. Positive Interaction
J—l il J <l aill

K5A, Canada, Egypt, UAE

Agile Project Management

PMI-ACP
dljlma wle wjaill

agioa Julal diamia yujlaa



Agile Project Management
PMI-ACP

Jdljlma ve wyjaill
agiea sl dwamia gujlaa

Positive Interaction
ol J<laill
——— K34, Canads, Egypt, UAE ———



@ Positive Interaction
gl ol J <l sl

KSA, Canada, Egypt, UAE

+ Management
I& Institute. Agile Project Management
and PMI-ACP Exam Preparation

=
IN

PMI-ACP

<

mmmmmmmmm

What is the problem of
Waterfall model?
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Project Fails

* Various public studies (Forrester, Gartner, World Bank, Standish Group
) recently reported that between 81% to 84% of all IT project fail.

* 62% to 75% from other non-IT project fail

Course Objectives

By the end of this program, participants will be able to:

e wh e

Learn the values, principles, and practices of Agile project delivery.
Form an Agile team and practice Agile leadership.

Deliver a business manifesto using Agile methodology.

Practice Agile methodologies in their work.

Explore advanced topics in Agile methodology.
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Training Models

* Model 01 Agile Project Delivery

* Model 02 Agile Team and Leadership
* Model 03 Agile Manifesto

* Model 04 Agile Practices

* Model 05 Agile Advanced Topics
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Model 01 Agile Basics
( Project Delivery)

Adaptive (Agile methods)
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Cycles and Timeboxes

* Timeboxes allow for better telemetry over time
* Timeboxes create a sense of urgency

* Cycling the project through similar timeboxes provides progress
measurements from one timebox to the next

» Teams gain more predictable measurements that can communicate
expectations of cycle times, throughput, and velocity

* Organize work into release cycles and working time blocks

Project Delivery Stages

* Pre-project
* Delivery (incremental delivery)
* Post-project
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Product vision

Stakeholders

User story and acceptance criteria

Innovation games

Story map (Product roadmap / product strategy)
Release planning
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Product / Project Vision

* From Product Vision to Task (Why-How-What)
* What you are doing

* How you are doing it
* Why you are doing it

Vision statement

For

Who

The isa
That

Unlike

Our product {sinfement of primary diffe
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Elevator Statement

* For the Executive and Business Management Team
* Who needs to improve the timeliness and quality of decisions

* The Online BI Portal application project Will provide tools and reports
for information-based decisions for all management levels

* Unlike our current reporting portal

* Our new solution will provide easy ad-hoc, drill down and on demand
reporting of important indicators

ﬂ! The Elevator Pitch

« For [construction managers]

« wiho [nead 1o rack whal type ol work 15 balng
cdone on the constructon sate|,

= tha [CEWP)

» 13 & [safety work permit system],

+ Lhal [creales racks, and aodits safedy wirh
permmits],

= Unlike [ihe current papes-based sysiam)

= pur product [is web based and can be accessed
any tirme fram ﬂ:‘l:"w!"u:r{:_!,
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Business Case: Three-Sentence Project
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What's in a Charter

Project Charter ~ Team Charter

Stakeholder

* Personas (quick guides or reminders of the key stakeholders on the
project and their interest)

» Wireframe models (popular way of creating a quick mock-up of the
product)

11
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Personas

* Avatars (fictional character used to represent a specific user type
designed to make the user real

* Typicaly include (behavior patterns, goals, skills, attitudes, motivation)
* Maybe role, profile, real user, composite or multiple users

Persona

* Name

* Main characteristics
* His goals

* What he likes

* What he dislikes

? 3
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Meet The Superman [ s i

Main
Characteristics

His Goals

What he Likes What he Dislikes

2l 3
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Stakeholder Analysis

* Get the right stakeholders

* Cement stakeholder involvement

* Actively manage stakeholder interest
* Frequently discuss “done” looks like
* Show progress capabilities

Ij—s’T‘}— U L Stakeholder

P |
= l—{} % Understanding
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* As a <role> who?
* | want <functionality> what?
* so that <business benefit>) why?

