

E /' AGILEPM® FOUNDATION

1.

© NO Ok OD

Facilitated Workshops , Modelling, and lterative
Development
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KEy DSDM PRACTICE:
FACILITATED WORKSHOPS

* “A structured group meeting to enable

neutral facilitator.”

* Benefits
 Rapid, high quality team decisions

« Clarification of issues and enhanced
communication

* Building team spirit and consensus

participants to reach a predetermined objective
In a compressed timeframe, supported by a

- Greater buy-in and ownership from all stakeholders

i
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Key DSDM PRACTICE:
FACILITATED WORKSHOPS (conr)

» Success Factors

- Effective, trained, independent Workshop Facilitator
* Flexibility in format, within clearly defined objectives

+ Thorough preparation (by Facilitator and
Participants)

* Ability to build in outputs from previous workshops

* Decisions and agreements not forced

* Workshop report distributed to participants soon

afterwards

]

KEy DSDM PRACTICE:
MODELLING

* Atechnique to create

- a visual representation of a
problem or solution

* A model can be defined as

* a description or analogy
visualise something that
cannot be directly observed

+ a small but exact copy of
something

* a pattern or figure of
something to be made

©be.Projectize
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Key DSDM PRACTICE:
ITERATIVE DEVELOPMENT

+ Solution evolves through cycles of iterative
development

+ Each cycle moves the solution
from high-level concept closer
to something with acknowledged business value

+ Each cycle...

» As short as possible

+ Only as formal as necessary

+ Typically begins and ends with a conversation
« Each cycle includes

» Thought: what needs to be done

= Action: do

- Conversation: review — does the outcome meets the need '

KEy DSDM PRACTICE:
ITERATIVE DEVELOPMENT (conr)

* Planning lterative Development
* In Foundations, determine strategy for Iterative
Development
» Controlling lterative Development

* Needs good configuration management
to provide ability to go back to a previous version

i
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Key DSDM PRACTICE:
ITERATIVE DEVELOPMENT (conr)

* Quality in Iterative Development
 Ensuring Quality by continuous verification
* Reviews — varying formality

+ From informal peer-to-peer
To highly-structured formal review

+ Formality is driven by nature of product and corporate /
regulatory standards

» Testing — 3 broad classes of tests:
 Positive — check it does what it should
» Negative — check it does not do what it should not do

+ “Unhappy path” — check the behaviour of the deliverable
for unusual or undefined events

KEy DSDM PRACTICE:
ITERATIVE DEVELOPMENT (conr)

* Roles and responsibilities for reviews and
testing

« Technical coordinator: responsible for overall quality
of the solution from a technical perspective

* Business Ambassador and Business Advisor:
responsible for business acceptance testing

+ Solution Developer: responsible for unit testing of
features

+ Solution Tester: responsible for carrying out all

other types of testing l
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QUESTIONS ON OTHER PRACTICES?

120

EXERCISE 5: STAKEHOLDER
COMMUNICATION WORKSHOP M
< et

* In groups of min. 4

- Roles N ¢
* One facilitator
- Some business roles, PM, possibly /.

* Pepare a top 5 of ways to ensure
successful communication

* 15 minutes preparation
45 minutes workshop
15 minutes debriefing

©be.Projectize
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Philosophy

FOUNDATIONS pancies

Traditional Approach DSDM Approach
Features. Fied Jmel Cost
Quality
A
:F P mj

S S wE

EXERCISE 7: PROJECT APPROACH
QUESTIONNAIRE AND IDENTIFYING

RISKS
* In groups of +/- 4

* Prepare a short presentation -
+ Use the 8 Principles and the PAQ (all pitieiii~
- ldentify risks o

+ Highlight your top 3 to using an Agile approach and
for each identify mitigation actions

* Highlight the risks if a traditional approach were
chosen instead of agile

* 45 minutes preparation
15 minutes presentation
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Be sure to fill out the

form...

We are convinced that, even better... we know that a solid
understanding of the underlying principles of the Scrum framework
and other Agile ways of working boosts any team. Once all members
of a team know and truly understand why events, artefacts and roles
exist, they have an enormous insight in how they can use agile to
make a huge impact given their context. Again and again. Faster and
faster.

We are here to bring you and your team(s) this understanding. So
that you can delight your customers. That your teams will deliver
value each and every month. That you will become the expert that
you already are.

We don’t do all of this by ourselves of course! We engage and
collaborate with highly experienced trainers, known experts in their
field of expertise in order to be able to provide in depth courses
within any domain that is required to make Scrum work for you and
your organisation. We do make sure that each trainer selected is still
practicing what they preach! We want you to acquire insights from
experiences in the field and not just theory.

Yours sincerely,
Steven & Jurgen

info@boostyourscrum.com

www.boostyourscrum.com
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