
Hands on
Agile Practices

Brian H. Prince

Quick Solutions, Inc.

Business Solutions Group

Microsoft MVP/architect

Microsoft CSD Virtual TS



WARNING!

This is 'OUR' take on agile. What suits us 
may not suit you.

We believe that every project at every client 
has different needs. This forces us to let 
our process be flexible, to meet the needs 
of the client, and to always be providing 
value.

If something doesn't make sense on a 
project, we don‟t do it. The converse is also 
true. If there is something we can do that 
does provide value, we do it.

This means you should take what makes 
sense. 

“Process is not paint.”







New Philosophies
"Do more of what works, and less of what 

doesn't."

Fixed Time = Fixed Cost

Change at least one thing when you go to work 
tomorrow

Make your project a reality show

Chaos Report: 10% of enterprise projects are a 
success, only 40% of features are used by users

Always focus on providing value to the user

The tighter the feedback loop the better



New Practices
Release Planning

Feature Management

Estimating Game

Planning Game

Big Wall / BVC / Dots

Daily Stand Ups

Refactoring

TDD

Daily QA Builds / Continuous Integration

Show & Tell

Common Workspace



Goals

Provide the most 
value, in a quality 

manner

Not to optimize build 
path, but to optimize 

real value

Not to be a plumber



Simple Design

Don't code today what you can code 
tomorrow.

Just like it is bad to pre-optimize 
system performance, it is bad to pre-
optimize the design of your system 
until it is needed.



General Process Outline
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BPFAP.com
Bob wants to build a B2B customer portal 
for his company.

He wants his customers to be able to:

Place orders

Check order status

Browse catalog

View inventory and shipping details

He wants to:

Manage customer accounts

Reports

Process billing



Release Planning
Take your initial high level scope, and 
break it into chunks. These will the 
themes for your releases. Each 
release should be a set window of 
time. 10 or 20 weeks is normal.

1. User management/security

2. Catalog (browsing and maintenance)

3. Inventory

4. Cart/checkout

5. Order management (customer)

6. Billing/Reports



High Level Design

This is done per release.

Generate enough design that you 
have the broad brush strokes.

Style guide for visual

Wireframes (sometimes)

Important rules and behavior

Important Architecture Directions

Break the pieces into features



Feature Management
Each feature has an ID, as well as the ID of 
the release/theme it belongs to. (F87/T2)

Each feature has a title, short description

Other life cycle tracking is done

Each feature must deliver value to end user

Each feature must be testable

Each feature must fit within an iteration 

(typically 1 or 2 weeks)

Each feature is tracked. We use a 
spreadsheet on SharePoint. Everyone can 
see it.

New features can be added at any time.



Estimating Game
• When: When there are new features to estimate. 

• The whole team sits down and walks through the 
specs for each feature.

• Minimal time is spent on each feature. The goal is 
„good enough.‟

• Each developer assigns their own personal 
estimate based on a sliding order of magnitude 
scale.

• Each developer assigns their own personal 
measure of risk for that feature.

• They must take into account all tasks that are 
needed to accomplish this feature.

• The team leader needs to manage the group from 
getting lost in minutia. The goal is to be focused on 
order of magnitude.



All 
Estimates 

are 
Wrong!



Estimating Game

• The estimating sheets are collected, and 
kept for use later.

• The team lead then judges the consensus 
estimates and risk levels, and adds these 
to the feature list.

• While the consensus is used for planning 
purposes, a developer will be allowed the 
time they originally estimated.

• It is important that the team buy-in to the 
realistic and reasonable nature of the 
estimates.



Developers are like
Washing Machines



Planning Game
When: Before the start of the next iteration

Goal: To determine what we do next. 

Focus is not 'not enough time', focus is 
'too much to do'

Team leaders and client are involved

Spatial

Tangible

Force tough choices now, not at the end 
of the project

Does not insulate from change. Forces 
you to recognize and re-plan for the 
change



Planning Game
Each feature is printed on a card. feature 
card 6.pdf

Card height represents consensus 
estimate.

A developer load sheet is prepared for each 
team member. 

DevLoad Sheet 1.pdf & DevLoad Sheet 
2.pdf

The worksheet is scaled to match the 
length of one iteration.

Space on the worksheet is blocked off

Load factor

Availability

feature card 6.pdf
feature card 6.pdf
DevLoad Sheet 1.pdf
DevLoad Sheet 1.pdf
DevLoad Sheet 1.pdf
DevLoad Sheet 2.pdf
DevLoad Sheet 2.pdf
DevLoad Sheet 2.pdf
DevLoad Sheet 2.pdf


Planning Game
Review last iteration's results. 

"Yesterday's weather."

Discuss sliding features, their status. 

Hold 'em or fold 'em.

Client moves tasks from the 'table' to 
the 'worksheets' based on their 
priorities. 

The team leaders are there to guide 
and consult with the client.

Parking lot features are selected.





Big Wall
All load sheets are kept on a wall 
where everyone can see them.

Stack iterations.

Don't try to automate/systemize the 
process.

Dots are used to track progress.

Place to gather for stand ups.





BVC



Stand Ups
Purpose

Daily status

Raise issues

Time

< 13 minutes

Agenda

What I did yesterday

What I am doing today, when will I be 
done

What issues I have



Show & Tell
When: End of each iteration

The whole team assembles, with the client 
team, to demonstrate the features that 
were recently completed.

Users never know what they want until 
they see it, so show it to them.

Three benefits:

Reinforce planning by showing actual results

Gain immediate feedback (shared vision)

Open forum to discuss challenges and 
needs/direction

Reinforce the act of delivering business value 
to client



Do It Again!

Wash, Rinse, Repeat

Learn and improve with each iteration

Adjust planning as needed



Thoughts.flush();

brian.h.prince@gmail.com or

bprince@quicksolutions.com or 

V-bripri@microsoft.com or

http://brianhprince.blogspot.com

Thank you for your time!

mailto:brian.h.prince@gmail.com
mailto:bprince@quicksolutions.com
mailto:V-bripri@microsoft.com
mailto:V-bripri@microsoft.com
mailto:V-bripri@microsoft.com
http://brianhprince.blogspot.com/
http://brianhprince.blogspot.com/

