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Today’s Outcomes

• Overview of agile software (SW) 

development

– Establish a common vocabulary

• Measures throughout the agile lifecycle

• High Level Comparison of Agile to 

traditional measures

• Hands on experience

• New Indicators

Goal: Introduction to agile SW development & metrics
2
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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Introductions

• Introduce yourself 
– Name / Nickname 

– Agile experience (None, Low, Medium, High)

– Measures experience (None, Low, Medium, High)

– Particular wants from today

• Select teams for exercises
– 7 +/- 2 people

Get to know each other for the afternoon

Hi, my name 

is Dan
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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The Need for Change

Predictive Versus Adaptive Business Model

Industrial Age 

Inspect and Adapt

Knowledge Age 

Repeatable and Predictable

Agile expects & manages changing requirements

http://www.topfoto.co.uk/gallery/modeltford/default.html
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What is Agile Engineering?

• Includes the entire product life 

cycle

• Impacts the entire organization

• Inspects and adapts

• Focuses on the value stream

Why Agile Practices?

• Quick reaction capabilities

• Adapt to change 

• Shortened product life cycle

• New technological 
advancements

• Improved transparency of 
progress and end-to-end 
accountability and ownership

Agile Engineering

Agile expects & manages, versus controlling, changing requirements
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12 Agile Principles
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Early and Continuous 
Delivery of Value

A Working System is 
the Primary Measure 

of Progress

Welcome Changing 
Requirements

Deliver a Working 
System Frequently

Business People and 
Developers Must Work 

Together Daily

Motivated and 
Empowered 
Individuals

Face-to-face 
Conversation

Promote Sustainable 
Development

Continuous Attention 
to Technical 
Excellence

Simplicity

The Best 
Architectures, 

Requirements and 
Designs Emerge From 
Self-Organizing Teams

Regular Team 
Reflection on How to 

Become More 
Effective

Agile principles drive agile practices

http://agilemanifesto.org/
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Agile Manifesto

That is, while there is value in the 
items on the right, 

we value the items on the left more 

Is valued 
more thanIndividuals and interactions 

A working systems

Customer collaboration

Responding to change

Processes and tools

Comprehensive documentation

Controlled negotiation

Following  a plan

Is valued 
more than

Is valued 
more than

Is valued 
more than

http://agilemanifesto.org/
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Agile Metrics Vocabulary
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Term Definition

Burndown The concept, often shown as a graph over time, of working off or “earning” 
story points toward iteration or delivery completion.  Burn down is analogous 
to velocity (below) in that each measures progress in working off story points 
toward final delivery.

ESLOC Effective Source Lines Of Code (ESLOC) is common between agile, traditional 
methods.  Line of code count is a classic SIZE metric

Story
(User Story)

A very high-level definition of a requirement, containing just enough 
information so that the developers can produce a reasonable estimate of the 
effort to implement it. “As a user I want what so that purpose”

Story Points A relative measure of story complexity.  An integer established during Planning 
Poker

Team Capacity The number of story points a team is capable of delivering in a certain amount 
of time, usually an iteration. Often expressed with a % Confidence value.

Velocity The amount of work done over a period of time. Specifically, the daily 
arithmetic mean of points earned per work day. 

Establishing a common vocabulary if often the hardest step
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Agile Process Vocabulary
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Establishing a common vocabulary if often the hardest step

This Term… Definition

Iteration
(aka Sprint)

Fixed time-box in which development occurs

Product Backlog Requirements/User Stories to be completed

Product Owner Owns the product backlog, assigns priority to user stories
Is or represents the customers

Refactor Agile concept of rewriting software to increase readability or 
maintainability but never adding or removing capabilities

Release
(aka Delivery)

Usually a 2 – 6 month timeframe; formal committed delivery of 
product

Retrospective Lightweight, end of Iteration improvement meeting

Scrum Master Helps the agile team through the process and removes 
impediments

The Team Cross functional team
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High Level Agile Stages

User Needs & 

Roadmap

Release 

Planning

Iteration Demo 

and 

Retrospective

Iteration 

Execution

Delivery

Iteration 

Planning

Metrics Criteria 

Development

Continuous 

Monitoring

Final Data 

Capture
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Agile process & metrics overview comparison
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Iteration1 Planning, Execution,

