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Scrum Shortcuts without Cutting Corners - Ilan Goldstein 2013-07-05
Practical, Step-by-Step Scrum Techniques for Improving Processes,
Actions, and Outcomes The widespread adoption and success of Scrum
can be attributed in large part to its perceived intuitiveness and
simplicity. But when new Scrum practitioners attempt to apply Scrum
theory and high-level approaches in actual projects, they often find it
surprisingly difficult. In Scrum Shortcuts without Cutting Corners,
Scrum expert Ilan Goldstein helps you translate the Scrum framework
into reality to meet the Scrum challenges your formal training never
warned you about. Drawing on his extensive agile experience in a wide
range of projects and environments, Goldstein presents thirty proven,
flexible shortcuts for optimizing Scrum processes, actions, and outcomes.
Each shortcut walks you through applying a Scrum approach to achieve
a tangible output. These easy-to-digest, actionable patterns address a
broad range of topics including getting started, quality and metrics, team
members and roles, managing stakeholders, estimation, continuous
improvement and much more. Whatever your role, Scrum Shortcuts
without Cutting Corners will help you take your Scrum skills to the next
level and achieve better results in any project you participate in.
Agile Project Management with Scrum - Ken Schwaber 2004-02-11
The rules and practices for Scrum—a simple process for managing
complex projects—are few, straightforward, and easy to learn. But
Scrum’s simplicity itself—its lack of prescription—can be disarming, and
new practitioners often find themselves reverting to old project
management habits and tools and yielding lesser results. In this
illuminating series of case studies, Scrum co-creator and evangelist Ken
Schwaber identifies the real-world lessons—the successes and
failures—culled from his years of experience coaching companies in agile
project management. Through them, you’ll understand how to use Scrum
to solve complex problems and drive better results—delivering more
valuable software faster. Gain the foundation in Scrum theory—and
practice—you need to: Rein in even the most complex, unwieldy projects
Effectively manage unknown or changing product requirements Simplify
the chain of command with self-managing development teams Receive
clearer specifications—and feedback—from customers Greatly reduce
project planning time and required tools Build—and release—products in
30-day cycles so clients get deliverables earlier Avoid missteps by
regularly inspecting, reporting on, and fine-tuning projects Support
multiple teams working on a large-scale project from many geographic
locations Maximize return on investment!
Creative Agility Tools - Grant Shonkwiler 2018-12-05
Innovative new products now require a seamless integration of software,
art, user experience and often hardware design in order to be successful.
Products like the Nest (TM) thermostats have taken the market by storm
with their simplicity, beauty and deep functionality. In order to compete
organizations need to foster greater collaboration among disparate
disciplines so that the synthesis of their work creates a greater sum. This
book contains 100+ proven practices to do just that, for both crossdiscipline teams and organizations. These practices originated for use in
the video game industry but have over the past 40 years have been
refined and adopted by innovative companies outside the video game
industry. The book helps teams and organizations: - Improve how crossdiscipline teams execute on a day-to day basis- Overcome barriers to
becoming great teams- Facilitate change and engagement though
improved coaching and leadership- Respect and aide the personal growth
of developers- Stream-line iterations-Guide projects and manage riskagile-game-development-with-scrum-addison-wesley-signature-series-cohn

Raise the quality bar throughout the organization- Enhance your
company's environment for developersAuthors Clinton Keith and Grant
Shonkwiler have combined decades of development experience applying
these practices in the video game and creative product development
industries. They've collaborated with other veterans to bring this
collection of advanced practices, originally for the video game industry in
the book "Gear Up," to the rest of the creative product development
industry.
Agile Estimating and Planning - Mike Cohn 2005-11-01
Agile Estimating and Planning is the definitive, practical guide to
estimating and planning agile projects. In this book, Agile Alliance
cofounder Mike Cohn discusses the philosophy of agile estimating and
planning and shows you exactly how to get the job done, with real-world
examples and case studies. Concepts are clearly illustrated and readers
are guided, step by step, toward how to answer the following questions:
What will we build? How big will it be? When must it be done? How
much can I really complete by then? You will first learn what makes a
good plan-and then what makes it agile. Using the techniques in Agile
Estimating and Planning , you can stay agile from start to finish, saving
time, conserving resources, and accomplishing more. Highlights include:
Why conventional prescriptive planning fails and why agile planning
works How to estimate feature size using story points and ideal days–and
when to use each How and when to re-estimate How to prioritize
features using both financial and nonfinancial approaches How to split
large features into smaller, more manageable ones How to plan
iterations and predict your team's initial rate of progress How to
schedule projects that have unusually high uncertainty or schedulerelated risk How to estimate projects that will be worked on by multiple
teams Agile Estimating and Planning supports any agile, semiagile, or
iterative process, including Scrum, XP, Feature-Driven Development,
Crystal, Adaptive Software Development, DSDM, Unified Process, and
many more. It will be an indispensable resource for every development
manager, team leader, and team member.
Agile Game Development: Build, Play, Repeat - Clinton Keith 2020-07-09
In Agile Game Development , Clinton Keith offered game development
team members the first complete blueprint for leveraging the power of
Scrum and Agile methods to deliver games more efficiently, rapidly, and
cost-effectively; create games that offer more entertainment value; and
make life more fulfilling for every development team member. Now,
reflecting his unsurpassed experience helping more than 150 game
development studios succeed, Keith has thoroughly revamped his classic
guide for today's radically transformed industry. The only Certified
Scrum Trainer to help build 20 AAA-level games, Keith is singularly wellplaced to help game developers solve the problems they actually face. In
this edition, he: Addresses the modern challenges of mobile, free-to-play,
and Massively Agile games Adds a completely new section on large-scale
Agile game development, and new chapters on managing the first
release, forming and leading Agile teams, game pipelines, and more
Presents many new date stories about the experiences of actual game
development teams, with actionable takeaways Illuminates advanced
Agile projects through new "Things to Try" sidebars Covers Kanban and
other Agile methodologies as well as Scrum Around the world, thousands
of professional game developers have already used Agile Game
Development to dramatically improve their effectiveness -- and enjoy
their work more. This 2nd Edition offers today's professionals even more
value -- no matter what types of games they're developing, what
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development roles they play, or what environments they're working in.
