
Introduction in
Agile Mindset



Course content 

◼  Agile Mindset - Overview 

◼  Scrum

◼  Extreme Programming

◼  Kanban

◼  Lean Product Development 

◼  Other Methodologies: Crystal, FDD, DAD

◼  The future of Agile

 



Seminar content 

◼  Agile Problem Solving

◼  Agile Mindset

◼  Agile Estimation

◼  Team Organization

◼  Limiting Work in Progress

◼  Delegation
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Source: Peter Leeson - The Battle for Success (ITCamp 2014)
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•  Individuals and interactions 
     over processes and tools
• Working software 
   over comprehensive documentation

• Customer collaboration 
   over contract negotiation
• Responding to change 
   over following a plan 

Agile Manifesto
We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:



Our highest priority is to
satisfy the customer through 

early and continuous 
delivery of 

valuable outcome.

Principle 1

CUT THE SCOPE IN MILESTONES AND 
DELIVER AS SOON AS POSSIBLE

BE AWARE THAT OUTPUT IS NOT 
NECESSARILY OUTCOME.



Welcome 
changing requirements, 

even late in development. 
Agile processes harness 

change for the customer's 
competitive advantage

Principle 2

CUSTOMERS DON’T KNOW WHAT 
THEY WANT. THAT’S OK.

PRODUCT BACKLOG IS ALWAYS 
CHANGING. THAT’S ALSO OK.



Deliver 
working versions frequently, 
from a couple of weeks to a 

couple of months,
with a preference to the 

shorter timescale.

Principle 3

ALWAYS PAY ATTENTION TO QUALITY.

DELIVER A FUNCTIONAL VERSION AS 
OFTEN AS POSSIBLE.



Business people and 
developers

must work together daily
throughout the project.

Principle 4

KEEP STAKEHOLDERS AS CLOSE AS  
POSSIBLE.

WORKING TOGETHER MEANS BEING 
TRANSPARENT,  INSPECTING AND 

ADAPTING CONTINUOUSLY.



Build projects around 
motivated individuals. 

Give them the 
environment and support 
they need and trust them 

to get the job done.

Principle 5

AGILE IS NOT MOTIVATING PEOPLE. 
LEADERS AND PROJECTS DO.

ENVIRONMENT MEANS CONTEXT, 
CONSTRAINTS AND OBJECTIVES.

TRUST IS ESSENTIAL TO AGILE 
PRACTICE.



The most 
efficient and effective 
method of conveying 

information to and within a 
development team is 

face-to-face conversation.

Principle 6

EFFICIENT MEANS BEING CONCERNED 
ABOUT CONSUMED RESOURCES.

EFFECTIVE MEANS BEING CONCERNED 
ABOUT GOAL ACHIVEMENT.

INDIRECT COMMUNICATION SHOULD 
BE USED WITH PARSIMONY.
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