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Ground rules

● No laptops (unless taking notes or emergency)

● No cell phones (unless emergency)

● Work as teams
● Be timely
● Be open - open minded and open with each 

other
● Bring energy
● Emotions
● One conversation at a time, feel free to ask 

questions as they arise
● Be mindful of the chickens and pigs



The story of the chicken and the pig



Commitment vs involvement



Goals, hopes, concerns
exercise



Schedule



First Course- Wednesday, Aug 28

Objective: Set expectations, understand 
potential value of agile, understand scrum 
mechanics

● Introduction
● Agile review and deeper overview
● Lunch
● Intro to Scrum
● Roles and personas
● Daily retrospective



Second Course - Thursday, Aug 29

Objective: Understand Scrum artifacts and 
rituals

● User stories
● Lunch
● Prioritization
● Estimation
● Scrum rituals
● Daily retrospective



Objective: Define goals for release 1 and be 
prepared to start sprint 1

● Agile planning overview
● Mingle introduction
● Lunch
● Release planning
● Sprint planning

Third Course - Friday, Aug 30



Success and failure
exercise



Agile Overview



Agile review



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

Individuals 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.



Agile principles (paraphrased)
1. Customer satisfaction by rapid delivery of useful software

2. Welcome changing requirements, even late in development

3. Working software is delivered frequently (weeks rather than months)

4. Working software is the principal measure of progress

5. Sustainable development, able to maintain a constant pace

6. Close, daily cooperation between business people and developers

7. Face-to-face conversation is the best form of communication (co-location)*

8. Projects are built around motivated individuals, who should be trusted

9. Continuous attention to technical excellence and good design

10. Simplicity—the art of maximizing the amount of work not done—is 

essential

11. Self-organizing teams

12. Regular reflection and adaptation to evolving needs





Agile is easy to get going yet hard to do well. 

Many reasons collude to make this so. Chief 

among them is that agile exposes the dirt 

people have been sweeping under the rug for 

years. Who wants to look at that? Yet we must.

--Lyssa Adkins, Coaching Agile Teams



Turbulence is OK 



Agile roller coaster



Scrum deep dive



It’s all about the team



Agile teams … know that a well-functioning 

team of great individuals with mediocre tools 

will always outperform a dysfunctional team 

of mediocre individuals with great tools and 

processes.

--Mike Cohn, Agile Estimating and Planning



A Scrum team is cross-functional



High performance is the expectation



Roots of high-performance
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Roots of high-performance

● Commitment

● Focus

● Openness

● Respect

● Courage

● Humility
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High performance characteristics

● Self-organizing
● Empowered to make decisions
● Can solve any problem
● Team success vs success at any cost
● Team owns its decisions and commitments
● Motivated by trust rather than fear
● Consensus driven
● Constant constructive disagreement
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Fruits of a high-performing team

● Faster results

● Sustainable pace

● The right results more often

● Room for team AND individual growth



Limiting the bus factor



There is no single wringable neck



Final random thoughts on teams

● Two pizzas

● One team at a time

● Skillshare

● Experimentation time



So, if we’re self organizing...
What about managers/directors?

?!



Who’s who on the Flow team?
● Product owner

● Scrummaster

● Developer

● Tech lead

● UX/UI designer

● QA analyst

● Business analysts

● Community liaison



Scrum cycle



Scrum cycle





What’s a time box?

1. timebox (noun): (management) The 
inflexible period of time allotted for a specific 
task.

2. timebox (verb): (management, transitive) To 
assign an inflexible period of time to (a task).

-- http://en.wiktionary.org/wiki/timebox

http://en.wiktionary.org/wiki/inflexible
http://en.wiktionary.org/wiki/time
http://en.wiktionary.org/wiki/allot
http://en.wiktionary.org/wiki/inflexible
http://en.wiktionary.org/wiki/task
http://en.wiktionary.org/wiki/task
http://en.wiktionary.org/wiki/Appendix:Glossary#transitive


Sprint
AKA Iteration



Sprint

A set period of time during which the team 

completes a pre-defined body of work that 

together makes up a potentially shippable 
product increment and is unified by a sprint 
goal.



‘Set period of time’

● 1-4 weeks

● Factor in release duration

● Consistency is crucial



‘Pre-defined body of work’

● Team commits to completing a set of user 
stories

● Story definitions and acceptance criteria 
are fixed

● Sprint scope is fixed
● Once a sprint has begun, no work is added
● Changes in priority are ok



‘Potentially shippable product increment’

● A set of good-enough quality work that is 

potentially shippable to end-users

● A state of confidence



● describes the purpose and value of a sprint
○ EG ‘Enable talk pages in the mobile interface’

● defines the selected work for a sprint

● is defined by the Product Owner

● is agreed to by the team

‘Sprint goal’



Planning and development overlap



Release



Release

1. A combination of features that when 

packaged together make for a coherent 
deliverable to end-users

2. A version of a product that is promoted for 

use or deployment. Releases represent the 
rhythm of value delivery.

-- Adapted from Essential Scrum by Kenneth S. Rubin



Release frequency

● Can be consistent OR variable

● Establishing rhythm is valuable

● Regularity of releases should impact 

decisions about sprint length



Mobile web does it differently

● ‘Release’ software 2x per iteration

● Use the word ‘release’ to refer to fixed period 

of time - one quarter

● Define a set of goals for the quarter to guide 

our iterations



Scrum helps us cope 
with...
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Doomed to failure



Accept you won’t get it right up front



Do it iteratively
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Traditional cost over time



Scrum cost over time

Cost

time

Sprint



Learn and adapt quickly

Build

Feedback

Inspect

Adapt



Remember: Just 
enough, just in time!
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Deal with risk and failure early

● Tackle the risky items sooner

● Keep the cost of failure low

● Learn from failure quickly

● Failure is measurable
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Getting working software out often

every iteration results in a potentially shippable 
product increment



build in quality

QA every step of the way and don’t test only at 
the end
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avoid perfectionism
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Sustainable pace

● Consistent velocity

● Iterations

● Remove context switching



the Team



Low startup cost for new team 
members

● Predictable rituals

● Documented roles

● Actionable work



Happy team



User roles & Personas



User roles?

● Defines a class of users of your product

● There are likely many of them

● There may be overlap between them

EG editor, bureaucrat, first time image uploader



User roles & Personas
exercise



User role modeling

● Brainstorm roles
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User Role modeling

● Brainstorm roles

● Organize set

● Consolidate

● Refine



Personas

● An imaginary representation of a user role
● Applied only to the most important user roles
● Should be driven by real data
● Described with enough detail to make you 

feel like you know them
● Can be used to make user stories more 

expressive - helps put you in the user’s 
shoes



Personas for Flow MVP 
(WikiProject talk)

1. As a user who wants to take part in a WikiProject discussion, I want to be able to start 
new topics and reply to comments in existing topics.

2. As a user discussing content within the scope of a WikiProject, I want to be able to 
use markup in comments, so I can talk about how to improve markup and formatting as 
well as text content.

3. As a user watching a WikiProject discussion, I want to be able to hide nonsense/test 
comments or personal attacks.

4. As an administrator, I want to be able to delete harmful vandalism or spam.

5. As an oversighter, I want to be able to suppress comments that contain sensitive 
information, such as personally identifiable information from minors.



Retrospective

● What worked well?

● What didn’t?

● What still puzzles you?