Vision

Customer Needs

Product 

Roadmap

Release 1

Planning

Story

Story

Task

Story

Task

Task

Task

Iteration n…

~1-3 months

4 +/- 2 weeks (fixed)

Goals &User Stories

Iteration 3

Iteration 2

(1) Vision, (2) Product Roadmap, (3) Release, (4) Iteration, 
(5) Daily Status, (6) Delivery and final values

(1) 

(2) 

(3) 

(4) 

Daily 
Stand 

Up(5) 

Iteration 0

Product Backlog:
1. Size: # Stories, Points

Iteration 0 (Planning):
1. Size: # Stories, Points
2. Team Size, capacity*
3. Iteration Length

Metrics

Deliverable 

Product

Iteration 1+ Planning & Daily Execution
1. Size: # Stories, Points, ESLOC
2. Team Size, capacity
3. Iteration Length
4. Quality
5. Productivity 
6. Delivery margin / shortfall

Final Execution
1. Size: # Stories, Points, ESLOC
2. Team Size, capacity
3. Iteration Length
4. Quality
5. Productivity 

Demo & Retrospective
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Metrics - Agile Base Measures
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Size Cost & Productivity

Color Codes Quality & Volatility

• POINTS.  Hours vs. Criteria (ADP Fig. 6.5-3)

• VELOCITY = Points / Day.  Team Capacity  

• ESLOC For comparison to non agile programs  -
“How are we doing?”

• Used for dashboards & metrics meetings, PMR

• Tight tolerances give earliest possible 
indication of trouble, the most time to react

• Defects – both Peer Review & traditional SW
• Extend Peer reviews by points.

• Volatility  extend by “Discovery Stories”
• Stories “discovered” after iteration start
• Result in unplanned work

Productivity is key metric to 
turn resources into capabilities

• Cost – classic HOURS and DOLLARS from BusOps

• Productivity – new measure using POINTS

• Points / Hour (recommended derived metric)

• Increase is better 

• Measure daily to get gauge variation

• Chose a useful denominator

• Points/100 hours - easier to use 
values  (e.g., 7.1).

• Points/80 hours – normalized to an 
pay-period or iteration.

Classic measures recast in terms of agile development 

Operational 
Definition
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Metrics – Planning to Execution relationship

* = Cumulative Distribution Function

Metrics close the loop between execution and planning

15
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Break

16

Time: 15 minutes
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Story Definition & Example

– Story Points Definition

– Estimation Criteria

– Exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments
Goal: Introduction to agile SW development & metrics
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User Stories

What is a User Story?

• Functional stories

– often based off a scenario of a use 
case

– On large projects a user can be 
another system

• Non-functional stories

• Definition of Done

– Design, Write tests, code, unit tests, 
documentation, etc. 

• No credit for partial work – either 
done or not done

Size Estimation (Story Points)

• Relative integer values

• Considers: effort, complexity

• Consensus of team

• Criteria based (preferred) or hours 
based (most common)

As vacationer, I want to 
search for available 
rooms to plan my travel.

Stories are the agile version of requirements
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A user story is composed of:

• Written description of the story, used for planning and as a 

reminder 

• Conversations about the story that serve to flesh out the 

details of the story 

• Tests that convey and document details that can be used to 

determine when a story is complete 

– http://www.mountaingoatsoftware.com/article_view/27

Canonical form:

As a <role> I want to 
<action> because 
<business reason>

http://www.mountaingoatsoftware.com/article_view/27
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Story Types- Operational Definition

20

Story Type Description

New     
Capability

Classic story representing new business value to the customer

Defect -
Formal

Formal defect stories written during formal test or when 
discovered on the operational system

Defect -
Informal

Informal defect stories written prior to formal test as a 
tracking mechanism; these defects have not yet made it to 
the operational system

Discovery New capabilities “discovered” after story writing, usually 
during the iteration

Documentation Typically end-user documentation or other customer-required 
documents

Refactor Agile concept of rewriting software to increase readability or 
maintainability but never adding or removing capabilities

Story types stratify metrics for subsequent analysis
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Story Point - Operational Definition
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Name (ID) Size – Story Points 

Purpose Quantification of a story’s scope (preferred) or effort (more 
common)

Description A relative measure of story complexity

Base 
measures

Integers captured during Planning Poker. See following slides 
for “patterns” and scope vs. effort (hours) discussion.

