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Wir verlieren den Wettlauf — oder wenn Damme brechen

—

i\ “Der ... (sequentielle) ‘Staffellauf’-Ansatz bei |
8 der Produktentwicklung... kann zu den Zielen 4
. der Maximierung von Geschwindigkeit und R
Flexibilitat in Konflikt stehen. Im Gegensatz
L dazu kann ein ganzheitlicher oder ,Rugby‘-
" Y Ansatz — mit dem ein Team als Einheit
@ versucht Boden gut zu machen, indem der  S§
Ball hin- und hergespielt wird — besser \*
 heutige Wettbewerbsanforderungen erfiillen.”

L

(frei UberSGtZt) Hirotaka Takeuchi und Ikujiro Nonaka, 'Ehe .

New New Product Development Game”, =i

o

N Harvard-Business Review, Januar 1986,
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SCRUM in 80 Worten M

=Scrum ist ein agiler Prozess, der es erlaubt auf die Auslieferung der
wichtigsten Geschafts-Anforderungen innerhalb klrzester Zeit zu
fokussieren.

»Scrum gestattet es schnell und in regelmafligen Abschnitten (von zwei
Wochen bis zu einem Monat) tatsachlich lauffahige Software zu inspizieren.

»Das Business setzt die Prioritaten. Selbst-organisierende
Entwicklungsteams legen das beste Vorgehen zur Auslieferung der
hochstprioren Features fest.

»Alle zwei Wochen bis zu einem Monat kann jeder "lauffahige" Software
sehen und entscheiden, diese so auszuliefern oder in einem weiteren
Abschnitt zu erganzen
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Ursprung und Idee von SCRUM

sind Kaizen und

Jeff Sutherland
Initiale Scrums bei Easel Corp., 1993 o
IDX und uber 500 Personen arbeiten mit Scrum el
Ken Schwaber
*ADM
*Prasentiert Scrum auf der OOPSLA
96 mit Sutherland
*Autor von drei Bachern Uber Scrum
Mike Beedle

Scrum-Pattern in PLOPD4

Ken Schwaber und Mike Cohn —
Scrum Alliance in 2002 gegrundet; zuerst innerhalb ENTERPRISE

der Agile Alliance SC&L

Quelle: TNS EMNID Kundenkarten-Studie 2010

Grundidee ist eine Entwicklung aus dem Bereich Maschinenbau. Verwandte Formen des agilen Vorgehens

Agile Software
Development
with Scrum
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| | HDU
Agiles Manifesto

Februar 2007

We aiv .. - better ways of developing software by doing it and helping othergo it.

Through this work we have come to value:
Individuals and interactions over processes

. and tools
h Working software over comprehensive
d) \ documentation amaZO“-de
Customer collaboration over contract
negotiation

Respondina to change over following a plan

That is, while there is value in the items on the right ¢ Pod 1e items on tWﬁtE

L. Channels
& iPhone

Wi (Nintendo)

Quelle: Young & Rubicam, Brand Asset Valuator 2009
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SCRUM ist schon bei folgenden Firmen im Einsatz

Microsoft

Yahoo

Google

Electronic Arts
High Moon Studios
Lockheed Martin
Philips

Siemens

Nokia

Capital One

BBC

Intuit

SAP

BMW

PAYBACK

ZF Friedrichshafen
Cisco

Intuit
Nielsen Media

First American Real Estate

BMC Software
Ipswitch

John Deere

Lexis Nexis

Sabre
Salesforce.com
Time Warner
Turner Broadcasting
Oce

Allianz Deutschland
Mercedes Benz
Deutsche Bank
Frankfurter Borse
Metro Gruppe

HDU

Quelle: Agile Alllianz Stand 2010

... um das zu bauen ...
Kommerzielle Software
Inhouse-Entwicklungen
Ausgesourcte Entwicklungen
Festpreisprojekte
Finanz-Applikationen
ISO 9001-zertifizierte Applikationen
Embedded systems
24x7 Systeme mit ‘99.999% uptime’-Anforderungen
Den Joint Strike Fighter
Videospiele
‘FDA-approved’, lebenskritische Systeme
Satelliten-Kontrollsoftware
Webseiten
Handheld-Software
Mobile Telefone
‘Network switching’-Applikationen
ISV Applikationen
Einige der grofRten, in Anwendung befindlichen
Applikationen
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D
Charakteristisches zu SCRUM Q

