Agile Release Planning Game – Instructions for the teams


1. Overview
1.1. Definition of the Problem
“NE 1 L8 – CU L8R”. The process of language simplification that was accelerated by the advent of the internet has reached its climax. In this scenario, the people of a certain city have completely forgotten the meaning of the letters, and therefore can’t communicate through written or spoken language.

1.2. Objective of the Project
In order to recover the ability to communicate in this community you were designated a team whose mission was to rebuild the maximum number of letter of the alphabet as possible. This will allow the gradual return of the lost communication.
At the end, the mission should reach the following criteria:
- It should be possible to construct the phrase: “It’s difficult to put it into words”.

- The product must have less than 6 unresolved defects. 
1.3. Goal of the  Sprints

Due to the urgent need to communicate for the survival of the residents, the chosen strategy was a rapid and graduated construction of the letters that will be delivered to the population in cycles of short duration called sprints.
Each sprint must have the following goals: 
	Sprint
	Goal

	Sprint 1
	Construction of a minimum of two words with two or more letters.

	Sprint 2
	Construction of a minimum of two words with four or more letters.

	Sprint 3
	Construction of  two complete grammaticaly correct sentences. 

	Sprint 4
	Construction of the sentence which is the object of this mission


  Obs: 1) You are not permitted to use a Word more than once in the game; 2) You can freely repeat the letters you have constructed. 
2. Initial Project Planning
The first activity to be undertaken by the team is the initial project planning. At that moment all the stories of the project must be identified and prioritized. 

3. Sprint Planning 

The project will be performed in 4 sprints that must be planned, executed and evaluated sequentially.
In order to do that, steps 3 to 6 must first be performed for the first sprint, and afterwards repeated for the following sprint until the end of the project.
To plan a sprint you should:

3.1 Confirm the goal of the sprint with your instructor. 

3.2 Determine the expected velocity of the sprint. For the first sprint, the expected velocity is 25 points, and for the others it will be the actual velocity of the previous sprint. 
3.3 Choose the items that will be planned for that sprint, disposing of them in order of priority on the sprint board. 
An item could be:

3.3.1 Stories to be performed. Each story has its punctuation defined in the distributed cards.  

3.3.2  The quantity of outstanding defects to repair. Each defect to be fixed requires 1 point. The project starts with no defects to repair.  
3.3.3 The quantity  of  technical debt to reduce (complexity caused by work done – or undone – on earlier sprints).   The project starts with no technical debts. 
The sum of the points of item 3.3 must be compatible with the expected velocity for this sprint.

At this moment, the assignment of stories to the current sprint is obligatory. The team can also decide to assign stories to the following sprints, but that is optional.    

4. Sprint Execution
You know the expected velocity for the sprint and now it`s time to find the actual velocity. 

4.1 Roll the dice twice.
The first die represents the gains of improving the team performance and the result must be added to the planned velocity.

The second die represents distractions and impediments that reduce the performance and must then be subtracted from the planned velocity. 
Actual velocity = Expected Velocity + die (first) – die (second) 

If the actual velocity is greater than planned, the team can insert new items into the sprint (new stories, correction of defects or reduction of the technical debt) until the total is complete.   

But, if the actual velocity is unfortunately less than planned, the team should remove as many items as necessary.  The items to be removed are those of less priority and should be postponed until the following sprint.
This actual velocity will also be the expected velocity for the next sprint.
Expected velocity (sprint x+1) = actual velocity(sprint x)

5. Sprint Evaluation 
Were the sprint goals met? Write the response on the sprint board.

After that, update the project metrics as indicated below: 
5.1 Update the remaining defects subtracting them from the actual defects fixed in the sprint.

5.2 If there are still remaining defects, the number of defects must be multiplied by 2 (as the time passes, the cost of fixing defects is higher).  

5.3 Roll the die and find how many new defects were injected but not fixed during the sprint. Update the remaining defects adding this number.

5.4 Update the remaining technical debt subtracting it from the actual technical debt solved.
5.5 Roll the die and quantify the new technical debt created during the sprint. Update the remaining technical debt adding this number. Take care! If the remaining technical debt reaches 10 the project will be canceled. 
6. Update the status reporting sheet
The team updates the status report to reflect what has occurred during the sprint.
If you are at sprint 1, 2 or 3 then go back to step 3 to plan the next sprint.
7. Ending the Project
After the sprint 4 the team should do a lessons learned session, also recording any doubts and questions.
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