A Scrum Book - Jeff Sutherland 2019-08-16
Building a successful product usually involves teams of people, and many
choose the Scrum approach to aid in creating products that deliver the
highest possible value. Implementing Scrum gives teams a collection of
powerful ideas they can assemble to fit their needs and meet their goals.
The ninety-four patterns contained within are elaborated nuggets of
insight into Scrumâ€™s building blocks, how they work, and how to use
them. They offer novices a roadmap for starting from scratch, yet they
help intermediate practitioners fine-tune or fortify their Scrum
implementations. Experienced practitioners can use the patterns and
supporting explanations to get a better understanding of how the parts of
Scrum complement each other to solve common problems in product
development. The patterns are written in the well-known Alexandrian
form, whose roots in architecture and design have enjoyed broad
application in the software world. The form organizes each pattern so
you can navigate directly to organizational design tradeoffs or jump to
the solution or rationale that makes the solution work. The patterns flow
together naturally through the context sections at their beginning and
end. Learn everything you need to know to master and implement Scrum
one step at a timeâ€”the agile way.
Agile Product Management with Scrum - Roman Pichler 2010-03-11
The First Guide to Scrum-Based Agile Product Management In Agile
Product Management with Scrum, leading Scrum consultant Roman
Pichler uses real-world examples to demonstrate how product owners
can create successful products with Scrum. He describes a broad range
of agile product management practices, including making agile product
discovery work, taking advantage of emergent requirements, creating
the minimal marketable product, leveraging early customer feedback,
and working closely with the development team. Benefitting from
Pichler’s extensive experience, you’ll learn how Scrum product
ownership differs from traditional product management and how to avoid
and overcome the common challenges that Scrum product owners face.
Coverage includes Understanding the product owner’s role: what
product owners do, how they do it, and the surprising implications
Envisioning the product: creating a compelling product vision to
galvanize and guide the team and stakeholders Grooming the product
backlog: managing the product backlog effectively even for the most
complex products Planning the release: bringing clarity to scheduling,
budgeting, and functionality decisions Collaborating in sprint meetings:
understanding the product owner’s role in sprint meetings, including the
dos and don’ts Transitioning into product ownership: succeeding as a
product owner and establishing the role in the enterprise This book is an
indispensable resource for anyone who works as a product owner, or
expects to do so, as well as executives and coaches interested in
establishing agile product management.
Scrum Shortcuts Without Cutting Corners - Ilan Goldstein
2013-07-16
In Scrum Shortcuts without Cutting Corners, Scrum expert Ilan
Goldstein helps the reader translate the Scrum framework into reality to
meet the Scrum challenges formal training never warned about. Drawing
on his extensive agile experience in a wide range of projects and
environments, Goldstein presents thirty proven, flexible shortcuts for
optimizing Scrum processes, actions, and outcomes. Each shortcut walks
the reader through applying a Scrum approach to achieve a tangible
output. These easy-to-digest, actionable patterns address a broad range
of topics including getting started, quality and metrics, team members
and roles, managing stakeholders, estimation, continuous improvement
and much more.
Agile Processes in Software Engineering and Extreme Programming Hubert Baumeister 2013-06-04
This book contains the refereed proceedings of the 14th International
Conference on Agile Software Development, XP 2013, held in Vienna,
Austria, in June 2013. In the last decade, the interest in agile and lean
software development has been continuously growing. Agile and lean
have evolved from a way of working -- restricted in the beginning to a
few early adopters -- to the mainstream way of developing software. All
this time, the XP conference series has actively promoted agility and
widely disseminated research results in this area. XP 2013 successfully
continued this tradition. The 17 full papers accepted for XP 2013 were
selected from 52 submissions and are organized in sections on: teaching
and learning; development teams; agile practices; experiences and
lessons learned; large-scale projects; and architecture and design.
The Scrum Field Guide - Mitch Lacey 2015-12-22
Thousands of organizations are adopting Scrum to transform the way
agile-game-development-with-scrum-addison-wesley-signature-series-cohn

they execute complex projects, in software and beyond. This guide will
give you the skills and confidence needed to deploy Scrum, resulting in
high-performing teams and satisfied customers. Drawing on years of
hands-on experience helping companies succeed, Certified Scrum
Trainer (CST) Mitch Lacey helps you overcome the major challenges of
Scrum adoption and the deeper issues that emerge later. Extensively
revised to reflect improved Scrum practices and tools, this edition adds
an all-new section of tips from the field. Lacey covers many new topics,
including immersive interviewing, collaborative estimation, and
deepening business alignment. In 35 engaging chapters, you’ll learn how
to build support and maximize value across your company. Now part of
the renowned Mike Cohn Signature Series on agile development, this
pragmatic guide addresses everything from establishing roles and
priorities to determining team velocity, setting sprint length, and
conducting customer reviews. Coverage includes Bringing teams and
new team members on board Creating a workable definition of “done”
Planning for short-term wins, and removing impediments to success
Balancing predictability and adaptability in release planning Running
productive daily scrums Fixing failing sprints Accurately costing projects,
and measuring the value they deliver Managing risks in dynamic Scrum
projects Prioritizing and estimating backlogs Working with distributed
and offshore teams Institutionalizing improvements, and extending
agility throughout the organization Packed with real-world examples
straight from Lacey’s experience, this book will be invaluable to anyone
transitioning to Scrum, seeking to improve their early results, or trying
to get back on track.