As who | want
what so that
why

User Story

D

(4
/ As an Account Manager
I want a sales report of my account
As a <role> to be sent to my inbox daily
I want <goal> So that I can monitor the sales
so that <benefit> progress of my customer portfolio

Acceptance criteria:

1. The report is sent daily to my
inbox

2. The report contains the
following sales details: ...

3. The report is in csv format.

Acceptance criteria:
(Conditions of Satisfaction)

17
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Facilitate a Conversation

Well
talk about it to
ditcover the
details of what I
nesd To bulld.

Tve written
of The card what
I wont

"’ﬁ'r—-} o

SHTIE0NE someone who
weha wants bailds
something something

* As a customer,

!/ want to withdraw cash from an ATM

So that| don't have to wait in line at the bank
* As atraveler,

! want to book my trip online

So that| can mange my vacation anytime

18
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* As abank officer,
/ want tolist all credit card transaction
So that| can manage the bank commitments

* As a university student,
I/ want to attend the course online
So that| don’t miss the course

* As arecruiter,
! want to post new job
So that applicants can find those jobs via search

* As ajob seeker,
! want to limit who can see my CV
So that| can protect my privacy

? -
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* A brief simple requirement statement from the perspective of the
user

* Documented, visible, having acceptance criteria

* Stories get their name from how we use them, not how we write
them

* The best documents use words and pictures to help recall our
conversations, they don’t replace conversations

* Stories aren’t a different way to write requirements, they’re a
different way to work

? -
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Story-Writing Workshop

* Anyone can write user stories
* User story will go to the product backlog
* Product owner own the product backlog

User Story 3 Cs

Confirmation

21
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Why User Story?

* Shift focus from writing to talking

* Combine the strengths of both written and verbal communications
* User stories are comprehensible by both customers and developers
* User stories are the right size for planning

 User stories work for iterative development

Why not Specification?

* Assume everything is knowable in advance
* Time consuming and tedious to read
* Treat learning as “change of scope”

22
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The Problem

* Communication problem

* Those who want the product must communicate with those who will
build it

* Balance between business side and developers side

* Business side dominates ..... Functionality and dates mandated,
reality, understand

* Developers dominates .... Technical jargon

* Something you can deliver and evaluate

DECanOse

oo

? -
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Don’t Forget The Purpose

* The story text we write on cards is less important than the
conversations we have

User Story Format

Ref Priority
Asa --------- who
—twant -——--- what —
Story Point

24
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Product Backlog
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Acceptance Criteria AC

* To explain the conditions that a specific user story must satisfy

* AC are often expressed as a set of statements; These statements
should be:
* Clear, so that everyone understands them
* Concise, so that there’s no ambiguity
* Testable or verifiable
* Focused on providing customer-delighting results

Acceptance Criteria Types and Structures

* Scenario-oriented (the Given/When/Then template)
* Rule-oriented (the checklist template)
* Custom formats

26
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Scenario-Oriented

* Given/When/Then (GWT)
* Given some precondition
» When| do some action
« Then| expect some result

* Behavior-Driven Development (BDD)

THE GIVEN WHEN/THEN TEMPLATE
Scenario

CalW@n & pavvrmnlinas

WHER faweiieg
hnappanng

Then it 1sa seusti

anel

altexsoft
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* As a user, | want to be able to recover the password to my account, so
that | will be able to access my account in case | forgot the password

THE GIVEN/WHEN,/TH

Llseer SHOryY: Anm uwer | witnk 1o ba shile 5 recone the co s

=1 e ahis b dooosn Wy seoued i cias | Ferpnk He

Scenario T
Given
LT
A
Then
Given
Wi ey

Theiit

albersalt
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* As a user, | want to be able to request the cash from my account at an
ATM so that | will be able to receive the money from my account
quickly and in different places

MNAYHEN THEMN ACCEFTAMCE CRITER A

Limasr SEIrys Ass voes | waid b b gl Lo segqumi tha cach e my ey oo ol an TR 0

thal | il e nbiw S0 recene e e ey roe sy gooert qulb i e o dife s oloces

Seenddia 1

And

Al
Wirnigm
Then
LT
LTS

altexsoft
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Rule-Oriented

* There is a set of rules that describe the behavior of a system
* Based on these rules, you can draw specific scenarios

? .
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* As a user, | want to use a search field to type a city, name, or street,
so that | could find matching hotel options

* The search field is placed on the top bar
e Search starts once the user clicks “Search”

* The fisld contains a placeholder with a grey-colored text: “Where are you
going?”

