Webinar guidelines
* Please keep yourself muted

* For polls and Q&A Rowan will be using Vientimeter. In a
browser go to menti.com and enter code provided by Rowan

* We'll run a Q&A at the end using Mientimeter, please hold your
questions until then

* We're recording the video and will make this available
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Working together to deliver Scrum Alliance
training in New Zealand since 2009.

Leading Certified Scrum

Training and Agile Coaching

Reality doesn’t live up to r’

We bring the factors critical to ™
successful IT change
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Australia’s first Scrum Master and
accredited Scrum Master

Delivering Scrum Alliance courses since
2008, approaching his 400" course

Primary Scrum Alliance trainer in NZ

First and only to deliver path to CSP®
incl Advanced Certified ScrumMaster
(A-CSM) and Certified Scrum -
Professional ScrumMaster (CSP-SM)
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Goals for this session

- Help you to self-assess your remote Agile working capability
- |Inspire you to find more creative ways to be effective
- Offer you opportunities to deepen your skills

=



Agenda

> The new normal?
- Our remote Scrum Mastering effectiveness
-~ Remote facilitation

- Day-to-day Remote Scrum Mastering
> Q&A



The new normal?
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How remote is your team?

20

5
Whole team Team mostly Hybrid with Mostly Whole team
remote remote with some remote with alwaysin
always individuals individuals designated the office
occasional mostly at office days
daysinthe office, some for full team
office mostly
remote



Industrial relations

Unions push for better protections as
80% of employees say they want to keep
working from home

Exclusive: survey finds 40% are working longer hours and 90% are
not being paid overtime or penalty rates for the extra time

" ACT . s faiimd ©10 ® 120melsan i
A An ACTU survey found 81% of workers would like

and 47% say

Paul Karp

¥ @Paul_Karp

"The new normal”?

£



T youre all remote it's one thing, and
it youre all in-person, its usually
awesome. But when it's hybrid, you
run into all kinds of problems.

— - Lisette Sutherland, https.//www.owllabs.com/remote-work-interviews/lisette-

sutherland



How have these changed since the start of
20207?

Engagement level in meetin%s

Tool friction

ﬂ

My effectiveness as a facilitator

38

Transparency as to what is going on during the day

——

Ad hoc interaction

Much worse
Much better

Rapport and réictionships

Effectiveness of collaboration and teamwork

OX IT



Thanks for sharing your challenges!




Remote facilitation



\What happens with video in remote meetings?

34

Mostly camera
off

Mostly camera
on but some
people have

audio only

2,

All camera on
unless the
person says
that they have
an issue

Z
A

All camera on,
strive to find
video
workaround if
there's a
technical issue

EQUINOX IT



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

— Beck et al. agilemanifesto.org/principles.html
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Face-to-face
at whiteboar

Face-to-face
conversation

Video
conversation
Modeling

Phone Options

conversation

Videotape 4

Email /
conversation

"

Audiotape/

il Documentation
Options
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Richness of Communication Channel

Copyright 2002-2005 Scott W. Ambler 5
Original Diagram Copyright 2002 Alistair Cockburn :
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99

In terms of team building, the biggest advice | have is to turn on the

cameras. Turn on the webcam and see each other -- that creates
empathy instantly. It's a lot easier to communicate and create bonds

when you see each other.

- Lisette Sutherland




Check-in

> Speaker says “| feel [one or more of mad, sad, glad, afraid].” Speaker may provide a brief explanation.
> Speaker says “I'min.” This signifies that Speaker intends to behave according to the Core Commitments.

- Listeners respond “Welcome.”

e @
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Majority
> 50% agree

Delegation | |
S Which User Experience
accept decision by | design option to pursue.

smaller group |
Delegation

ratlfy or I’EJECt seating positions in the
recommendation team area.

Super Majority

new standard to other
% agree teams.

Multi-voting
distribute multiple
dots across options

Consent
' Who to represent the

every member can ' team at a Scrum of
live with & supports || Scrums.

Team decision rules

{

l
\, Who to represent the
| teamata Scrum of

| Scrums event.

|

Whether to pursue a
change of team
membership.

—

Sprint Retrospective: | |
Which retrospective
action / experiment t¢
pursue.

Daily Scrum:

Which Backlog Item t
get “Done” next.

- When applied
——e

Whether to adopt a
new coding standard.

Whether to clean up
substantial technical

debt in area of change
now or defer.