Selbstorganisierende Team =» Aufgaben werden im Team gelost

Produkte werden in regelmaldigen Zeitabschnitten "ausgeliefert" =» Sprints
... mit einer Dauer von 2 bis 4 Wochen

Anforderungen und Funktionen werden in Listenform visualisiert =» Backlock
... Anforderungen durfen sich andern, aber nicht im Sprint

Keine Methoden festlegung, daher =» Universell
... fur jede Technologie anwendbar, fast egal fur was

& generative Regeln um ein agiles Umfeld zu ermoglichen
... funktionsbezogen
... potenziell auslieferbar
... getestet
& Agile Prozesse
... das Team entscheidet wie
... der Kunde bestimmt was
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Spannungsbogen zwischen Ll ) J

verschiedenen Projektmanagementmethoden

keine Struktur

Anforderungen
npnaspeloid

Spezifikationsnah starre Struktur

Technologie

leicht
erfullbar

unmoglich
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SCRUM in der Ubersicht

24 Stunden

Sprint
2-4 Wochen
Sprint Ziel

e

Sprint Backlog

Product
Backlog

HDU

k
A messoewe
Potentiell auslieferbares
Produkt-Inkrement
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Im Detail
DalLy SCRUM
MEETING
- ™
A4 HOURS
POTENTIALLY

PRODUCT SPRINT SHIFFABLE
BaCckLOG BaCckLOG PrRODUCT

INCREMENT

OOoFFYRIBHT ﬂ HAOOB, MOUNTAIN HOAT HOFTWARE
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B Unterschiede zum Wasserfall
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Vorgehensmodell

Anforderungen

Anstatt alles im Ganzen
hintereinander ...

... tun Scrum-Teams ein bisschen
von allem die ganze Zeit uber

Quelle: “The New New Product Development Game” von Takeuchi und
Nonaka. Harvard Business Review, January 1986.
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Herausforderungen l DU

Probleme die weiterhin bestehen' befragte Projektleiter von

Wunsch nach Anderungen im Sprint _ 68%

| Y,
Abgeben von Verantwortlichkeiten 62% K
Zeitplane zu kurz gefasst _ 49% |
keine klaren Zielvorgaben _ 45%
Kontrollverlust beim Management _ 43% amazonde
Entscheidung nicht unabhangig _ 42%
Kompetenzgerangel _ 34% A“ia“z® _Europcar_
Kommunikationsprobleme _ 19%
Ressourcenprobleme _ 10%

1) Eigene Erhebung aus acht Projekten im Zeitraum von 2007 - 2011
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Das Setup

Rollen

* Produkt-Owner
* ScrumMaster
* Team

Meetings
* Sprint-Planung

* Sprint-Review
* Sprint-Retrospektive

* Tagliches Scrum-
Artefakte

* Product Backlog
* Sprint Backlog
* Burndown-Diagramm

HDU
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Der Product Owner

Definiert Produkt-Features o
Bestimmt Auslieferungsdatum und Inhalt o.°

Ist verantwortlich fur das finanzielle Ergebnis des Projekts (ROI) o
Priorisiert Features abhangig vom Marktwert °o:

Passt Features und Prioritaten nach Bedarf fur jeden Sprint an
Akzeptiert oder weist Arbeitsergebnisse zurtck

Der Scrum Master

Reprasentiert das Management gegenuber dem Projekt
Verantwortlich fur die Einhaltung von Scrum-Werten
und -Techniken

Beseitigt Hindernisse

Stellt sicher, dass das Team vollstandig funktional und
produktiv ist

Unterstutzt die enge Zusammenarbeit zwischen allen
Rollen und Funktionen

Schutzt das Team vor aul3eren Storungen

Wi Master - Enver Bastanoglu SCRUM - Agiles Projektmanagement
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Das Team

Typischerweise 5-9 Personen _-LJ\_/k':_ X 3 ;;u_
e - ,.“’-—'Jj*.xl
Funktionstbergreifend: ﬁ I I
QS, Programmierer, Ul-Designer, etc. Dy .

