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Team	Centric	Agile	



Who	is	doing…	

Scrum?	
Kanban?	
Extreme	Programing?	
Waterfall?	



We	don’t	need	another	Methodology	

Crystal(s)	
Lean	



Choose	your	Cola	

Kent	Beck	
XP-Cola	

Ken	&	Jeff’s	
Scrum-Cola	

David	Anderson	
Kanban-Cola	

Allan	Kelly	
Xanpan-Cola	

The	Re
al	

Thing	

8	out	of	10	
teams	prefer.	

Will	you	take	the	Kanban	challenge?	



Xanpan		
Take	it,	use	it	

Inspira[on	
Roll	your	own	
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Principles	

1.  Itera[on	rou[ne		
•  Humans	are	good	at	deadlines	

2.  Invest	in	Quality	
•  “Quality	is	Free”	

3.  Visualize		
•  See	to	learn	



Principles	

4.  Dis-economies	of	Scale		
•  Small	batch	size	

5.  Emphasize	Flow	
–  Level,	Span,	Constrain	

6.  Team	Centric	–	stable	
–  #NoProjects	
–  Planned	&	Unplanned	work	

	



Principles	

7. ConstrucFvism	learning	
8.  Goodhart’s	Law	



Goodhart’s	Law	

Any	observed	sta[s[cal	
regularity	will	tend	to	

collapse	once	pressure	is	
placed	upon	it	for	control	

purposes.	

Professor	Charles	Goodhart,	CBE,	FBA	



Some	details	



Team	Centric	



Stream	Teams	

With	business:	product,	service,	business	line	



One	Team	

Delivers	product/service	



Teams	

•  Keep	teams	together	
– Why	break	up	successful	teams?	

•  Stable	teams	
–  Improve	performance	
– Velocity	&	es[ma[on	can	become	predictable	



Sausage	
Machine	

Requirements	go	in	

Working	Soqware	
Comes	Out	



Teams	

Flow	the	work	to	the	team	



One	Team	

Bring	the	work	to	the	team	

Many	projects	
	Many	pieces	
of	work	

	
	
Focus	on	Flow	
	



Quality	



Quality	->	Quicker	

Capers	Jones,	2008	
Applied	SoIware	Measurement	

Projects	with	low	defect	
poten[als	and	high	defect	

removal	efficiency	also	have	the	
shortest	schedules,	lowest	costs	
and	best	customer	sa[sfac[on	

levels	



Inves[ng	in	quality	up	front	
Is	

Cheaper	than	fixing	it	later	
	

No	license	to	gold	plate	



There	is	no	such	thing	
as	“Quick	and	Dirty”	 Quick	&	

Dirty	

Dirty	&	
Slow	You	always	pay	

for	dirty	

“Dirty	and	Slow”	

Only	



How	do	you	improve	quality?	

T	D	D	
A	T	D	D	
B	D	D	



Itera[ons	
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2	week	rou[ne	
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Release	

The	test		of	your	
process	

Every	2	weeks	you	have	a	shippable	product	
	

Whether	you	ship	or	not	is	a	marke[ng	decision	
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For	most	teams	a	release	every	2	weeks	
seems	an	impossible	goal	

	
For	the	best	teams	a	release	every	2	weeks	
seems	an	impossibly	long	[me	to	wait	



Intra-itera[on	releases	
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Review	&	
Retrospec[ve	

Work	



Itera[ons	&	Flow	

Itera[ons	bring	structure	
But	

Strict	itera[ons	break	flow	
	



Itera[ons	&	Flow	

•  Stories	spanning	sprints	levels	work	
– Break	down	stories	to	tasks	
– Break	down	is	design	
– Tasks	only	counted	when	completed	
– When	all	tasks	done,	Story	done	

•  3	Strikes	and	you	are	out!	



Unplanned	work	

Unplanned	but	urgent	and	valuable	
•  Seek	value	
•  Nothing	wrong	with	late	work	
– Late	does	not	mean	it	is	less	valuable	
– Late	breaking	may	be	more	valuable	



Planned	&	Unplanned	work	

•  Planned	work:	planned	in	planning	
mee[ng	

•  Unplanned	work	at	any	[me	
– Tag	it,	e.g.	Yellow	card	

•  At	end	of	the	itera[on	analyze	&	
understand	



Stories:	2	Golden	Rules	

As	a	 		Role	or	Persona	
I	want	to	 	Do	a	Something	
So	that	 		ObjecFve	

Story	should	benefit	business		
(Story	should	have	value	$s	&	€s)	

Story	should	be	small	–	
deliverable	in	days;	max	2	

weeks	



Breakdown	

•  In	planning	mee[ng	
•  Part	
– Soqware	Design	
– Requirements	elicita[on	
– Opportunity	to	reduce	scope	
– Es[ma[on	exercise	

Image	from	Paul	Goye^e,	Crea[ve	Commons	License	
h^p://commons.wikimedia.org/wiki/File:Wrecking_ball.jpg	



As	a	 		Role	or	Persona	
I	want	to	 	Do	a	Something	
So	that	 		ObjecFve	

EPIC	

TASK	

Value	but	too	
big	to	deliver	
soon	

Small	enough	to	
deliver	really	
soon	but	lack	
business	value	

Should	benefit	
business		

Should	be	
small	



Epic->	Story->	Task	
Very	valuable	but	BIG	
Used	for	forward	planning	
Breakdown	to	stories	as	they	
approach	

Epic	

Story	

Task	

Story	Story	Story	

Task	 Task	 The	things	you	do	to	build	a	story	
Very	small	but	no	business	benefit	

Stories	have	value		
Small	enough	to	delivery	
soon 		
Have	acceptance	criteria	



3	Planning	Horizons	

Itera[on	(Sprint)	
– 2-4	weeks	ahead	

Quarter	plan	(Release)	
– Next	quarter	
– 2-4	releases	ahead	
–  (2-8	Itera[on)	

Roadmap	
– 1-2	years	by	quarter	
– 2-5	year	ahead	

Itera[on	

Quarter	plan	

Roadmap	



Rule	of	Thumb	

Itera[on	

Quarter	plan	

Roadmap	

Itera[on	plan	with	
Task	level	
Quarter	/	Release	
plan	with	Stories	
Roadmap	plan	with	
Epics	

Tasks	

Stories	

Epics	



Focus	on	Value	not	The	End	
Ask	not,	“When	will	the	
soqware	be	done?”	

But	ask:	“When	will	the	
soqware	deliver	value	next?”	

Think:	Stream	of	Value		
(which	might	stop	one	day)	

Not:	An	end	date	
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