21st Century Game Design - Chris Mark Bateman 2006
Principles of interface design; game world abstraction; avatar
abstraction; game structures; genres; and the evolution of games.
Annotation 2005 Book News, Inc., Portland, OR (booknews.com).
Essential Scrum - Kenneth S. Rubin 2012
This is a comprehensive guide to Scrum for all (team members,
managers, and executives). If you want to use Scrum to develop
innovative products and services that delight your customers, this is the
complete, single-source reference you've been searching for. This book
provides a common understanding of Scrum, a shared vocabulary that
can be used in applying it, and practical knowledge for deriving
maximum value from it.
Agile Game Development with Scrum (Adobe Reader) - Clinton Keith
2010-05-23
Deliver Better Games Faster, On Budget—And Make Game Development
Fun Again! Game development is in crisis—facing bloated budgets,
impossible schedules, unmanageable complexity, and death march
overtime. It’s no wonder so many development studios are struggling to
survive. Fortunately, there is a solution. Scrum and Agile methods are
already revolutionizing development outside the game industry. Now,
long-time game developer Clinton Keith shows exactly how to
successfully apply these methods to the unique challenges of game
development. Keith has spent more than fifteen years developing games,
seven of them with Scrum and agile methods. Drawing on this
unparalleled expertise, he shows how teams can use Scrum to deliver
games more efficiently, rapidly, and cost-effectively; craft games that
offer more entertainment value; and make life more fulfilling for
development teams at the same time. You’ll learn to form successful
agile teams that incorporate programmers, producers, artists, testers,
and designers—and promote effective collaboration within and beyond
those teams, throughout the entire process. From long-range planning to
progress tracking and continuous integration, Keith offers dozens of tips,
tricks, and solutions—all based firmly in reality and hard-won experience.
Coverage includes Understanding Scrum’s goals, roles, and practices in
the context of game development Communicating and planning your
game’s vision, features, and progress Using iterative techniques to put
your game into a playable state every two to four weeks— even daily
Helping all team participants succeed in their roles Restoring stability
and predictability to the development process Managing ambiguous
requirements in a fluid marketplace Scaling Scrum to large,
geographically distributed development teams Getting started:
overcoming inertia and integrating Scrum into your studio’s current
processes Increasingly, game developers and managers are recognizing
that things can’t go on the way they have in the past. Game development
organizations need a far better way to work. Agile Game Development
with Scrum gives them that—and brings the profitability, creativity, and
fun back to game development.
The Great ScrumMaster - Zuzana Sochova 2016-12-28
This is the eBook of the printed book and may not include any media,
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website access codes, or print supplements that may come packaged
with the bound book. The Fast, Focused, Practical Guide to Excellence
with Scrum The Great ScrumMaster: #ScrumMasterWay is your
complete guide to becoming an exceptionally effective ScrumMaster and
using Scrum to dramatically improve team and organizational
performance. Easy to digest and highly visual, you can read it in a
weekend…and use it for an entire career. Drawing on 15 years of
pioneering experience implementing Agile and Scrum and helping others
do so, Zuzana Šochová guides you step by step through all key facets of
success as a ScrumMaster in any context. Šochová reviews the
ScrumMaster’s responsibilities, introduces her powerful State of Mind
model and #ScrumMasterWay approach, and teaches crucial metaskills
that every ScrumMaster needs. Learn how to build more effective teams,
manage change in Agile environments, and take fulladvantage of the
immensely powerful ScrumMaster toolbox. Throughout, Šochová
illuminates each concept with practical, proven examples that show how
to move from idea to successful execution. Understand the
ScrumMaster’s key role in creating high-performance self-organizing
teams Master all components of the ScrumMaster State of Mind:
teaching/mentoring, removing impediments, facilitation, and coaching
Operate effectively as a ScrumMaster at all levels: team, relationships,
and the entire system Sharpen key ScrumMaster cognitive strategies and
core competencies Build great teams, and improve teams that are
currently dysfunctional Drive deeper change in a safer environment with
better support for those affected Make the most of Shu Ha Ri, System
Rule, Root Cause Analysis, Impact Mapping, and other ScrumMaster
tools Whether you’re a long-time Certified ScrumMaster (CSM) or
participating in your first Scrum project, this guide will help you leverage
world-class insight in all you do and get the outstanding results you’re
looking for. Register your product at informit.com/register for convenient
access to downloads, updates, and corrections as they become available
Practices for Scaling Lean & Agile Development - Craig Larman
2010-01-26
Lean and Agile Development for Large-Scale Products: Key Practices for
Sustainable Competitive Success Increasingly, large productdevelopment organizations are turning to lean thinking, agile principles
and practices, and large-scale Scrum to sustainably and quickly deliver
value and innovation. Drawing on their long experience leading and
guiding lean and agile adoptions for large, multisite, and offshore
product development, internationally recognized consultant and bestselling author Craig Larman and former leader of the agile
transformation at Nokia Networks Bas Vodde share the key action tools
needed for success. Coverage includes Frameworks for large-scale
Scrum for multihundred-person product groups Testing and building
quality in Product management and the end of the “contract game”
between business and R&D Envisioning a large release, and planning for
multiteam development Low-quality legacy code: why it’s created, and
how to stop it Continuous integration in a large multisite context Agile
architecting Multisite or offshore development Contracts and outsourced
development In a competitive environment that demands ever-faster
cycle times and greater innovation, the practices inspired by lean
thinking and agile principles are ever-more relevant. Practices for
Scaling Lean & Agile Development will help people realize a lean
enterprise—and deliver on the significant benefits of agility. In addition
to the action tools in this text, see the companion book Scaling Lean &
Agile Development: Thinking and Organizational Tools for Large-Scale
Scrumfor complementary foundation tools.