Mitglieder sollten Vollzeitmitglieder sein
Wenige Ausnahmen (z.B. Systemadministratoren)

Teams organisieren sich selbst
|deal: keine Titel (aber manchmal nicht vermeidbar)

Mitgliedschaft kann sich nur zwischen Sprints verandern

WI Master - Enver Bastanoglu
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Die Meetings
Team-

Kapazitat

Product
Backlog

Business-
Umgebung

Aktuelles
Produkt

Technologie

W1 Master - Enver Bastanoglu

Sprint-Planungsmeeting

Sprint Priorisierung

* Product Backlog analysieren und
auswerten
* Sprint Ziel festlegen

Sprint-Planung

* Entscheiden, wie man das Sprint
Ziel erreichen kann (Design)

* Sprint Backlog (Tasks) aus
Product Backlog (User
Stories/Features) erstellen

* Sprint Backlog in Stunden
schatzen

SCRUM - Agiles Projektmanagement
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HDU

Das Sprint Planning

Team wahlt Einheiten, zu deren Implementierung
es sich verpflichten kann, aus dem ]
Product Backlog aus Sprint Backlog und Tasks

Sprint Backlog wird erstellt

Tasks werden identifiziert und geschatzt
(1-16 Stunden)

Code the middle tier (8 hours)
Code the user interface (4)
Write test fixtures (4)

Dieses wird gemeinschaftlich getan,
nicht vom ScrumMaster allein

Highlevel-Design wird berlcksichtigt

Code the foo class (6)
Update performance tests (4)

As a customer | want to find the next
available store on a easy to use map

W1 Master - Enver Bastanoglu SCRUM - Agiles Projektmanagement | 20
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Daily Meetings

Daily Scrum 3 wichtige Fragen zur Absprache des Teams

Parameter:

Taglich
15 Minuten lang

Stand-up
Nicht zur Problemldsung
Alle sind eingeladen
Aber nur Team-Mitglieder, der

ScrumMaster, und der Produkt-
Owner durfen reden

Diese sind kein Statusberichte fur den ScrumMaster,
sondern Verpflichtungen in Anwesenheit der Kollegen

Hilft, andere/Uberflussige Meetings zu
vermeiden

W1 Master - Enver Bastanoglu SCRUM - Agiles Projektmanagement |21



Sprint Reviewmeeting

Das Team prasentiert, was es wahrend eines Sprints erreicht hat

Typischerweise in Form einer Demo der neuen Features oder der zugrunde liegenden Architektur

HDU

Informell
,Zwei Stunden zur Vorbereitung‘-Regel

Keine Folien
Das ganze Team nimmt teil

Laden Sie die ganze Welt ein!

Sprint Retrospektive

Prafen Sie regelmalig, was gut und nicht so gut funktioniert

Typischerweise 15-30 Minuten lang
Nach jedem Sprint

Das ganze Team nimmt teil
ScrumMaster

Produkt-Owner
Team

Vielleicht Endkunden und andere Persnen (aber Vorsicht!)

| Q e = i

WI Master - Enver Bastanoglu
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Das Produkt Backlog

HDU

Die Anforderungen
Eine Liste aller gewunschten Projektarbeiten

|dealerweise soll jeder Eintrag wertvoll fur
Benutzer des Produktes oder Kunden sein

Vom Produkt-Owner priorisiert

Zu Beginn jedes Sprints re-priorisiert

Backlog item Estimate

DoPYRIGHT & 2006, MOUNTAIN EDAT SOFTYWARE}

Product

Backlog

Allow a guest to make a reservation

As a guest, | want to cancel a reservation. 5

As a gugst, | want to change the dates of a 3

reservation.

As a hotel employee, | can run RevPAR 8

reports (revenue-per-available-room)

Improve exception handling 8
30
50

W1 Master - Enver Bastanoglu SCRUM — Agiles Projektmanagement
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Die Sprint Ziele

«  Kurze Angabe dessen, worauf sich die Arbeiten wahrend des Sprints fokussieren

Life Sciences

Support features necessary for
Database Application population genetics studies.