Computation 
method

Result of Planning Poker process.  

Analysis 
Performed

1. Consistency across iterations.  
2. Used as base measure in other derived metrics, e.g.:

a. Velocity calculations
b. Delivery margin / shortfall calculations

Story Points are the key base agile metric
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Story Estimation - Hours Based

• Produce estimates in “ideal programmer days”

– Inherently risky, ideal days never happen.

– Usually produce lognormal distribution estimates, “skewed to the left” ;

• Usually underestimate

• Occasionally overestimate

– Normalize upper limit if iteration lengths vary

• e.g.  9 points for 2 week iterations = 18 points for 4 week iterations

– Estimate effort now, validate every iteration.

Most common but subjective
22

Point value patterns

Pattern Example Comments

Fibonacci
1, 2, 3, 5, 8, 13, 21, 
34, 55, 89, 144…

• Reflects uncertainty in larger estimates
• Hard to envision a story as complex as the previous 
two values added together

Doubling
1, 2, 4, 8, 16, 32, 
64

Easiest to envision a story 2x as hard as the previous 
value
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Story Estimation – Criteria Based

• Estimate effort now, derive a relationship later

– Regression equation is the gold standard goal.

• Other categories to consider:

– Interfaces

– Algorithms

– Human machine interface (HMI)

– Architecture

– Testing (Test tools, test data generation, analysis complexity, …)

Preferred but more complex, likely to meet cultural resistance 
23

Example Criteria

Points Complexity SW Criteria (e.g. interface criteria, HMI, …

1 Trivial •Existing code, designed for reuse

3 Low •Existing code, not designed for reuse
•Minor detailed design changes

6 Medium •New code required
•Minor architectural change

9 High •Must reverse engineer code first
•Significant architectural change

Add as many 
columns as your 
enterprise needs
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Estimating Technique: Planning Poker

• Estimating the user stories for a release. 

– A release is one or more iterations.

• Entry Criteria: 

– Stories written and assigned to an iteration

– Each release is identified and each has verification objectives; 

– Stories have been discussed with the team.

• Steps

– Each estimator is given a deck of cards, each card has a valid number such as (1, 2, 3, 5, 8, 13, 
21, ? or ∞ = too big / not enough information)

– The teams read the stories

– An “typical” (average) story is selected

– The story is read to the team and discussed briefly (a variation of the Wideband Delphi approach, 
http://www.stellman-greene.com/aspm/content/view/23/38/) 

– Each estimator selects a card to reveal his estimate 

– Cards are turned over so everyone can see them

– Differences in estimates are discussed; especially outliers

– Re-estimate until estimates converge

1 2 3 5 8 13 21 ?

Reference: www.mountaingoatsoftware.com
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Exercise #1: Estimate This!

Backlog Item Relative
Estimate

Create a 50 slide presentation on agile practices 

Read a James Patterson novel (500 pages)

Read a bedtime story to a child

Write a 6-8 page article on your latest software project 
and lessons learned

25
Time: 20 minutes
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Check Point

26

• What we’ve covered so far
• Questions
• How are we doing?

Time: 5 minutes
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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Metrics – Planning to Execution relationship

Next:  Moving to Execution Metrics

Execution Monitoring

Business Need Units Tools Data Source

Collect progress 
(daily)

Story points Story Management  Tool (SMT)

Hours Accounting System

Forecast delivery 
margin / shortfall

Story points / 
Stories

SMT Burndown 
Chart

Program data

% Confidence CDF Program data

28
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Execution Metrics & Monitoring - Burndown

29

Typical burndown chart 
(Spreadsheet tool*)

1. Daily burndown

2. Projected 
completion. Average, 
nothing fancier

3. Original Plan by 
iteration

4. Daily Velocity

5. Projected shortfall 
prompts interesting 
discussions.

Other considerations:

1. Recommend daily
velocity & hours 
collection.  

2. ESLOC collection 
useful for 
comparison to non-
agile programs.

Burndown metrics provide rapid status for everyone (all shareholders)

* http://www.userstories.com/products

http://www.userstories.com/products
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Velocity – Operational Definition
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Name (ID) Size - Velocity Extension

Purpose Velocity is the key performance measure to indicate progress toward capability 
delivery. Projected end date is driven by the project’s experience with velocity.