A Playful Production Process - Richard Lemarchand 2021-10-12
How to achieve a happier and healthier game design process by
connecting the creative aspects of game design with techniques for
effective project management. This book teaches game designers,
aspiring game developers, and game design students how to take a
digital game project from start to finish—from conceptualizing and
designing to building, playtesting, and iterating—while avoiding the
uncontrolled overwork known among developers as “crunch.” Written by
a legendary game designer, A Playful Production Process outlines a
process that connects the creative aspects of game design with proven
techniques for effective project management. The book outlines four
project phases—ideation, preproduction, full production, and postproduction—that give designers and developers the milestones they need
to advance from the first glimmerings of an idea to a finished game.
Zombie Scrum Survival Guide - Christiaan Verwijs 2020-08-28
"Zombie Scrum Survival Guide reveals why Scrum runs aground and
shows how to supercharge your Scrum outcomes, while having a lot
more fun along the way. Humorous, visual, and extremely relatable, it
agile-game-development-with-scrum-addison-wesley-signature-series-cohn

offers practical approaches, exercises, and tools for escaping Zombie
Scrum. Even if you're surrounded by skeptics, this book will be the
antidote to help you build more of what users need, ship faster, improve
more continuously, interact more successfully in any team, and feel a
whole lot better about what you're doing. Suddenly, one day soon, you'll
remember: that's why we adopted Scrum in the first place!"--Amazon.
Developer Testing - Alexander Tarlinder 2016-09-07
How do successful agile teams deliver bug-free, maintainable
software—iteration after iteration? The answer is: By seamlessly
combining development and testing. On such teams, the developers write
testable code that enables them to verify it using various types of
automated tests. This approach keeps regressions at bay and prevents
“testing crunches”—which otherwise may occur near the end of an
iteration—from ever happening. Writing testable code, however, is often
difficult, because it requires knowledge and skills that cut across
multiple disciplines. In Developer Testing, leading test expert and
mentor Alexander Tarlinder presents concise, focused guidance for
making new and legacy code far more testable. Tarlinder helps you
answer questions like: When have I tested this enough? How many tests
do I need to write? What should my tests verify? You’ll learn how to
design for testability and utilize techniques like refactoring, dependency
breaking, unit testing, data-driven testing, and test-driven development
to achieve the highest possible confidence in your software. Through
practical examples in Java, C#, Groovy, and Ruby, you’ll discover what
works—and what doesn’t. You can quickly begin using Tarlinder’s
technology-agnostic insights with most languages and toolsets while not
getting buried in specialist details. The author helps you adapt your
current programming style for testability, make a testing mindset
“second nature,” improve your code, and enrich your day-to-day
experience as a software professional. With this guide, you will
Understand the discipline and vocabulary of testing from the developer’s
standpoint Base developer tests on well-established testing techniques
and best practices Recognize code constructs that impact testability
Effectively name, organize, and execute unit tests Master the essentials
of classic and “mockist-style” TDD Leverage test doubles with or without
mocking frameworks Capture the benefits of programming by contract,
even without runtime support for contracts Take control of dependencies
between classes, components, layers, and tiers Handle combinatorial
explosions of test cases, or scenarios requiring many similar tests
Manage code duplication when it can’t be eliminated Actively maintain
and improve your test suites Perform more advanced tests at the
integration, system, and end-to-end levels Develop an understanding for
how the organizational context influences quality assurance Establish
well-balanced and effective testing strategies suitable for agile teams
Effective Time Management in easy steps - John Carroll 2012-08-31
Are you struggling to stay afloat in a sea of paperwork, emails, meetings
and an ever-growing to-do list? Are you working longer and longer hours
in a vain attempt to catch up and, any time you do, they drop another pile
of work on you? Don’t worry, you are not alone and help is at hand. You
don’t need work to longer hours or even harder, you need to work
smarter by making the time you spend at work really effective. You can
do it and you will be amazed at how much more you can get done when
you optimize your time. Effective Time Management in easy steps will
show you how, not just by working more effectively now but also how to
plan your future career. And you’ll have more free time outside work plus
the energy to enjoy it. This book will show you, in easy steps, how to:
Understand what you spend your time on now and how much of it is
wastedIdentify your long-term goals and plan how to get thereIdentify
the things that really matter and prioritize themHow to use your time
most effectively and organize your workUnderstand how to read, write,
use the 'phone and manage emails effectivelyLearn how to say No and
deal with interruptionsMake meetings more effectiveMake the most out
of home workingReduce stress and make the most out of lifeDevelop
your own personal action plan Table of Contents IntroductionTime
FliesPrioritiesMore on TimeGetting OrganizedSaying
NoDistractionsEffective MeetingsEffective DelegationHome
WorkingStressLife and EverythingPersonal Action Plan
Lean Game Development - Julia Naomi Rosenfield Boeira 2017-11-17
Apply lean frameworks and other concepts of software development to
the process of your game development. Resistance to Agile
methodologies in the gaming industry is most often due to frustrated
attempts to use lean tools and frameworks. Lean Game Development
teaches you how to apply frameworks and concepts successfully to
benefit you and your team. You will see how to manage, develop and
coexist in a lean game development environment. You’ll understand what
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lean is and how it helps the gaming industry. You’ll see how to apply
MVP concepts and why you should. The concepts taught are used not
only in the design of the software code but also in all stages of the
development process. Ideal for any game development company,
including indie and small studios, Lean Game Development offers new
opportunities for streamlining your workflow and benefiting your game
development overall. What You'll Learn Discover how lean helps the
gaming industry Understand the value of lean over Agile Apply MVP
concepts to gaming industry Work with basic automated testing for
gaming environment Who This Book Is For Game developers, artist,
designers and project managers
Agile Processes in Software Engineering and Extreme
Programming - Philippe Kruchten 2019-05-11
This open access book constitutes the proceedings of the 20th
International Conference on Agile Software Development, XP 2019, held
in Montreal, QC, Canada, in May 2019. XP is the premier agile software
development conference combining research and practice. It is a hybrid
forum where agile researchers, academics, practitioners, thought
leaders, coaches, and trainers get together to present and discuss their
most recent innovations, research results, experiences, concerns,
challenges, and trends. Following this history, for both researchers and
seasoned practitioners XP 2019 provided an informal environment to
network, share, and discover trends in Agile for the next 20 years The 15
full papers presented in this volume were carefully reviewed and
selected from 45 submissions. They were organized in topical sections
named: agile adoption, agile practices; large-scale agile; agility beyond
IT, and the future of agile.