Make the application run on SQL
Server in addition to Oracle.
Financial Services

Support more technical
indicators than company ABC
with real-time, streaming data.
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DU
Management des Sprint Backlogs Q

Team-Mitglieder wahlen Tasks aus (Arbeit wird nie zugewiesen)

Die geschatzte restliche Arbeit wird taglich aktualisiert

Jedes Team-Mitglied kann Tasks hinzufligen, lI0schen oder andern

Neue, fur den Sprint bendtigte Arbeit taucht auf

Wenn Arbeit unklar ist, definieren Sie eine Task mit einer grol3eren Zeitschatzung
und brechen diese spater herunter

Updaten Sie verbleibende Arbeit sobald Sie mehr wissen

1,000
800 Burn Down Chart

600
400
200
o

=) = s =) =

- i i i wi

] had — = o

W1 Master - Enver Bastanoglu SCRUM - Agiles Projektmanagement 2



D
Skalierbarkeit Q

Typische Teams bestehen aus 7 £ 2 Personen
Teams von Teams ermoglichen Skalierbarkeit
Faktoren des Skalierens
Typ der Anwendung
Teamgrolle
Teamverteilung (6rtlich)
Projektdauer

Scrum ist mehrmals fur 500-Personenprojekte verwendet
worden Scrum of Scrums

Wi Master - Enver Bastanoglu SCRUM - Agiles Projektmanagement
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C Praxisbeispiele und Planning Poker ...
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/

Main Scenario

Alt. Scenario

Single Regq.

* Feasibility

.

User Story
Maturity

grooming

ocus of checks
* Consistency

N —

Release preparation

Grooming

able,...)

* ldentify

requirement
gaps

* Includes TOs,

QA, PO

* Appropriated size
* Testability
» Coherent

Prioritization of
backlog for
Release

* Prioritize
backlog
according
sprint velocity

« Canbe
conducted
frequently
without
capacity
increase
(reprio of
release
backlog)

What happens before User Stories are written?

Sprint Preparation

5| 6|

Sprint UserStory Team

Look ahead Detailing Look ahead

Identify .

dependencies

between

teams

b) Specify Test (detailling,

Identify req. design (QA) testable)

general gaps .

of User Stories * Responsibility
within scrum

PO/TO/QA team (TO, PO, °
QA)

» Completeness
* Test Design

HDU

Sprint Planning e

Identify
necessary
tasks for
implementatio
n

Estimate
subtasks

Commit sprint
backlog

WI Master - Enver Bastanoglu
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Prioritized Feature Lists drive the modification of req. documents

Release preparation

& &7 >

. Rough Feature Prioritized Create / Modify .
Feature List Estimation Features Req. Documents ‘ User Story Grooming
+ Basedanthe . er
\ngle ze,
requirements
estable,...)
+ Add
Feature A Feature A ) BP information * Identify
necessary for requirement
Feature B Feature C g—% grooming gaps
all
Feature C Feature D |__|_| « Includes TOs,
Feature D Feature B Main Scenario A PO
Alt. Scenario
Single Req.

Feasibility of Features is pre-
checked by Architects in
Product Gateway (see Feature
Lifecycle Process / Markus
Kleinfelder)

HDU
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Features have impact on existing

and / or new requirements documents

BP#004

Create / Modify

Req. Documents

/

-

[FeinE
\/

\

HDU

Feature C

2.

BP#017

BP#046

l

Main Scenario

& o

|

SR

BP#new

Alt. Scenario

Main Scenario

Main Scenario

3.

Single Req.

Alt. Scenario

Alt. Scenario

Main Scenario

Single Regq.

Single Req.

Alt. Scenario

Single Regq.

W1 Master - Enver Bastanoglu
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[Femta ]
\/

User Stories are created to communicate
business requirements to the scrum teams

/

-

\

User Story

HDU

Feature C

l

BP#new

G2

h
ain ‘cené(io

Alt. S enarl\)

BP#004 BP#017 BP#046
i o | ek
Main Scenxrio I\Ilain Scena}io in %ces?rio

Alt. cenar\o Alt. Scenafio Ait. SAFnaAQ

Sing‘e Req\ Single R*q. ingle Req.\

Singl\a Req.\

LRl

R

K1o3g 18sn
Ki0ys J9sn

Ai0)s J9sn
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Each User Story belongs to exactly one Feature

\/

/

-

\

User Story

HDU

Feature C

l

BP#new

G2

h
ain ‘cené(io

Alt. S enarl\)