* The placeholder disappears once the user starts typing

* Search is(Joerformed if a user types in a city, hotel name, street, or all
combine

* Search is in Arabic and English
* The user can’t type more than 200 symbols

* The search doesn’t support special symbols (characters). If the user has
typed a special symbol, show the warning message: “Search input cannot
contain special symbols.”

31
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Innovation Game

Remember the Future
Shape the Product Tree
Sailboat

Design the Product Box

s wh e

Buy a Feature

2l o
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Shape the Product Tree

Shape the Product Tree

Low
- N
Importance —‘?"'H W< 4, IPriority
(branches) \1\4;/*& Same branch Low
High = NP —
I'| /-" High
|
T s by
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Shape The Product Tree

Sailboat
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Vision/ Product Box

* An exercise where you take a small box and you market it only using
the front and back of the box

* On the front, make sure you establish your key selling points and
objectives
* Why are we doing this?
* What are we going to achieve at the end?
* On the back, is the product description
* What are you going to get?

Pl g
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Vision Box

Example Vision Box

Front
« Product Name:

Career Learning Center
« 3elling Points:
» Time gaving registration process

* Training from any [ocation through mobile apps

s Cuctomizad courge recommendatione encura you'll only take
rélevart ana valuable courses

= Create & persondlized development plan
= Commect with Imstructors and peers for tips and ideas
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Example

Back

Product Description: The CLC is a web taal that allows users 1o
ressarch, compare, register for, manage and complale training
courses customized o their job role and progression path

Key Features: + Personalized development
 Readwrite course roadmap
FavIEws

+ Goblaboration tooks
* One-step registration

+ Courge/test results
« Owart recommendations Feporting

« Gest comparizon tonls
+ Course management tools

* Mobile training « Bagy certification process

The Construction
Safety Permit System

ideal for mine sites

Proceas perimits fasber)
Proess permits safer
Track people’s time better!

Whiere you need it When you need iL

o 38
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Buy a Feature

Innovation Games

* wWWWw.innovationgames.com

* Innovation Games: Creating Breakthrough Products Through
Collaborative Play

Luke Hohmann

39
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Story Mapping

* A map tells a story about a type of person doing something to reach a
goal

* Make sure to include them in your map along with a little information
about them

* You may use persona sketches to describe the users
* Collaborative work — shared understanding

i [ —

- ¥
A3 o
l' 5};rﬂﬂfﬂ-5
Vision Froduct

Vishon Board Pmdu-:! Backlog

2l v
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Shallow Discussion

L]

233

.Iinslad we nﬂasm.

Collaborations — Word & Pictures
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when we say the same thing, we actually mean 't
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* Stop exchanging documents, tell me your story

If wee we coulkd
Jusk talk about this, we

could figure it out
together.

Effective story conversations build shared
understanding

The best documents use words
and pictures to help recall our
conversations, they don’t replace
conversations

44
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Story Map
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* Captures the high-level activities a user will accomplish while using
the product

Apple TV

BTN T T T
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Select Movie

* Free text search

* Browse by genre

* Browse by recent addition

* Browse by most popular

* Browse by most popular by genre

* Browse by recent addition by genre
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Walking Skeleton

* These are the stories that will provide the user with the tasks that
they can perform within the product — aligned to features and epics in
the backbone

* |s a tiny implementation of the system that performs a small end-to-
end function. It need not use the final architecture, but it should link
together the main architectural components

? 48
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