Succeeding with Agile - Mike Cohn 2010
Provides recommendations and case studies to help with the
implementation of Scrum.
Disciplined Agile Delivery - Scott W. Ambler 2012-05-31
Master IBM’s Breakthrough DAD Process Framework for Succeeding
with Agile in Large, Complex, Mission-Critical IT Projects It is widely
recognized that moving from traditional to agile approaches to build
software solutions is a critical source of competitive advantage.
Mainstream agile approaches that are indeed suitable for small projects
require significant tailoring for larger, complex enterprise projects. In
Disciplined Agile Delivery, Scott W. Ambler and Mark Lines introduce
IBM’s breakthrough Disciplined Agile Delivery (DAD) process framework,
which describes how to do this tailoring. DAD applies a more disciplined
approach to agile development by acknowledging and dealing with the
realities and complexities of a portfolio of interdependent program
initiatives. Ambler and Lines show how to extend Scrum with
supplementary agile and lean strategies from Agile Modeling (AM),
Extreme Programming (XP), Kanban, Unified Process (UP), and other
proven methods to provide a hybrid approach that is adaptable to your
organization’s unique needs. They candidly describe what practices work
best, why they work, what the trade-offs are, and when to consider
alternatives, all within the context of your situation. Disciplined Agile
Delivery addresses agile practices across the entire lifecycle, from
requirements, architecture, and development to delivery and
governance. The authors show how these best-practice techniques fit
together in an end-to-end process for successfully delivering large,
complex systems--from project initiation through delivery. Coverage
includes Scaling agile for mission-critical enterprise endeavors Avoiding
mistakes that drive poorly run agile projects to chaos Effectively
initiating an agile project Transitioning as an individual to agile
Incrementally building consumable solutions Deploying agile solutions
into complex production environments Leveraging DevOps, architecture,
and other enterprise disciplines Adapting your governance strategy for
agile projects Based on facts, research, and extensive experience, this
book will be an indispensable resource for every enterprise software
leader and practitioner--whether they’re seeking to optimize their
existing agile/Scrum process or improve the agility of an iterative
process.
Serious Games - Ralf Dörner 2016-08-25
This textbook provides an introduction to the fundamentals of serious
games, which differ considerably from computer games that are meant
for pure entertainment. Undergraduate and graduate students from
various disciplines who want to learn about serious games are one target
group of this book. Prospective developers of serious games are another,
as they can use the book for self-study in order to learn about the
distinctive features of serious game design and development. And
ultimately, the book also addresses prospective users of serious game
technologies by providing them with a solid basis for judging the
agile-game-development-with-scrum-addison-wesley-signature-series-cohn

advantages and limitations of serious games in different application
areas such as game-based learning, training and simulation or games for
health. To cater to this heterogeneous readership and wide range of
interests, every effort was made to make the book flexible to use. All
readers are expected to study Chapter 1, as it provides the necessary
basics and terminology that will be used in all subsequent chapters. The
eleven chapters that follow cover the creation of serious games (design,
authoring processes and tools, content production), the runtime context
of serious games (game engines, adaptation mechanisms, game
balancing, game mastering, multi-player serious games), the effects of
serious games and their evaluation (player experience, assessment
techniques, performance indicators), and serious games in practice
(economic aspects, cost-benefit analysis, serious game distribution). To
familiarize the readers with best practice in this field, the final chapter
presents more than 30 selected examples of serious games illustrating
their characteristics and showcasing their practical use. Lecturers can
select chapters in a sequence that is most suitable for their specific
course or seminar. The book includes specific suggestions for courses
such as “Introduction to Serious Games”, “Entertainment Technology”,
“Serious Game Design”, “Game-based Learning”, and “Applications of
Serious Games”.