-——

Sprint Retrospective:

Which observations to
address in this
Retrospective.

Consensus Sprint:

‘ _ . . Whether a Backlog Item
every member fully e Sizing estimate on a

Pty implementation is
agrees & supports ek anent. Backlog Item. is “Ready”. “Done”,

Team Decision Rules poster

Do you have explicit decision protocols in our working agreements?



How are agreements used?

Coverall of our
needs

None/not
consistently
followed

Gaps relative to
problem areas

Agreements specific to the
meeting

Standing remote meeting
e agreements

Working agreements that cover
. remote working

‘ Individual coaching agreement

e
=N

.5 Team coaching agreement

Consistently
followed
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How much are these tools used in workshops?

An Agile backlog management tool
eg. JIRA, Trello, Asure DevOps

1st

Generic office tools eg. MIS 365
(Office), Google Docs/Sheets

2nd

A virtual whiteboard platform eg.
Miro, Mural, Google Jamboard

3rd

Other electronic tool

4th

Physical tools e g. sticky notes, cards

oth




t's incredibly shortsighted to take
expensive engineers performing
important work and to hobble them
with inadequate tools ano
iNnfrastructure.

— Schwaber and Beedle, Agile Software Development with Scrum, 2002



Background A3: Slow game development

Games out of date, 2 years time to market
Missed market windows =» revenue declining
Demotivated teams ->» key developers about to quit
Overhead costs = Time to develop games steadily increasing due to declining technical quality
Pressure to Work FASTER!

Owner: Lisa
Mentor: Henrik

Date: 18 May, 2009

Countermeasures (experiments)

e = 1. Cross-functional teams - Graphics design through deployment
Current condition (value stream map) PLAN o Predict 2x faster delivery

] => End dependencies - now spend 75% of time waiting/negotiating

Abandon all but most promising 3 games in each queue. Do ONE game at a time per cross-
functional team.
4x faster delivery from reduced task switching
G : L. o Eliminating queues will cut 1.3 years from schedule
P ® . Engage developers in playing games and selecting ideas

o 30% more profit to par with best competitor
Concepl Rescurce Graphics
pres allocaticn design
vmﬂ T .
Waste: 1 monl 6 months

=> improved filtering on which games to develop
ih ‘ ' 1 week

=> more fun games, more popular
Goal / Target Condition PLAN 1

= 12% process cycle

[ 3 months value add
efficiency
Game

25 months cycle time

nacklog

Integrate
& deploy

|

Confirmation (results)

Cross-functional teams

=> Half as much time waiting

2. Onegame at atime

=> Queues eliminated, time to complete game is 3-4 months (6-8x faster)
=> Technical Debt is decreasing - escaped defects down by 2x so far.
Engage developers in playing games and selecting ideas

=> One team taking to to play is producing more innovative games.

=> Impact on profit is to be determined.

e 8x faster cycle time
e 5x fewer escaped defects
e 20% improvement in revenue

Root Cause Analysis (cause-effect diagram)

K > Declining sales Comoatitive
ay engineers about RPN Compatitive
to quit ‘ Problem markel
em Company has not
grown pecple 1o
Engneers not Games stale & Pressure from val game ideas
proud of their work out of date business to wark

Ranic Founder/CEO
/ b no longer has
time to vet new

Copyin
Taking ever longer 1o ] i

Follow up (actions)

Consider more cross training of team members to reduce waiting for expertise.
Reduce difficulty of integration and deployment steps

Improve processes for generating and selecting game ideas

Recruit talent if identifiable/available

Improve skills/process of best people already in company

Game quality

compeattors
complele a game
geclining

JMas

B
game kleas 2.
3

Defects a.
tolerated b

‘ No
Broaden both participation in selection and game playing experience of everyone in the

Too many effective c.
No Time to nw game selacion
Relactor ideas filter Company
- . Continue improvement of reused game components/engines to improve development throughput
and reduce defects.

Endless delays
& thrashing

exceeds capacity

of market neads

Queues
Teams focus on
their own parts - Work in Progress Weak understanding ]
only

Root cause /

Features cannol be \
built by single team, X.

team dependencias

Teams divided by
archilecture

Engineers don't get ©
play games
i Root cause

No unified view of
pricrities

A3 Problem Solving Template v1.2 (April 2015) by Henrik Kniberg and Tom Poppendieck

ek B i e S A Gty
Do you use structured impediment analysis?




