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@ Delivers

in one Big Bang.
Analyzing and
planning without
testing and
changing the plan,
usually leads to
late surprises, and
deliveries not
meeting business
goals nor user

~” needs.

Cost
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All difficult decisions
in the beginning.

Time

Godl

is usually met earlier
than planned.

@ Delivers
value in incremental
deliveries with
iterative improvements
validated by feedback
from users.
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Decisions are continuously

made and validated. Time
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Waterfall Approach

No more
HIPPO
decisions

Ways of Working

Fail Fast 2

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

2001 - Agile Manifesto
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to make decisions on business-

& user value and tech solutions.
They have the competences
needed to build and ship it.

PO owns
the PB and
product
vision.

¢ Product

e Scrum Master

*Sprint Backlog
eUser Story
*Task
*DoD

T-shape
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*Daily Meeting
*Backlog Refinement to find Value
e Sprint Planning *Review
e Sprint Goal *Retrospective

Working Agreement
e

Delivering customer value

& with as little work possible —

Iterative design over
big design up front
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Customer feedback
over intuition

ﬁ

over one hero

Agile Onion by AWA, Simon Powers
Cynefin by Dave Snowden
Modern Agile by Joshua Kerievsky

Experimentation over
elaborate planning

Collaborative work
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