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Trainer, Mentor, Coach & Facilitator @ Many Companies

AmerisourceBergen (Pharma Distribution) Fiserv (Financial) Motorola Mobility (Telecom)
Barclays (Financial) ISO Verisk Analytics (Insurance) Walmart (Retail)
Cisco (Telecom) Kremsa (Digital Agency) ASPE & CPRIME (Training)
Certifications
Scrum Alliance Scaled Agile Inc. ICAgile
Certified ScrumMaster (CSM) SAFe Program Consultant (SPC4) Certified Professional in Agile Coaching CIZ)
Certified Scrum Product Owner (CSPO) Instructor for the SSM, SASM, Certified Professional in Agile Team Facilitation-ACP)
Certified Scrum Professional (CSP) PMPO, SA and SP courses ACI Agile Coaching Bootcamp ¢ACB) (via ACI)

Instructor, Agile Fundamentals (via ASPE)

| help people

make better B.S. Biochemistry (UCLA) ORAG2NI 2F WFO1Qa ! 3AtS b2idSo
. . Founder, ADH Hockey Association (Costa Rica) Author on Mob Programming (Scrum Alliance)
deC|S|OnS Lead Mentor at NYC Scrum User Group Speaker at PMI, Agile User Groups, AgileCamp

I NBFG2N 2F WFO1 Q& ¢hat ®ieviodkl &Dev, BA, QA, PM, Prod. Mgr., Cost Center President
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Polls

1.What is your role at work?

2.\What type of experience do you have doing PI
Planning?

3.What level of expertise do you have facilitating or
planning for Pl Planning?
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Learning Objectives

A Pattern of Beginning

In this webinar, we will cover:

you plan your Pl Planning session

AWhat steps you might considerin | f
preparing for your Pl Planning sessic $9
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Values:& Principles

daives

DRINCIPLES



Never forgel thal beller principles,
nol beller praclices,
are What organizalions really need

Jurgen Appelo
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Pl Planning & the Manifesto

The Agile Manifesto statesy ¢ KS Y244 STFAOASY Ul FyR S
information to and within a development team is fae®-F I OS O2 Yy S NA |

A Program Level Fae®-Face Conversation®! Planning is a routine, fate-face
event, with a standard agenda that includes a presentation of business context
and vision followed by team planning breakouts.

A Iteration Plans & ObjectivesThe teams create their iterations plans and
objectives for the upcoming Pl Facilitated by the Release Train Engineer (RTE)
This event includes all members of the ART, whenever possible.

A 2-Day Eventlt takes place over two days, and occurs within the Innovation and
Planning (IP) Iteration. Holding the event during the IP iteration avoids affecting
the timebox, scheduling, or capacity of other iterations in the PI.

A Pl ObjectivesThe result of planning is a commitment to an agreed set of
Program Pl objectives for the next PI.

Adapted fromhttp://www.scaledagileframework.com/pplanning/
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Standard 2Day Pl Planning Agenda

Day 1 Agenda Day 2 Agenda

8:00- : 8:00- : .
9-00 Business Context el Planning Adjustments
9:00- Product/Solution

10:30 Vision 9-00-

Architecture Vision 11:00
& Development
Practices

: 11:00- Final Plan Review
11:30- Planning Context 1:00 & Lunch
1:00 & Lunch

Team Breakouts

10:30-
11:30

1:00- .

2-00 Program Risks
1:00- 2-00

2:15- Plan Rework?

4:00- e
5:00 Draft Plan Review _

: Planning
5:00- Management Review Setrgspﬁctlve i
6:00 & Problem Solving oving/i=orwar

© Scaled Agile, Inc.
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lterative & Incremental Development

“iterating” builds a rough version,
validates it, then slowly builds up quality

A more iterative allows you to
move from vague idea to
realization making course
corrections as you go.

© Jeff Patton, all rights reserved, www.AgileProductDesign.com

Iterating

“incrementing” builds a bit at a time

Incrementing calls for a fully
formed idea.

And, doing it on time requires
dead accurate estimation.