Divergent Convergent
Zone Zone

New /\ 2 2 S
@ early conclugiong
Topie ~_ O

Closure

3
4}
Q

—

o
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=

=
7,
Eres
Y,
i
(-]

Zone

= Time———— =

Mm-ag“e"ai"'e"e“‘°m Adapted from/inspired by Facilitator's Guide to Participatory Decision-Making (Sam Kaner et al.) and Carrie Kappel

Do you have facilitation techniques across all zones?
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\Which of these facilitation techniques do you

use?
7 d

Check-in & Check-out (as otocols) Pre-defined Degis or Protocols rPcrahrcsing

A

v

i
18

Stacking or ed go-rounds

32 14

Re ationshi;%chniques Creative Refrdm Creating Share techniques



elements

impromptu
networking

quesnons

Appreciattve
ntervieows

15% solutigns

Trotka
cormsulting

what' debrief

Discovery and
acnan dialog

Min specs

Improv
prototyping

Helping
heuristics

Conversation
cate

exper e
fishbow!

Heard, seen

Design
storyboards

Celetirity
interview

What | nesd

Generative
relattonships

Agree/centainty

ethnography

InMtegrated
autanomy

(:

Critcal
uncertainties

Liberating Structures - many of which can work well online

I3

£



Remote self-designing teams workshop with 80+ - Mark Uijen De Kleijn

e W



Remote Scrum Mastering




As a Scrum Master/coach what are your top 3 channelsfor """
keeping in touch with what's going on during the day?

52

.-I-..-__;

Asking for Waiting for team M |t nng run Monitoring task ning calls I f ormalvirtual  Pai ng/m obbing Video feed
Scr m/ t ndup update outs Id membersto = instant @ emails tracking tool betweenteam nch/drinks ~ sessions thro ghoutth
call with video of Daily Scrum ome to you messcglng members



USERS
AT GEMBA OF VALUE CONSUMPTION

[ Q827

NEED VALUE

' -

S0 -

TEAMS
AT GEMBA OF VALUE CREATION

FOCUS ON
CAPABILITY
IMPROVEMENT

MANAGERS

s
=
-
<t
=L
P
<
<>
(VA
(-

What s it to be at "Gemba" when remote?
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Remote pairing .



Pairing productivity

"The data show that we were more productive the
more promiscuous we were — as long as we remained
with each partner long enough to exchange
knowledge. What they don't show is that we also had a
lot more fun. It took the team a little time to adjust to
the more rapid pace, but working with that team was a
career high point for every person involved.”
Source: https://csis.pace.edu/~grossman/dcs/XR4-
PromiscuousPairing.pdf
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Dojo for deliberate practice -



Virtual teamroom

- Always on video and audio
- Shorter core hours than in-person
- "Works really well”

- "Scrum Mastering and coaching are easy under these conditions”
> (WIP limit of 1 Product Backlog Item)

e @
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\Which of these practices have you used
remote?

24
13 ”

2
]
Pairing on Paring / Mobbing Virtual Remote Virtual None of
work tasks  mobbing on work teamroom multi-team lunch/ these
Dojo on tasks with all workshops drinks
non-work video
problems constantly
on



\What impediments do you expect to implementing a

virtual team room / office?

Not good internet connection at home -

Yes we can

A reminder to consider team members with
disability, eg, some tools better for accessibility
than others

EQUINOX IT

internet bandwidth. Often team calls is a
challenge for some and slows down the whole call.

We have multi languages, multi timezones. How do
we handle the global DSU but not have people
awake at stupid hours? run two? have written
updates?

Not everyone works in an environment they want
others viewing via camera and we have to
consider psychological safety.

Allowing for ‘bio breaks’ between meetings, eg,
automatically setting to finish 5 or 10 mins before
the hour

The hybrid team, WFH and in the office combo is
challenging when adhoc whiteboard session are
spun up from conversation. How have overs
handled the graphic side?

| have an issue currently with team members in
Sydney/Melbourne, Perth and London. There is no
crossover in work hours between the eastern
Australia and London guy.
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UpCOmlﬂg ’LIVG Oﬂ‘lﬂé’ Scrum Tralnlﬂg (NZ and Aust time zone)

Scrum Master Path to CSP

9-12 Nov
30 Nov — 3 Dec

Find out more and register

\V4& eqit.co/scrumnz
Australia: eqit.co/scrumau

Rowan is approaching his 400t Scrum Alliance course.
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Questions?

12 questions
23 upvotes
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Delivering pragmatic
results together
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