Agile Processes in Software Engineering and Extreme Programming Pekka Abrahamsson 2008-06-10
The XP conference series established in 2000 was the first conference
dedicated to agile processes in software engineering. The idea of the
conference is to offer a unique setting for advancing the state of the art
in the research and practice of agile processes. This year’s conference
was the ninth consecutive edition of this international event. The
conference has grown to be the largest conference on agile software
development outside North America. The XP conference enjoys being one
of those conferences that truly brings practitioners and academics
together. About 70% of XP participants come from industry and the
number of academics has grown steadily over the years. XP is more of an
experience rather than a regular conference. It offers several different
ways to interact and strives to create a truly collaborative environment
where new ideas and exciting findings can be presented and shared. For
example, this year’s open space session, which was “a conference within
a conference”, was larger than ever before. Agile software development
is a unique phenomenon from several perspectives.
Fixing Your Scrum - Ryan Ripley 2020-01-07
A Scrum Master's work is never done. The Development team needs your
support, the Product Owner is often lost in the complexities of agile
product management, and your managers and stakeholders need to know
what will be done, by when, and for how much. Learn how experienced
Scrum Masters balance the demands of these three levels of servant
leadership while removing organizational impediments and helping
Scrum Teams deliver real world value. Discover how to visualize your
work, resolve impediments, and empower your teams to self-organize
and deliver using the Scrum Values, Agile Principles, and advanced
coaching and facilitation techniques. A Scrum Master needs to know
when their team is in trouble and understand how to help them get back
on the path to delivery. Become a better Scrum master so you can find
the problems holding your teams back. Has your Daily Scrum turned in
to a meeting? Does your team struggle with creating user stories? Are
stakeholders disengaged during Sprint Review? These issues are
common. Learn to use empiricism as your guide and help your teams
create great products. Scrum is so much more than a checklist of
practices to follow, yet that's exactly how many organizations practice it.
Bring life back to your Scrum events by using advanced facilitation
techniques to leverage the full intelligence of your team. Improve your
retrospectives with new formats and exercises. Ask powerful questions
that spark introspection and improvement. Get support and buy-in from
management. Use Scrum as a competitive advantage for your
organization. Create a definition of done that improves quality and fix
failing sprints. Take the next step on your journey as a Scrum master.
Transform your Scrum practices to help your teams enjoy their work
again as they deliver high quality products that bring value to the world.
What You Need: A moderate level of experience using the Scrum
Framework.
Lean-Agile Software Development - Alan Shalloway 2009-10-22
Agile techniques have demonstrated immense potential for developing
more effective, higher-quality software. However,scaling these
techniques to the enterprise presents many challenges. The solution is to
integrate the principles and practices of Lean Software Development
with Agile’s ideology and methods. By doing so, software organizations
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leverage Lean’s powerful capabilities for “optimizing the whole” and
managing complex enterprise projects. A combined “Lean-Agile”
approach can dramatically improve both developer productivity and the
software’s business value.In this book, three expert Lean software
consultants draw from their unparalleled experience to gather all the
insights, knowledge, and new skills you need to succeed with Lean-Agile
development. Lean-Agile Software Development shows how to extend
Scrum processes with an Enterprise view based on Lean principles. The
authors present crucial technical insight into emergent design, and
demonstrate how to apply it to make iterative development more
effective. They also identify several common development “anti-patterns”
that can work against your goals, and they offer actionable, proven
alternatives. Lean-Agile Software Development shows how to Transition
to Lean Software Development quickly and successfully Manage the
initiation of product enhancements Help project managers work together
to manage product portfolios more effectively Manage dependencies
across the software development organization and with its partners and
colleagues Integrate development and QA roles to improve quality and
eliminate waste Determine best practices for different software
development teams The book’s companion Web site,
www.netobjectives.com/lasd, provides updates, links to related materials,
and support for discussions of the book’s content.
Innovation Games - Luke Hohmann 2006-08-28
Innovation Through Understandingsm The toughest part of innovation?
Accurately predicting what customers want, need, and will pay for. Even
if you ask them, they often can’t explain what they want. Now, there’s a
breakthrough solution: Innovation Games. Drawing on his software
product strategy and product management consulting experience, Luke
Hohmann has created twelve games that help you uncover your
customers’ true, hidden needs and desires. You’ll learn what each game
will accomplish, why it works, and how to play it with customers. Then,
Hohmann shows how to integrate the results into your product
development processes, helping you focus your efforts, reduce your
costs, accelerate time to market, and deliver the right solutions, right
from the start. Learn how your customers define success Discover what
customers don’t like about your offerings Uncover unspoken needs and
breakthrough opportunities Understand where your offerings fit into
your customers’ operations Clarify exactly how and when customers will
use your product or service Deliver the right new features, and make
better strategy decisions Increase empathy for the customers’ experience
within your organization Improve the effectiveness of the sales and
service organizations Identify your most effective marketing messages
and sellable features Innovation Games will be indispensable for anyone
who wants to drive more successful, customer-focused product
development: product and R&D managers, CTOs and development
leaders, marketers, and senior business executives alike.
Advanced Information Systems Engineering - Matthias Jarke
2014-06-05
This book constitutes the proceedings of 26th International Conference
on Advanced Information Systems Engineering, CAiSE 2014, held in
Thessaloniki, Greece in June 2014. The 41 papers and 3 keynotes
presented were carefully reviewed and selected from 226 submissions.
The accepted papers were presented in 13 sessions: clouds and services;
requirements; product lines; requirements elicitation; processes; risk and
security; process models; data mining and streaming; process mining;
models; mining event logs; databases; software engineering.
Agile Software Development Ecosystems - James A. Highsmith 2002
Traditional software development methods struggle to keep pace with
the accelerated pace and rapid change of Internet-era development.
