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My Relevant 
Background

•PMP – Traditional Project 
Manager for many years
•Been Using Agile 

Methodologies (Scrum) for 6 
years 
•Certified Scrum Master &    

PMI-ACP
•Certified SAFe Agilist and 

Practitioner (Scaled Agile 
Framework)



Learning 
Objectives

1. What is Agile Project 
Management?

2. History of Agile Project 
Management

3. Implementing Agile Project 
Management (Scrum)

4. Resources for more 
information





Traditional Project 
Management

PMBOK – Gold Standard



PMBOK – Traditional Project Management

• Initiating, Planning, Executing, 
Monitoring and Control, Closing

Five Process 
Groups

• Integration, Scope, Schedule, Cost, 
Quality, Resource, Communications, 
Risk, Procurement, Stakeholder

Ten Knowledge 
Areas -

Management of:



PMBOK – Traditional Project Management

• Schedule

• Cost

• Scope

Historically -
Managing the 

Triple Constraints

• Quality

• Risk

• Customer Satisfaction

Recently - Added 
a few more 

things to manage



Issues with Traditional 
PM Approach



Some Issues 
with the 

Traditional 
Approach

• You do a lot of planning up front:

• Know the least about what the customer 
wants

• Know the least about the how you are going 
to solve the problem

• Know the least about your team & their 
performance

• Difficult to predict what is going to happen 
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Some Issues with the Traditional Approach



Development Cycles



Traditional System Development Cycle



Software Development – Waterfall Approach



What if 
Development 

Cycle was this?



What if we 
changed the 
triple 
constraint?

Fixed time increments.

Fixed costs (resources).

The variable is the Scope.



What if we 
changed our 
Team 
Structure?

Small self-contained team.

Self-managed team.

Plan your own work in small 
increments.

Estimate your own work.



Agile Project 
Management



What is Agile 
Project 

Management?

•Group of Methodologies that 
focus on iterative and 
incremental delivery of a 
product.

•Methodologies include new 
team organization.



What drove 
Agile Project 

Management?

•Poor Project 
Performance
•2%
•75%



Poor Project Performance

Chaos  
Report

2011 2012 2013 2014 2015

Successful 29% 27% 31% 28% 29%

Challenged 49% 56% 50% 55% 52%

Failed 22% 17% 19% 17% 19%



What drove 
Agile Project 

Management?

• Academic Research

• Robert Austin & Richard Nolan (HBS) studies 
large software projects:

• "The first flawed assumption is that it is possible 
to plan such a large project.

• The second flawed assumption is that it is 
possible to protect against late changes.

• The third flawed assumption is that it even 
makes sense to lock in big projects early.“



What drove 
Agile Project 

Management?

• Academic Research

• Uncertainty Principles

• Watts Humphreys (IBM) - "for a new 
software system, the requirements 
will not be completely known until 
after the users have used it.“

• Hadar Ziv (Univ of California) -
"Uncertainty is inherent and 
inevitable in software development 
processes and products.“

• IKIWISY – I’ll Know It When I See It



Agile Project 
Management 
derived from:

Uncertainty 
theory

Lean System 
Thinking

Toyota 
Production 

System

Development of 
the Agile 

Manifesto



Agile Manifesto – Group of people got together at a ski resort (2001) to 
discuss better ways to do software development projects.

Kent Beck
Mike Beedle

Arie van Bennekum
Alistair Cockburn

Ward Cunningham
Martin Fowler

James Grenning
Jim Highsmith
Andrew Hunt
Ron Jeffries

Jon Kern
Brian Marick

Robert C. Martin
Steve Mellor

Ken Schwaber
Jeff Sutherland
Dave Thomas



Agile 
Manifesto –
Values

Individuals and interactions 
OVER processes and tools

Working software OVER 
comprehensive documentation

Customer collaboration OVER 
contract negotiation

Responding to change OVER 
following a plan



Agile Manifesto – 12 Principles
• Our highest priority is to satisfy the customer

through early and continuous delivery
of valuable software.

• Welcome changing requirements, even late in
development. Agile processes harness change for
the customer's competitive advantage.

• Deliver working software frequently, from a
couple of weeks to a couple of months, with a
preference to the shorter timescale.

• Business people and developers must work
together daily throughout the project.

• Build projects around motivated individuals.
Give them the environment and support they 
need, and trust them to get the job done.

• The most efficient and effective method of
conveying information to and within a 
development team is face-to-face conversation.

• Working software is the primary measure of 
progress.

• Agile processes promote sustainable 
development. The sponsors, developers, and users 
should be able to maintain a constant pace 
indefinitely.

• Continuous attention to technical excellence
and good design enhances agility.

• Simplicity--the art of maximizing the amount
of work not done--is essential.

• The best architectures, requirements, and designs
emerge from self-organizing teams.