Description Velocity is the change in story points worked off over time. The average velocity 
(arithmetic mean) is used to forecast the delivery date based on the iteration’s 
performance to date. Projected end date gives a current estimate of when the 
iteration will complete, along with story point over/under capacity based on project 
experience. 

Base measures Periodicity of these measures is set by the project but, in general, should be 
measured daily. Extreme projects may use on-demand, instantaneous measurement 
systems.
1. EST = Total estimate. The overall scope, in story points, to be done in a given 
timeframe. This can go up and down as capacity (points) are added to the delivery.
2.  ETC = ETC. The remaining amount of work to be done. The range of the values 
is from zero to EST.

Computation 
method

1.  Velocity = ETC (yesterday) – ETC (today) + Story Point Added/Removed
2.  Average Daily Velocity = Sum of daily velocity/number of days worked
3.  Projected End Date = Today + [ETC (today)/Average Daily Velocity]

Analysis Performed 1.  Compare projected end date with program commitments and consider reducing 
or adding scope as appropriate.
2.  Monitor actual burn down to planned burn down, modulating staff or scope as 
program needs dictate.

An agile unique metric
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Forecast Delivery margin / shortfall example 

31

Working with the trees in the forest, not each green leaf

Agile Method
Measureable items are "Points" directly correlated to work products. A simple set 

of reports reflect position and contingency (slack) of time now and the through the 

future forecast . These same reports are the basis for "What If" analysis.

A Few Traditional Methods Slack Process Shortfall

Margin Task(s) in plan
Single collection point(s) within Schedule (high probability failure). How to 

determine Risk verses Rate of Consumption for each task (if baseline duration is 

20 days, what remaining duration value represents a "Yellow" rating).

Three Point TEs               

(Time Estimates)

(a + (4*m) + b)) / 6, Few take the initiative to collect historical verses plan and 

determine true 3 points (to much time)

Baseline the “Late Dates”, 

work to the Early Dates

Words from previous experience "I am not late, until I hit the baseline date". 

Unfortunately the contingency time is not retained but consumed automatically.

Extract a contingency 

percentage

Speaking an a Master Planner/ Scheduler, if the Lead(s) know this is your plan, 

they will add 10%. If not, once you extract the percentage, the Leads will argue 

that you "do not have an achievable plan" and "lose" their buy-in.

Genuine Earned Value
Tracking the number and rate of hours consumed in relation to the work 

preformed is sound but the measured item is Hours verses dates, not Products 

Developed verses dates.
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Agile’s flexibility, Real-Time Point Forecast

In review of traditional methods, there is a level of difficulty 

in calculating the quality and quantity of the product to be 

delivered.

• The “Point” system allows measurements that reach across 

the effort without dropping down to the nitty-gritty level. 

• Used in conjunction with a institutionalized status process 

(weekly), the forecast will reflect “Points At Completion” 

versus the “Baseline Point Set”

– A positive value is “missing” the target

– A negative values is “more” is being produces at the current rate

– For each situations, trend analysis will contribute to forecast 

validation

32

Directly tied to work effort
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Another benefit of flexibility, Change Control

In review of the “Points” exercise:

• All Technical Owners (Engineering (all departments), Cost Account Managers, 
Business Office) have developed the “Points Value”

• Using “Points” (not hours), the monitoring method is “lifted” from 
EXCRUCIATING detail to a level that is quickly measured and evaluated 

• If a change to the plan is required (can you say Customer Re-direction), by 
using the “Points” system, the program can develop an impact plan and capture 
“Horse Trading Options” much quicker than using hours. 