Several "agile methodologies" have been developed in response -- and
these approaches to software development are showing exceptional
promise. In this book, Jim Highsmith covers them all -- showing what
they have in common, where they differ, and how to choose and
customize the best agile approach for your needs.KEY TOPICS:Highsmith
begins by introducing the values and principles shared by virtually all
agile software development methods. He presents detailed case studies
from organizations that have used them, as well as interviews with each
method's principal authors or leading practitioners. Next, he takes a
closer look at the key features and techniques associated with each
major Agile approach: Extreme Programming (XP), Crystal Methods,
Scrum, Dynamic Systems Development Method (DSDM), Lean
Development, Adaptive Software Development (ASD), and FeatureDriven Development (FDD). In Part III, Highsmith offers practical advice
on customizing the optimal agile discipline for your own
organization.MARKET:For all software developers, project managers,
agile-game-development-with-scrum-addison-wesley-signature-series-cohn

and other IT professionals seeking more flexible, effective approaches to
developing software.
Agile Software Development - Alistair Cockburn 2006-10-19
“Agile Software Development is a highly stimulating and rich book. The
author has a deep background and gives us a tour de force of the
emerging agile methods.” —Tom Gilb The agile model of software
development has taken the world by storm. Now, in Agile Software
Development, Second Edition, one of agile’s leading pioneers updates his
Jolt Productivity award-winning book to reflect all that’s been learned
about agile development since its original introduction. Alistair Cockburn
begins by updating his powerful model of software development as a
“cooperative game of invention and communication.” Among the new
ideas he introduces: harnessing competition without damaging
collaboration; learning lessons from lean manufacturing; and balancing
strategies for communication. Cockburn also explains how the
cooperative game is played in business and on engineering projects, not
just software development Next, he systematically illuminates the agile
model, shows how it has evolved, and answers the questions developers
and project managers ask most often, including · Where does agile
development fit in our organization? · How do we blend agile ideas with
other ideas? · How do we extend agile ideas more broadly? Cockburn
takes on crucial misconceptions that cause agile projects to fail. For
example, you’ll learn why encoding project management strategies into
fixed processes can lead to ineffective strategy decisions and costly
mistakes. You’ll also find a thoughtful discussion of the controversial
relationship between agile methods and user experience design.
Cockburn turns to the practical challenges of constructing agile
methodologies for your own teams. You’ll learn how to tune and
continuously reinvent your methodologies, and how to manage
incomplete communication. This edition contains important new
contributions on these and other topics: · Agile and CMMI · Introducing
agile from the top down · Revisiting “custom contracts” · Creating
change with “stickers” In addition, Cockburn updates his discussion of
the Crystal methodologies, which utilize his “cooperative game” as their
central metaphor. If you’re new to agile development, this book will help
you succeed the first time out. If you’ve used agile methods before,
Cockburn’s techniques will make you even more effective.
The Game Production Handbook - Heather Maxwell Chandler 2014
Updated to reflect the rapidly evolving game development landscape,
industry veteran Heather Chandler continues to educate game
enthusiasts on the procedures and processes of game production. This
Third Edition presents information that a producer, lead, or studio
manager must know to successfully develop a game from concept to gold
master.
Introduction to Game Design, Prototyping, and Development Jeremy Gibson 2015
This hands-on guide covers both game development and design, and both
Unity and C♯. This guide illuminates the basic tenets of game design and
presents a detailed, project-based introduction to game prototyping and
development, using both paper and the Unity game engine.
Agile Testing - Lisa Crispin 2009
Crispin and Gregory define agile testing and illustrate the tester's role
with examples from real agile teams. They teach you how to use the agile
testing quadrants to identify what testing is needed, who should do it,
and what tools might help. The book chronicles an agile software
development iteration from the viewpoint of a tester and explains the
seven key success factors of agile testing.
Scrum - Jeff Sutherland 2014-09-30
For those who believe that there must be a more agile and efficient way
for people to get things done, here is a brilliantly discursive, thoughtprovoking book about the leadership and management process that is
changing the way we live. In the future, historians may look back on
human progress and draw a sharp line designating “before Scrum” and
“after Scrum.” Scrum is that ground-breaking. It already drives most of
the world’s top technology companies. And now it’s starting to spread to
every domain where leaders wrestle with complex projects. If you’ve ever
been startled by how fast the world is changing, Scrum is one of the
reasons why. Productivity gains of as much as 1200% have been
recorded, and there’s no more lucid – or compelling – explainer of Scrum
and its bright promise than Jeff Sutherland, the man who put together
the first Scrum team more than twenty years ago. The thorny problem
Jeff began tackling back then boils down to this: people are spectacularly
bad at doing things with agility and efficiency. Best laid plans go up in
smoke. Teams often work at cross purposes to each other. And when the
pressure rises, unhappiness soars. Drawing on his experience as a West
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Point-educated fighter pilot, biometrics expert, early innovator of ATM
technology, and V.P. of engineering or CTO at eleven different
technology companies, Jeff began challenging those dysfunctional
realities, looking for solutions that would have global impact. In this book
you’ll journey to Scrum’s front lines where Jeff’s system of deep
accountability, team interaction, and constant iterative improvement is,
among other feats, bringing the FBI into the 21st century, perfecting the
design of an affordable 140 mile per hour/100 mile per gallon car,
helping NPR report fast-moving action in the Middle East, changing the
way pharmacists interact with patients, reducing poverty in the Third
World, and even helping people plan their weddings and accomplish
weekend chores. Woven with insights from martial arts, judicial decision
making, advanced aerial combat, robotics, and many other disciplines,
Scrum is consistently riveting. But the most important reason to read
this book is that it may just help you achieve what others consider
unachievable – whether it be inventing a trailblazing technology,
devising a new system of education, pioneering a way to feed the hungry,
or, closer to home, a building a foundation for your family to thrive and
prosper.
