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WHY A GAME? ...again?

Knowledge makes things more complicated until it starts to

A

Complicatedness >
R

Ri

| can’t even tell you

W% |Ha

XP
DSDM
Lean

Kanban

Shu Just code-and-deliver!

mastery

©Alistair Cockburm 2014 O
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GIFT - PM Memo game

 Learning Project Management through memory
game.

« Download Android app

* Tell what you think?
http://ej.uz/PMMemo
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GAME SCHEDULE

00:05 Getting common language

00:15 Game objective and rules

00:20 Part 1 - “produce” pasta in each team
00:40 Part 2 - scale into 2 team co-operation
01:00 Part 3 - scale into Enterprise Agile Pasta
01:20 Workshop retrospective

01:45 Close
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SCRUM

8- ’. a method of restarting pla
In rugby

4 /"f o 2XEAN
Scrum is one among many methods of doing agile

O The New Product Development Game (1986)
O From Rugby to the Business
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AGILE - quick and we[l?g"brdin‘a'ted
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Agile is an iterative approach to do projects:

* Requirements developed iteratively Aglllty can be aChiEVEd
« Results delivered incrementally in bUSiI‘IESSGS
| [Eamsgel-gai and organizations!

* Focus is on value and collaboration

A
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THE AGILE MANIFESTO

a statement of values

Individuals and
interactions

Working product

Customer collaboration

Responding to change

over Process and tools

Comprehensive

over .
documentation

over Contract negotiation

over Following a plan

Source: www.agilemanifesto.org
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SCRUM

DALy SCRUM

MEETING
24 HOurRs
POTENTIALLY
PrRODUCT SPRINT SHIPPABLE
BackKLOG BackLOG PrRopucT
INCREMEMNT

\ ]

COorPYRIGHT & 2005, MouNTAaIN GOAT SOFTWARE
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LEAN

not having much fat on the body: thin, strong, healthy

The core idea of Lean is to maximise customer value while minimising waste,

e.g. overproduction, waiting, defects etc.
- ViIER

LEAN TRANSFORMATION L o I

How to change your busine:
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By Bruce A. Henderson and Jorge L. Larco
Foreword by James P. Womack

agiletransformer.com




KANBAN is used in LEAN
TO VISUALISE WORKFLOW

“Less Is more!”
by limiting work In progress

switching context is minimized
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WHY SCALING AGILE?

Portfolio level - stable yearly process, budget frames, long term planning

Program level - lots of meetings, spreadsheets, stregs, and confusion

\ / o

= \\ / A \8/
\ @ Product
Product Project director

Ouwner manager
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Portfolio

DO THE RIGHT THING

Program

CREATE FLOW

Team

Po THE THING

——— RIGHT (anp FAST)

Henrik Kniberg & Eik Thyrsted Brandsgard



Scaled Agile Framework (gimplified...)  Pertfoliokanban Systen

Portfolio
PORTFOLIO LEVEL

Funnel Review Analysie 1 Backlog | [mplementin
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GAME SCHEDULE

00:05 Getting common language

00:15 Game objective and rules

00:20 Part 1 - “produce” pasta in each team
00:40 Part 2 - scale into 2 team co-operation
01:00 Part 3 - scale into Enterprise Agile Pasta
01:20 Workshop retrospective

01:45 Close
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OBJECTIVE

to “produce” as much pasta
as you can.

Pasta is-produced” when everybody have
1 touched each piece of it.

A
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RULES

» Can not pass to the person next to you
« Start and finish with the same person
 Must have “air time”

« 3 iterations (2') + 3 retro&planning (1')
* Do the counting during iteration

* No “batches”

agiletransformer.com |‘ '|
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GAME SCHEDULE

00:05 Getting common language

00:15 Game objective and rules

00:20 Part 1 - “produce” pasta in each team
00:40 Part 2 - scale into 2 team co-operation
01:00 Part 3 - scale into Enterprise Agile Pasta
01:20 Workshop retrospective

01:45 Close
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PLANNING

Insert Text Here

Hours Minutes Seconds
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PLANNING

Insert Text Here

Hours Minutes Seconds
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1st ITERATION

Insert Text Here

Minutes Seconds
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1st ITERATION

Insert Text Here

Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds

agiletransformer.com



COMPETITION!
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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DEBRIEF

What have you learned
about agile
during this part?
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GAME SCHEDULE

00:05 Getting common language
00:15 Game objective and rules

00:20 Part 1 - “produce” pasta in each team
00:40 Part 2 - scale into 2 team co-operation
01:00 Part 3 - scale into Enterprise Agile Pasta

01:20 Workshop retrospective
01:45 Close
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TASK

Choose the team
to co-operate with!
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PLANNING

Insert Text Here

Hours Minutes Seconds
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PLANNING

Insert Text Here

Hours Minutes Seconds
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1st ITERATION

Insert Text Here

Minutes Seconds
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1st ITERATION

Insert Text Here

Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds
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ORGANISATIONAL
CHANGE!




RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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DEBRIEF

What have you learned
about co-operation during
this part?

agiletransformer.com



GAME SCHEDULE

00:05 Getting common language
00:15 Game objective and rules
00:20 Part 1 - “produce” pasta in each team

00:40 Part 2 - scale into 2 team co-operation

01:00 Part 3 - scale into Enterprise Agile Pasta

01:20 Workshop retrospective
01:45 Close

agiletransformer.com




SCALING APPROACHES

1. Anarchists
2. Dictators

3. Networkers
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PLANNING

Insert Text Here

Hours Minutes Seconds
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PLANNING

Insert Text Here

Hours Minutes Seconds

agiletransformer.com



1st ITERATION

Insert Text Here

Minutes Seconds
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1st ITERATION

Insert Text Here

Minutes Seconds
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SYNCHRONIZE CADENCE

One “enterprise pasta” Is ready
when it consists of all pasta types.
How many “enterprise pastas” can
you produce?

agiletransformer.com



RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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RETRO & PLANNING

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds
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2nd ITERATION

Insert Text Here

Hours Minutes Seconds
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SCALING NETWORKS

Each team to suggest to others
what have worked for them the
best and others shall do the same.
Do not repeat each other!
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DECIDE WHAT TO SUGGEST

Insert Text Here

14
F | y
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Hours Minutes Seconds
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FINAL ITERATION

Let's set a world's record
In this game!
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PLANNING

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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3rd ITERATION

Insert Text Here

Hours Minutes Seconds
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DEBRIEF

What have you learned
about scaling
during this part?
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GAME SCHEDULE

00:05 Getting common language

00:15 Game objective and rules

00:20 Part 1 - “produce” pasta in each team
00:40 Part 2 - scale into 2 team co-operation

01:00 Part 3 - scale into Enterprise Agile Pasta

01:20 Workshop retrospective
01:45 Close
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WORKSHOP RETROSPECTIVE

Insert Text Here
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Hours Minutes Seconds
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WORKSHOP RETROSPECTIVE

Insert Text Here
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Hours Minutes Seconds
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