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[Peter RuziCka, Area Manager
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Faculty of Informatics, MU Brno graduate
Nerd thanks to lessons by p. prof. Demacek
Normalized by trips with p. prof. Kosper

In the best class ever p. prof. Cuntalova ‘05

AT&T Senior manager responsible not only
for business operation but as well for
business innovation & transformation.

Been a some time ago © but represented
GJH on all ice-hockey & hockey-ball
tournaments

Still BIG GJH fan! . J.o




[Aneta Adamczyk, Scrum Master, AT&T Business]

Graduate Uniwersytet Marii Curie-Sktodowskiej v Lubline & certified SCRUM Master
Years of experiences in IT project management roles such as project leader a scrum master.
Scrum a Agile leader in Transformation office AT&T Business in Slovakia

What my mom What my fiends What management
thinks 1 do. think | do. thinks | do.

What the product ownee  What the team What Len Sthwaver-  What | geally do.
thinks | do. thinks | do. thinks | do.
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Software Development
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Waterfall project cycle

Requirements

E Implementation

Maintenance




Protype project cycle
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Incremental project cycle Iterative project cycle

Implementation
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(Rational) Unified Process (+Agile)

(R)UP AUP
* lterative & Incremental — phases: « Respects values of Agile development
_ - Inception, Elaboration, » Agile team, Simplicity, Focus on high
MMM Construction, Transition value activities, Tool Independence
AN N » Divided into iterations » Disciplines:
| ' * Disciplines: *  Model
* Business Modeling * Implementation
* Requirements * Test
*  Analysis & Design * Deployment
* Implementation  Configuration management
e Test * Project management

Deployment *  Environment




"““m. (Rational) Unified Process (+Agile)
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q Iterative Development
J‘ ‘ ( R) U P Business value is delivered incrementally in
. time-boxed cross-discipline iterations.,
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‘ Developement release - iteration results to stage area
. Production release - iteration results to production area
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| Ground Rules:

Penny Game — Roles & Rules 1. Coin can be flipped with one hand only

2. One coin can be flipped at a time

rCustomer\|

Waterfall
Team

_______________

Records times in score sheet:

- First coin customer flips
- Last coin customer flips

Team
Member 2

Flips coins as
they come




Manifesto for Agile Software Development

‘ ‘ Feb 11-13,
Ken
2001
Schwaber 5 LO(?
_ ; . at The Lodge
5.8 Ieundeig) We are uncovering better ways of developing e o
gl LR software by doing it and helping others do it. s
Joff Through this work we have come to value: ountains of (R
fr::t:jglc?n: Individuals and interactions over processes and tools ,,
u
as a formal Workmg software over comprehensive documentation
sv:?;e;::ogether Customer collaboration over contract negotiation
b b Responding to change over following a plan

That 1s. while there 1s value in the items on
the right. we value the items on the left more.



12 Guiding Agile Principles
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Early and
continuous
delivery of

valuable software
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Welcome
changing
requirements
even late in
development
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Working software
is the primary
measure of
profession
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Sustainable
development:
maintain a
constant pace
indefinitely
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Deliver working
software
frequently
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Continuous
attention to
technical
excellence
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Me ‘ You

Business people
and developers
working together
daily

. 4
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keep it simp]e

Simplicity:
maximize the
amount of work
not done

E
Build project
around motivated
individuals and
trust them to get
the job done

a , ‘ N
The most
effective method
of conveying
information is
face-to-face

conversation
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Self-organized
Team
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Team regularly
reflects and
adjusts behavior
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why AG | ILE »

"oh, you have implemented all
the features we had requested
two years ago.

That's exactly what we need
now"

said NO customer

ever ..
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What we don’t

know we don’t Unknown unknOWHS

know

What we know
we don’t know

Known unknowns

What we know

In the beginning Known knownS




Scrum — Framework
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CORE EVENTS CORE
P - SCRUM PROCESS OVERVIEW
ﬁ - - a. What 1 Product backlog
v i t I:_. How 2 Sprint backlog
p ool ;;:&r‘f::’::ﬂ 3. Product increment

Stakeholders - SPrint retrospective

2 <HE SPRINT
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[ - SPRINT REVIEW g3 -
INSPECT AND ADAPT THE PRODUCT ﬁ:‘ =y w
IT’S “DONE” The TMs demo what has been “done” to the PO REFINEMENT
. . and stakeholders; the PO accepts or rejects the During the sprint, the Scrum team
Potentially shippable work, everyone collaborates on feedback and new meets to break down, size, and THE TEAM
product increment ideas and the product backlog may be revised clarify upcoming product :’:e tt!ail'l'lnt c;t;r:ku::letes :-;le tasks h:-nl
backlog items & sprin og, while consulting
with the PO and stakeholders
HIGH PRICRITIES 4 on requirements and “doneness”
SPRIN T THE SCRUMMASTER
A RETROSPEcTIVE The SM facilitates the Scrum process
1 INSPECT AND ADAPT THE PROCESS \ / as a servant-leader, radiates information
The Scrum team evaluates their process to the stakeholders, and clears roadblocks
~ and how well they work together; teams out of the team’s way
' adapt to enable high performance TRACK PROGRESS 1b
1 SPRINT PLANNING moo | ontie |0 | o JSSHHOW? CONVERSATION
1 E E I The TMs create the sprint backlog
The PO works with by decomposing the product backlog
the appropriate " A pﬂ 9 HYWHAT" L o I Items that they forecasted
m
Individuals to seed, ““ CONVERSATION J d:sl:iv;;iag;r;m tta;k:imd
pricritize, and refine -~ o E‘ g . e 1o
‘ the product backlog ' ~ » SE - - completing the sprint
. backlog
h

LOW PRIORITIES

the

braintrunt

consulting group

Your Trusted Agile Advisors

A
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The PO presents the highest ﬁ
priority product backlog

items, the PO and the team
collaborate on the sprint goal,

and the team forecasts the product
backlog items that they believe they
can deliver In the sprint
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Scrum — Magic Numbers

3 * Product Owner >
Main roles — * Scrum Master \
 Development Team -

* Planning

 Daily Stand up
5 * Review
Events — «  Retrospective
(ceremonies)  Backlog Refinement

3 * Product Backlog |
Artifacts > ° Sprint Backlog o OF
* Product Increment



‘24hrs'
Project Execution - Sprint Cycle Z wee kS < )

2 weeks
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Traditional project approach vs Agile approach

Learning based on studying

Customer .
. Analysis and Req. .
Requirements . . et Design
. estimation specification
gathering

N

Bug fixing ACCEPTANCE

Learning based on doing

High level

requirement
gathering
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[we all use agile]

== Microsoft