• Example, Initial Plan, Iteration #2 contains 29 Points (3, 3, 5, 9, 9)

– Prior to closing and preceding with the iteration, the customer 

request a change 

(that once sized) is 11 points

– Options:

• Hold current end date, trade 11 for 11 (3, 3, 5)

• Come in a little early (or less risk) with a trade of 11 verses 12 (9, 3)

• Or push out by adding 11+29, plotting 40 point on the scale and determine the new forecast date

33

Trees versus leaves
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Implementation of Measurement Method

34

Example captures:

• The original plan “Points” value

• Rate and “speed” point are completed

• The forecast of “points complete” by target 

date

This then is a source for any “change” evaluation

• The impact via to the points in the timeframe

• Change assessment, if already at risk (per example), sizing 

the INCREASED RISK if the change is implemented

Simplistic summary of “Time Now” and Forecast
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Exercise #2: Explain This!

35
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Break

36

Time: 15 minutes
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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End of Iteration Retrospective, Data Impound

Metrics staff impounds data now

38
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Additional End of Iteration Metrics of Interest

39

These metrics support next planning cycle

• ESLOC

– A common “size” base measure to compare to 

traditional programs

• Productivity

– Daily variation important in generating CDF for next 

iteration

– End of iteration retrospective

• Velocity

– The next Iteration can use the delivered velocity

– No partial credit for incomplete stories

• Quality

– Assess SW defects and leakage to end user
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How fast can we go?

• Process is defined

• Process performance is measured

• Can we deliver the team project in 59 

days?

– Customer wants 306 story points

• Established via Planning Poker process.

– Staff of 13.5 FTEs.

– New, complex COTS integration.

Next: use our tools and data to develop our confidence level
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Data Driven Decision Making
Can team deliver 306 story points in 59 days?

Points / Hour data is not normally distributed.  Hunch is lognormal

- Goal:  Determine the Points per 
hour we can deliver at 3 favorite 
confidence levels:
- 20% (Low probability of delivering on 

time)

- 50% (Equal probability of delivering 
on early or late)

- 80% (High probability of delivering on 
time)

- Step I.  Quantify the Points / Hour 
we have demonstrated at the 3 
levels above.
- Then, given the hours we have (staff 

size * days) we can determine the 
points we can produce.

- The distribution is shown to the right

- Minitab Command: Stat->Basic 
Statistics->Graphical Summary… .  
Variable:  Points / Hour

We want to be in between these 
amounts.  The PM likes an 80% 
position.

0.80.60.40.20.0

Median

Mean

0.200.150.100.05

A nderson-Darling Normality  Test

V ariance 0.03961

Skewness 2.25509

Kurtosis 5.29681

N 46

Minimum 0.00902

A -Squared

1st Q uartile 0.03316

Median 0.07210

3rd Q uartile 0.18716

Maximum 0.90909

95% C onfidence Interv al for Mean

0.09710

4.51

0.21530

95% C onfidence Interv al for Median

0.04244 0.13740

95% C onfidence Interv al for StDev

0.16507 0.25066

P-V alue < 0.005

Mean 0.15620

StDev 0.19901

95% Confidence Intervals

Summary for Pts / Hr

Find Pts / Hr values we execute 80%, 
50%, and 20% of the time
(Note: Positions notional)
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Data Driven Decision Making
Can team deliver 306 story points in 59 days?

We are between 50% and 80% confident, but how much?

- Step II: Develop a Empirical 
Cumulative Distribution Function 
to read the Points / Hour we have 
been experiencing.
- Minitab Command:  Graph-

>Empirical CDF… .  Single.  Variable: 
Points / Hours.  Distribution: 
Lognormal.  Scale->Percentile Lines-
>At Y Values: 20, 50, 80.

- See results at right…

- Step III (Excel).  Complete the 
algebra to determine the points 
that can be done at the various 
confidence levels.

Pts / Hr

P
e

rc
e

n
t

1.41.21.00.80.60.40.20.0

100

80

60

40

20

0

20

50

80

0
.0

2
8

0
.0

7
9

0
.2

2
0

Loc -2.537

Scale 1.214

N 46

Empirical CDF of Pts / Hr
Lognormal 

Highest value 
(.220) = least 
confidence 
(20%).

Staff Work Days Hrs / Day Total Hours

13.5 59 8 6372

Confidence

Points / Hr 

(Log Graph ->) Points Done

20% 0.22 1401.8

50% 0.079 503.4

80% 0.028 178.4

306 points is 
between 50% 
and 80%
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Data Driven Decision Making
Can team deliver 306 story points in 59 days?