Project Management the Agile Way, Second Edition - John C.
Goodpasture 2015-11-01
“…a well written and content rich book. From a teacher's perspective,
using this book in an advanced project management seminar challenges
students to understand the application of these concepts.” —Alexander
Walton, PMP, IT consultant to the University of California at Berkeley
Widely acclaimed as one of the top agile books in its first edition, Project
Management the Agile Way has now been updated and redesigned by
popular demand. This second edition is in a modular format to facilitate
training and advanced course instruction, and provides new coverage of
agile, such as hybrid agile methods, the latest public sector practices,
and a chapter dedicated to transitioning to agile. It discusses the “grand
bargain” between project management and business; the shift in
dominance from plans to product and from input to output; and
introduces new concepts such as return on benefit. Experienced
practitioners and students that want to learn how to make agile work
effectively in the enterprise should read this book. Individuals preparing
for the PMI Agile Certified Practitioner (PMI-ACP)®examination, and
training providers developing courses, will find this second edition quite
helpful.
Introduction to Agile Methods - Sondra Ashmore Ph.D. 2014-06-23
A Thorough Introduction to the Agile Framework and Methodologies
That Are Used Worldwide Organizations of all shapes and sizes are
embracing Agile methodologies as a way to transform their products,
customer satisfaction, and employee engagement. Many people with
varying levels of work experience are interested in understanding the
architecture and nuances of Agile, but it is difficult to know where to
start. Numerous practitioner books are available, but there has never
been a single source for unbiased information about Agile
methodologies–until now. Introduction to Agile Methods is the place to
start for students and professionals who want to understand Agile and
become conversant with Agile values, principles, framework, and
processes. Authors Sondra Ashmore and Kristin Runyan use academic
research and their own experiences with numerous Agile
implementations to present a clear description of the essential concepts.
They address all key roles and the entire development life cycle,
including common roadblocks that must be overcome to be successful.
Through the authors’ realistic use cases, practical examples, and
thought-provoking interviews with pioneering practitioners, complex
concepts are made relatable. No matter what your role or level of
experience, this book provides a foundational understanding that can be
used to start or enhance any Agile effort. Coverage includes How Agile
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compares with the Waterfall method and when to use each Why Agile
demands a cultural transformation–and how that looks to each
participant Comparing various Agile methodologies, including Scrum,
Kanban, Extreme Programming (XP), Crystal, Feature Driven
Development (FDD), Lean, and DSDM Understanding the roles within
Agile and how they work together to create superior results Agile
approaches to requirements gathering, planning, estimating, tracking,
reporting, testing, quality, and integration Extending Agile beyond IT
The Scrumban [R]Evolution - Ajay Reddy 2015-06-29
Create Thriving, High-Performing Teams and Organizations with
Scrumban Scrumban allows you to use Kanban as a catalyst for
increasingly valuable changes to your existing software development
processes, amplifying and expanding upon Scrum’s benefits. Now,
there’s a definitive guide to Scrumban that explains what it is (and isn’t),
how and why it works, and how to use it to improve both team and
organizational performance. Comprehensive, coherent, and practical,
The Scrumban [R]Evolution will help you incrementally apply proven
Lean/Agile principles to get what matters most: pragmatic, bottom-line
results. Pioneering Scrumban coach Ajay Reddy clarifies Scrumban’s
core concepts and principles, and illuminates their application through
real-life examples. He takes you from the absolute basics through
sustainable adoption, and from choosing metrics to advanced forecasting
and adaptive management. Whatever your role in the organization, this
essential guide liberates you to tailor Kanban systems based on your
unique challenges–and to solve delivery problems and improvement
stagnation you haven’t been able to solve with Scrum alone. Discover
how Scrumban can help you reignite stalled Agile initiatives Clarify
crucial relationships between purpose, values, and performance Quickly
develop shared understanding in and across teams Use Scrumban to
better manage Product Owner/Customer expectations Improve the
rollout of Scrum in any team using Scrumban Use Scrumban and let real
improvements spread with least resistance Use the right metrics to gain
insight, track progress, and improve forecasting Take advantage of
Scrumban’s advanced capabilities as you gain experience Develop
leaders to successfully guide your Agile initiatives Integrate modeling to
reliably refine your forecasting and decision-making
Agile and Iterative Development - Craig Larman 2004
This is the definitive guide for managers and students to agile and
iterativedevelopment methods: what they are, how they work, how to
implement them, andwhy they should.
User Stories Applied - Mike Cohn 2004-03-01
Thoroughly reviewed and eagerly anticipated by the agile community,
User Stories Applied offers a requirements process that saves time,
eliminates rework, and leads directly to better software. The best way to
build software that meets users' needs is to begin with "user stories":
simple, clear, brief descriptions of functionality that will be valuable to
real users. In User Stories Applied, Mike Cohn provides you with a frontto-back blueprint for writing these user stories and weaving them into
your development lifecycle. You'll learn what makes a great user story,
and what makes a bad one. You'll discover practical ways to gather user
stories, even when you can't speak with your users. Then, once you've
compiled your user stories, Cohn shows how to organize them, prioritize
them, and use them for planning, management, and testing. User role
modeling: understanding what users have in common, and where they
differ Gathering stories: user interviewing, questionnaires, observation,
and workshops Working with managers, trainers, salespeople and other
"proxies" Writing user stories for acceptance testing Using stories to
prioritize, set schedules, and estimate release costs Includes end-ofchapter practice questions and exercises User Stories Applied will be
invaluable to every software developer, tester, analyst, and manager
working with any agile method: XP, Scrum... or even your own homegrown approach.
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