BP#004 BP#017 BP#046
i o | ek
Main Scenxrio I\Ilain Scena}io in %ces?rio

Alt. cenar\o Alt. Scenafio Ait. SAFnaAQ

Sing‘e Req\ Single R*q. ingle Req.\

Singl\a Req.\

| / |\
ll ll lll

R

—»  A10)g u9sn
|, Moysuesn

! Aioys sesn
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Links between Features, Requirements Documents and User

HDU

Stories
‘ User Story
There is no tool supported
direct link from Feature to Req.
Feature C
=ach Feature Is represented BP#004 BP#017 BP#046 BP#new

as one (or sometimes more) Epics
/ Themes in JIRA

1

g

¥

Main cen%no

I\Ilaln Scen io

A

Alt. Scenal o

Alt. Scenailo

Alt. SAFnar\e

Smg'e Req\

Single R*q

ingle\Req. \

LA

G20

aimSconiyi

. skenark

Singl\a Req.\

|

User Stories reference the
relevant parts of the
requirements documents in
their description

Each User Story is linked
to exactly one Epic / Theme

I

1 t 1

—»  Alojg Jas
5 Ki03g J9sn

|,  Aoygsuesn
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Release preparation

BP

@ go

‘ User Story

Grooming

Main Scenario
dQn the

Alt. Scenario

Single Regq. Zble,...)
- Add

information + Identify
necessary for requirement

grooming gaps

* Includes TOs,
QA, PO

Focus of checks

* Consistency * Appropriated size

* Feasibility * Testability
» Coherent
User Story
Maturity
)

.

Prioritization of

backlog for
Release
Prioritize
backlog
according
sprint velocity

Can be
conducted
frequently
without
capacity
increase
(reprio of
release
backlog)

HDU

Requirement Implementation Process

Sprint Preparation

5| 6|

Sprint UserStory Team . .
Look ahead Detailing Look ahead Sprint Planning e
Identify * ldentify
dependencies necessary
between tasks for
teams implementatio

b) Specify Test (detailling, n

Identify req. testable)
general gaps « Estimate
of User Stories Responsibility subtasks

PO/TO/QA

within scrum
team (TO, PO,
QA)

» Completeness
* Test Design

Commit sprint
backlog

. _

WI Master - Enver Bastanoglu
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Requirement Implementation Process — Responsibilities & User

Story Lifecycle

Prioritization of

(HDOU

Sprint UserSto . .
User Story Grooming ba:_;:ekllé)agSZor Loolfahead Detailin;y Lo:If::‘ead Sprint Planning e

Responsibilities « CPO, CTO, + CPO, TOs, P PO, TO and/or * Scrum Team

LSA, selected Pos, QA including PO,
POs and TOs fessoufces of TO, QA
team, QA Owne eam, QA
TOs, QAs + Corrsponding or QA ressource Owner or QA
supports to TOs and Key of team ressource of
check User TOs team
Stories
» Corrsponding
 N.Teams - QA
>TOs of
Customer
+ S.Teams ->
Scrum
Master/Tech.L
ead

Jira User Story .

Life Cycle > Open >> Ready for Grooming >> Ready for Implementation >> In progress >
Create User Stories Present US Maintain backlog Add missing details Explain new US to Clarify questions
for Features in Grooming (prioritization) to req docs and US SETII () [0 e GUiingiSRRt
(referring to req. docs) (if necessary)

Incorporate feedback
regarding grooming Incorporate feedback Review Present US in
readiness into US regarding level of test design sprint planning

PO Responsibilities

detail into US

WI Master - Enver Bastanoglu
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Direct communication of PO with scrum team (or representatives) Q

Is very important

User Story

Responsibilities

Discuss User Story
"slicing" per Feature in
time before Grooming,

so feedback can be

considered

supports to
check User
Stories

* N Teams -
>TOs of
Project

« S.Teams ->
Scrum
Master/Tech.L
ead

Grooming

Corrsponding
TOs and Key
TOs

Corrsponding
QA

Prioritization of

Team
Look ahead

UserStory
Detailing

Sprint
backlog for Look ahead
Release
. CPO, CTO, « CPO, TOs,

LSA, seleg

POs and Discuss level of

detail of US.
Discuss if design
is prepared.