• At regular intervals, the team reflects on how
to become more effective, then tunes and adjusts
its behavior accordingly.
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APM Implementation



Implementing 
Scrum

Team

Requirements

Process



Team

Self-managed

5-9 Team members

Co-Located

Multi-Disciplined

Self-Contained



Team Roles

Product Owner (1)

Scrum Master (1)

• Designer/Developer (4)

• Database (0)

• Tester/QA (1)

• Business Analyst (1)

Other Team member



Product 
Owner -

Team Role

• Person responsible for defining and 
prioritizing the Team’s Backlog 
(Requirement – User Story)
• Must know the customers’ wants 

(VOC)

• The ONLY Person empowered to 
accept that a requirement is done.



Scrum Master 
- Team Role

• Servant leader and coach for the 
Agile Team

• Ensures that the Agile Processes are 
being followed.

• Responsible to remove team 
impediments

• Fosters an environment for: 
• Sustainable Pace
• High performing team dynamics 
• Continuous flow/improvement



Other Team 
Members –

Team Role

• All the other people on the team 
that complete what is agreed upon 
to do.
• Self-contained – all the expertise 

you need is on the team.
• Self-managed



Agile Requirements



APM – Requirements

• We use three levels of Requirements (hierarchy)
• Epic – A large body of work.  (major assemblies)
• Feature – Smaller assemblies
• User Stories – what the workers use to do their work.



APM – Requirements

• Product Backlog
• List of Requirements written from the user’s perspective 

(Epics, Features and User Stories)
• Ranked by Business Value (Product Owner determines)
• Analyzed for dependencies
• Prioritized based on dependency, business value



APM – Requirements

• Product Backlog
• Items can start out very broad and general, but then gets 

refined over time. (Called grooming)
• Product owner and team members do this.

• Highest priority items get groomed first.
• Stay ahead of the development effort.
• Less wasted effort because you are grooming almost 

Just in Time.



APM – Requirements

• Product Backlog
• Each Backlog Item (requirement) has:

• description 
• acceptance criteria 
• definition of done
• dependencies



Scrum Process



Scrum – Process

•Fixed Development Iteration called a SPRINT
• Typically a SPRINT is 2 – 4 weeks.

•Typically you plan a release after a few SPRINTS 
(called a Program Increment).

•Team estimates their own work using Story 
Points (not hours).



Estimating the work

•Team estimates their own work collectively.

•Use story points, not hours.
• Fibonacci Sequence (1,2,3,5,8,13,21,…)

•Team discusses the story

•Team votes on their estimate (planning poker).



Estimating the work

•Trying to establish how many POINTS the TEAM 
can complete (called Velocity) within a Sprint.  
• (Will take several sprints to determine velocity.)





Sprint Cadence (3 weeks)

•Day One – Sprint Planning Session

•Every Day – Standup meeting
• Track Progress

•Last Day of Sprint
• Sprint Review
• Team Retrospective



Sprint Planning Session (6 hours)

• Team plans what they are doing within the Sprint

• Team takes the highest priority requirements and 
estimates how much effort it will take to complete.  
(Do not use hours, use story points)

• They estimate at the User Story Level.



Sprint Planning Session (6 hours)

•When they fill up their sprint with the work, they 
commit to complete the work.

• This work is called the SPRINT BACKLOG.

•No changes once the Sprint Starts.



Daily Scrum (Standup)

•One mandatory meeting a day for all team members

• Same time each day.

• Lasts no more than 15 minutes



Daily Scrum (Standup)

• Each team member answers three questions
• What have I accomplished since our last meeting?
• What do I plan on accomplishing before next meeting?
• What impediments do I have?

•Also Track progress on each story.

• If you want to discuss or demonstrate something , you 
meet immediately afterwards.



Tracking 
Progress



Tracking 
Progress



Sprint Review

• Last day of Sprint
• Every requirement completed is demonstrated.
• The Product Owner determines if requirement is 

completed.
• If item is not completed it gets moved to the next 

sprint.
•Velocity is calculated on the requirements that were 

completed. (Add up points of completed User Stories)



Sprint Retrospective

• Last day of Sprint
• Just the team participates.
• First review your metrics (velocity, estimate accuracy)
• Team discusses

• What went well?
• What did not go well?
• Areas for improvement
• Shout outs to the team members



APM Results



Agile Project Management Performance

•On our present development project (on 4th year).

•We have not missed a delivery.
• Some functionality had to be delayed a delivery.

•Have kept pretty close to 40 hours/week pace.



The Power of APM

• Team Structure is very powerful.
• Everyone tries hard.
• Estimating your own work.
• Self-managed.

• Emphasis on Iterative development
• Short iterations allow learning cycles.

• Emphasis on Incremental development
• Reduces risk because incrementally getting feedback.



Agile Project 
Management Resources



Agile Project Management Resources (Books)

•Scrum – The Art of Doing Twice the Work in Half the 
Time
• By Jeff Sutherland and J.J. Sutherland

•Scrum.org –
• Ken Schwaber’s company
• The Scrum Guide

•Scaled Agile Framework –
www.scaledagileframework.com

http://www.scaledagileframework.com/


Agile Project Management Resources

•RSA Animate: Drive: The Surprising Truth About 
What Motivates Us - Daniel J. Pink
• https://www.youtube.com/watch?v=u6XAPnuFjJc