We are 66% confident of delivering 306 story points in 59 days.

- Step IV: (Excel) Determine the 
Points / Hour needed to deliver 
306 (0.0480).

- Step V (Minitab).  Use the 
previous Empirical CDF to 
determine the % Confidence. 
- Minitab Command:  Graph-

>Empirical CDF… .  Single.  Variable: 
Points / Hours.  Distribution: 
Lognormal.  Scale->Percentile Lines-
>At data Values: 0.0480

- See result at right.

- Final value = 100 – 34% = 66%

Staff Work Days Hrs / Day Total Hours

13.5 59 8 6372

Confidence

Points / Hr 

(Log Graph ->) Points Done

20% 0.22 1401.8

50% 0.079 503.4

80% 0.028 178.4

66% 0.048022599 306 Goal!

Pts / Hr

P
e

rc
e

n
t

1.41.21.00.80.60.40.20.0

100

80

60

40

20

0

34.0

0
.0

4
8

Loc -2.537

Scale 1.214

N 46

Empirical CDF of Pts / Hr
Lognormal 



Copyright 2010 Northrop Grumman CorporationCopyright 2010 Northrop Grumman Corporation
44

Management is now armed with data

- Step VI (Management) Risk Mitigation

- Management reassured, but taking action:

- Re-planning for a minimal delivery of 178 story points

- Found an easy way to get to 220 story points as an 
initial delivery, 

- Still looking for a way to get down to 178…

- Bringing on additional staff for Documentation work

- Easily segregated, independent work.

- Re-plan the balance of story points as our stretch goal.

- Presented reduced plan to customer

- Rational for change in base, stretch deliveries

- RESULTS:  Completed early, added additional 
capabilities back into delivery.

Quantitative estimates guide delivery commitments
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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Agile 
addition 
in story 
points

Team 
capacity 

goes here 
(CDF)

Add 
delivery 

confidence 
(margin / 
shortfall)



Copyright 2010 Northrop Grumman Corporation

Proposed ICM Changes (Page 2)

47

Add 
discovery 
metrics, 

size in story 
points

Add 
defects, 

peer 
reviews  

stratified by 
story points
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Add end of 
iteration 

impounds 
(capacity, 
defects, 

etc)
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Agenda

• Introductions

• Agile life cycle overview
– Establish a common vocabulary, metrics overview, break

• Planning measures
– Stories, estimation, exercise

• Execution metrics & monitoring
– Burn down, velocity, exercise, break

• Retrospectives 
– Impounds, predicting next iteration

• ICM Review / Update Recommendations

• Closing comments

Goal: Introduction to agile SW development & metrics
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Stories – compared to other benchmarks

Technique Technique Description

“Classic” 
Requirements 
Development

The definition and refinement of system-, subsystem-, and 
lower-level functional and performance requirements and 
interfaces to design the system.

Used with Logical Analysis and Design Solution technical 
processes. These processes iterate at each level of the system 
structure, and then applied recursively to lower levels of the 
physical architecture throughout development. 

Use Case A description of a system’s behavior as it responds to a 
request that originates from outside of that system.

Stories A description of functionality that is meaningful and valuable to 
a user of the system

Stories define the system from a business perspective
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Requirements to User Stories

The system shall provide the capability for making hotel reservations.

As a premiere member, I 
want to search for available 
discounted rooms.

As vacationer, I want to 
search for available 
rooms.

As vacationer, I want to 
save my selections.
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Non-Functional Requirements?

As a vacationer and user of 
the hotel website, I want 
the system to be available 
99.99% of the time…

As vacationer, I want  
web pages to download 
in <4 seconds…

As the hotel website 
owner, I want 10,000 
concurrent users to be 
able to access the site at 
the same time with no 
impact to performance…

Stories for 
non-functional 
requirements

Describes 
system 

behavior or 
characteristics

Reference: Mike Cohn, mountaingoatsoftware.com
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Writing user Stories

• Often written by the Product Owner or as a team

• Brainstorm to generate ideas

• Some stories start out as epic stories; break them down

• Stories should be drafted and estimated prior to the release planning 
meeting
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