@ Jeff Patton, all rights reserved, www.AgileProductDesign.com

Incrementing

8/3/2017 © 2017 All Rights Reserved

11



8/3/2017

Progressive Refinement

Incremental & Iterative
Development
Reduce Uncertainty Over Time

Agile Boot CampAgile2016 (Diana Larsen)

© 2017 All Rights Reserved
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Application of the Scrum Pillars

Adaptation

A Common Process A Frequent.Scrum users A Adjustment Determinedlf an inspector

LanguageA common must frequently inspect determines that one or more aspects of a proct
language referring to Scrum artifacts and deviate outside acceptable limits, and that the
the process must be progress toward a Sprint resulting product will be unacceptable, the
shared by all Goal to detect undesirable  process or the material being processed must be
participants variances. adjusted.

A Common DoDThose A Non-Inhibitory. Their A Adjustment ASAPAN adjustment must be made
performing the work inspection should not be as soon as possible to minimize further deviatit
and those accepting so frequent that A 4 Events for I&AScrum prescribes four formal
the work product inspection gets in the way  events for inspection and adaptation, as
must share a commor  of the work. described in the Scrum Events section of this
RSTAYAUAZ2YA BEleddrspRgfosse document:

Inspections are most

beneficial when diligently A Sprint Planning
performed by skilled A Daily Scrum
inspectors at the point of A Sprint Review

work. A Sprint Retrospective
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Planning & Adaptation

Agile in the Enterpris& Planning, Inspection & Adaptation @ Every Level

Portfolio (Strategic)

(Vision) (Themes) (Initiatives) (Epics)
(MVP Benefit Hypothesis)

(Business Use Case)

Solution(System of Systems)
(Integrated Solution) (Capabilities)
(Solution Roadmap)

Program(System¢ Team of Teams)
(Integrated System)

(Minimal Marketable Features)
(Minimal Business Increment)
(Program Roadmap)

Team

(Working Softwareg Product Increment)
(User Stories) (Tasks)

(MVP Spikes)

(Sprint Goal)
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Planning & Adaptation {Q

Product Roadmap - AM
It NP RdzOU w2l RYI LIX

A Ascheduleof events and milestones that communicate planned
deliverables OR objectives over a timeline.

A MAY includecommitmentsof objectives (outcomes) for the planned,
upcoming time period

A Offers visibility into the deliverables OR objectif@®castedfor
future time periods

A MAY includemilestonesandstretch objectives

8/3/2017 © 2017 All Rights Reserved 16



Planning & Adaptation

LeanAgile Product Roadmap Example (Program Increment Based) (SAF

V1.0
E3 Expo
e (7/23)
May July ’
=] R
PI3 Pi 4
» Road Rage ported » E3 Expo Tradeshow!
(pait3) *» Road Rage completed
» Brickyard port started (single user)
» Distributed platform » Brickyard Ported (single
demo user)
*» ALL GUIs for both games » Road Rage multiuser
» Multiuser architecture » First multiuser game
» New Road Rage features feature for Road Rage
(see objectives for details)
» New Brickyard features
(see objectives for details)
— Stretch Objectives —
» Demo of Beemer game
-
Committed Forecast

8/3/2017 © 2017 All Rights Reserved

v2.0

.

Sep ’9118

P15

Road Rage (multiuser)
first release

Brickyard ported
multiuser demo

New features for both
games (see backlog)

U
»
-
»
»
-
-
-
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Planning & Adaptation (&,

= s

Release Slices

User goals =

time

necessary =

&
Hrstrelease

less *
optional _ drel TSE
ll:' \
o
2 |I
o
o
rpcre * I third releage
optional

Source: Creating Alignment with The Product Wall Release Planning Workshop (Alan Dayley)
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Product Backlog Refinement (&

St

Reasons to Dedicate to Time for the Backlog Refinement Process
1S t NPRdzOG . I O1ft23 LUSYA aGwSl Reé¢é

: Definition of Ready (DoR) Example |

: A Story defined and written

: A Story traceable to source document

:  (where appropriate)

A Acceptance criteria defined

: : A Dependencies identified

: A Size estimated by delivery team

A User experience included (where
appropriate)

A Performance criteria identified (where
appropriate)

: A Person who will accept the user story Fs

:  Iidentified :

: A Team has a good idea about how to

demo the user story

Source: Wikipedia

8/3/2017 © 2017 All Rights Reserved 19