« PO, TO and/or

Owner or QA
ressource of

or QA ressource
of team

Discuss test
design

team

Sprint Planning

Scrum Team
including PO,
TO, QA

Answer questions
during sprint

Jira User Story
Life Cycle

=),

Ready for Grooming

>> Ready for Implementation >> In progress >

Create User Stories
for Features
(referring to req. docs)

Present US
in Grooming

Incorporate feedback
regarding grooming

PO Responsibilities

readiness into US

Maintain backlog
(prioritization)

Add missing details
to req docs and US

Explain new US to
scrum team in advance
(if necessary)

Incorporate feedback
regarding level of
detail into US

Review
test design

Clarify questions
during sprint

Present US in
sprint planning

WI Master - Enver Bastanoglu
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Release preparation

(L7 S

BP
[ 2
O .
User Story Grooming
Main Scenario
Alt. Scenario
Single Regq.
Due Dates for Sprint 24
until 18.11.2011 21.11.2011
* Requirement » Groomed User
as User Story Stories
* Ready for
Grooming

.

Example: Timeline for sprint 24

Sprint Preparation

Prioritization of

Sprint UserStory
backlog for Look ahead Detailing
Release
4
22.11.2011 23.11.2011
» Prio. backlog * Prio. backlog

HDU

Team . .
Look ahead Sprint Planning enn
30.11.2011 6.12.2011
detailed User * Ready for
Stories Implementatio
. n User Stories
incl. Test
Design

WI Master - Enver Bastanoglu
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1D
What is a User Story? Q

What criteria should a User Story fulfill?

» Goals of a User Story

— Means of communication from PO to scrum team:
Which business requirements are expected to be developed and tested?

— Unit of planning for scrum team:
Which team should implement the story in what sprint?

— Unit of progress tracking:
What (parts of) business requirements have been successfully implemented?

« Most important criteria of a User Story SR
IS Can be dlrTICult.

— Adequately sized, so it can be implemented in one Sprint needs to discuss and
— Testable on its own (not dependent on other stories) decide User Story size and
scope together with scrum
team (development and

QA). .

« Note: What is a Story not?

— A means for structuring Integration Tests or User Acceptance Tests on the level of
business processes

W1 Master - Enver Bastanoglu SCRUM — Agiles Projektmanagement



What should the content be of a (Global Core) User Story? Q

1. Summary (“As a <type of user>, | want <some goal> so that <some reason>.”) )
2. Scope of the Story
— Short description of business goal and context (ideally not more that 2-3
Sen_tences) . _ _ iEntered by PO
— optionally explicit scope boundaries (what is not scope of the story) when creating
, . the story.
3. Requirements Details >
— Using references into the business requirements documents (avoid redundancy,
no copy&paste of the original requirements)
— Precisely defining scope (exactly what parts of the referenced requirements
documents are in scope of this story?)
— Important: include working (“clickable") links to the requirements documents N
(see following about subversion on how to to do this) J Entered by PO
4. Testideas and —hints beftzrset} c?:;gs s
— aspects that are especially important to test J
5. Additional and technical notes relevant for understanding and estimating the story, e.g. h Entered as a\
— assumptions about the technical solution . result of
— references to already implemented stories that have similarities to this one bd;fvfl:f;'opné
— any other important results of discussions between PO, Dev, QA P Dev, QA ’/

How to fill out the JIRA User Story fields and for a template for the story description, see

W1 Master - Enver Bastanoglu SCRUM — Agiles Projektmanagement


http://display/PBINT/PO-Guideline+for+handling+User+Stories

HDU

How to "slice" a Feature into User Stories?

» User Stories should, whenever possible, be "sliced" according to business content
— not by technical aspects (e.g. architectural layers)

« Remember: a User Story should be testable on its own

— i.e. the PO needs to be able to decide after a sprint, if the story was successfully
implemented

— this is easier if the scope of the story is defined in terms of business requirements, not
technologies
— (even though such "small" stories might feel strange at the beginning for POs new to scrum)

« Some ideas for starting the User Story "slicing"
— Happy Case as one Story, exceptional scenarios as additional stories

— Basic process with only the absolutely necessary steps as one story ("Durchstich"), the more
complicated aspects (e.g. sophisticated validations, special cases, ...) as additional stories"

— Reduced functionality with assumptions about default values as the first story, further data
entry in additional stories

« PO should make the first draft of the User Story slicing

— But PO needs to discuss and get feedback by Dev and QA before taking the stories into
grooming
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