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BHeapeHMe Scrum oT MeHeAXXepa

UJ1un
Scrum Ha KoJieCMKax CTY4YUTCs B TBOIO ABepb
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TpeboBaHUsA

CTEeNKXONZepbl
KOMMYHMKaL MK




[Mpouecc As Given

HeT BblAe/IeHHbIX MeHeAXXMEHT PecypCcoB Ha
Halen CTOPOHe

Scrum 11?777

Tnm ana Ha ctopoHe
KacTomMepa

[lOoTOK 33a4a4 U3 HNOTKYAA
TecTnpoBaHue — 0TAE/NBHO

...BOT Takoun
BOT Yy HacC




An agile war story

[lepBOe 3HAKOMCTBO C Scrum

KHn6epr + TpeHMHr AcxaTta Scrum and XP

from the Trenches

XeHpuk KHnbepr B3pbiBaeT MO3r
AcxaT Ypa3baeB - KOHTPOAbHbIN
BbICTPe/1 B ro/10BY(?)




TemHas kKomHaTa ¢ rpabasmm N1

[la 3gpaBCcTBYET MUPOBOU
Scrum!

\
eeanend Jlek,,

MeHegxep BHeapsaeT Scrum
MpuHumn — Big-Bada-Boom:

Ponn Scrum (PO, Scrum Master, Team)

Team
Planing!

\
. . Daily Seu™
Time-boxed Sprints

Sprint Backlog

Team Planning Session

Planning Poker

OueHka B MaeanbHbIX Yacax

Burn-down Chart

Task Board

Focus Factor

Retrospective Session

Demo

Local Daily Scrums

[leknapupyeTcs CaMOOpraHU3yoLWancs KOMaHAa

Kyukyemcs B 0o4HON KOMHaTe
Ho no4yemy TO noay4vaercs...



Mo-moemy, oHM BCE - “3a!"

Monocoeaxue Ha Scrum
PETPOCNEKTUBE




1-st Checkpoint:

ABa «Kak?» u cemb «lloyemy?»

Kak:
...3aKOMMUTUTbL?
...0OBACHUTb NAeabHble Yacbl?



1-st Checkpoint:

ABa «Kak?» n natb «floyemy?»

[louemy:
... MM He HPaBATCA MOU UTPYLLUKN?
...MeHfl He 11baT?
...He BCTatoT?
...CTOUM TaK A0/ro?

...Takue Banble?







...3aKOMMUTUTbL?
...00BbACHNTb NAeaNbHble Yacbl?




[louemy-ku

[loyemy:

...MM He HPaBATCA MOW NUTPYLUKKN?




[loyemy:

...MeHsl He nbarT?




MeHeg>xep B Scrum

MeHenxep npoekra

Vision, koHuenuusa npoekta, ROI YnpasneHue pabotamu (task)
7VnpaaneHV|e npuopuTeTamn v puckammn VnpaaneHme yuacwwxamm npoeKTa
Ynpaenexue N3MeHeHnaMu Ouenka
Backlog, Ynpaenetue MnaxnposaHue urepayumn
obwemom pabor (scope) Koopauauus pagor
AonrocpoyHoe nnaHuposaHue

YnyyweHwe npoyecca
Ynpasnenue oxuganuamu 3J1 T 3 K
RAL 9 ad 2 ’ | OtyeTtHOCTL Nepea Product Onwer

YnpagneHue T BaHUaAMWU
ZNDABNSHNG TPODOBRMILIM. YNpaBneHue TeXHUHeCKMMM pUCKamn_
OT4yeTHOCTL Nepea

DYKOBOACTBOM YnpaeneHne BHYTPEHHUM

Ka4ecTBoMm
YnpaeneHue Ka4yectsom (C
TOYKW 3pEHUA 3aKa34vuka)

I CneposaHnue npoueccy
L_Pacunutauua (Moaepaunsa) MUTUHIoB.

Pa3ssutne komaHabl
(komanpoobpasoBaxue)

YpaneHwe BHeWHUx
npenaTtceun (impediments)

NcTounumk - http://blog.scrumtrek.ru/2009/11/agile.html



[louemy-ku

[louemy:
...He BCTatoT?
...CTOUM TaK A0/ro?
...Takune Ba/ble?




t Fix1

oBbIn Scrum-Master
onoun «NY»
No pressure!
KoppekTuposka poan PM




MeHeg>xep B Scrum

MeHenxep npoekra

Vision, koHuenuusa npoekta, ROI YnpasneHue pabotamu (task)
7VnpaaneHV|e npuopuTeTamn v puckammn VnpaaneHme yuacwwxamm npoeKTa
Ynpaenexue N3MeHeHnaMu Ouenka
Backlog, Ynpaenetue MnaxnposaHue urepayumn
obwemom pabor (scope) Koopauauus pagor
AonrocpoyHoe nnaHuposaHue

YnyyweHwe npoyecca
Ynpasnenue oxuganuamu 3J1 T 3 K
RAL 9 ad 2 ’ | OtyeTtHOCTL Nepea Product Onwer

YnpagneHue T BaHUaAMWU
ZNDABNSHNG TPODOBRMILIM. YNpaBneHue TeXHUHeCKMMM pUCKamn_
OT4yeTHOCTL Nepea

DYKOBOACTBOM YnpaeneHne BHYTPEHHUM

Ka4ecTBoMm
YnpaeneHue Ka4yectsom (C
TOYKW 3pEHUA 3aKa34vuka)

I CneposaHnue npoueccy
L_Pacunutauua (Moaepaunsa) MUTUHIoB.

Pa3ssutne komaHabl
(komanpoobpasoBaxue)

YpaneHwe BHeWHUx
npenaTtceun (impediments)

NcTounumk - http://blog.scrumtrek.ru/2009/11/agile.html



TemHas koMHaTa c rpabasmm N2

HoBbie npobiembi:
Ckpam-macTtep — cMmBO 314! o

[loaBaeHWe aHTU-CKpaMm
rPynnNMpoBOK

[ oTepA MOTUBaAUUN, alaTUA




[lopa BcnabiBaThb!

Hard Rescue:
JInuHble BCTpeun
Bosneuenmne HR/ncnxonora B paboty

Hn3BeprHyTb NA0108B!
YecTHOCTb




[lopa BcnabiBaThb!

OTAbIX
Bce —B oTnyckal!
OTsriekatowme TpeHUHrm




PesynbTaT

Ctabununsauma KoMaHAbl
BecueHHbIV onbIT!!!
Lost in Service
Release Happens!




BbiBOAbI U YPOKWA

JTlobon HoBbIW NpoLLecc ...
...B IPaBUIbHOM MPOEKTE
...B IPaBUIbHOM MecTe
...B MPaBUIbHOM KOMaHAe

XOTb ropWKOM HA30BMW... @ JIy4Lle HMKAK He
Ha3blBaW.

Big Boom vs. Baby Steps




Bca npaBaa o Tpoansx

«3Haews, omkyda nossuaucs mpoanu? Tpoanamu
cMaHosamMcsA 3b@bl Nocae omcudku, me, 4bu
mamepu Kypunu 8o spems bepemeHHocmu.

Kozo 8 demcmse 6unu v
NbsiHble podumenu. »...

© Goblin




BbiBOAbI 1 YpOKM

OcCTOpOXHO - AcxaTt! &2
[puBnexkante HR
No pressure! MeHeaxep — MOMOLLHUK.




Cnacubo!
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Roman Yuferev, AVicode
ryuferev@avicode.com



