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An activity designed to help students learn to collectively manage an agile project
(Scrum) by creating situations that impact the execution of a plan created by them

Design motivation:

1. Spins the Events wheel once per simulated day
2. Provides guidance and explanations every time a new event is drawn

4. Spins the Progress wheel as many times as members in the largest team

E; . calling the outcome of the draw for each member number; 1, 2, 3, .

In courses adopting a software
development project as its practice
component, its programming tends
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when programming might not be the
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course’s learning objective, as the
students’ focus shift from learning
and reflecting about the material
taught to handing-in some kind of
working software

Team members assume responsibility for tasks and decide whether to go on overtime or
not (Scrum meeting) ’&
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. Each student takes note of his or her lottery draw
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. Each student updates the remaining effort in the task as per the draw and rules of the e
simulation h

7. Scrum master updates burndown charts

Software development requires
many hours of work spent on tasks
that might not be related to the
course’s objectives and learning is
haphazard. Simulations, on the other
hand, take place in virtual time and
controlled conditions which offer the
instructor the opportunity to create
teachable moments

PROGRESS WHEEL

Students tend to deal with group
assignments by dividing the work
such as each group member
completes and presents a specific
part of the project. This approach
sorely limits team interaction and
reduces occasions for shared
learning-- precisely the essence of
agile methods.
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When work is performed outside the —
classroom, instructors see only the
results of the student’s efforts and
not the process itself. So, in the
instance of lesser outcomes, the
instructor may try to infer what went
wrong, but the opportunity to
provide feedback in a timely manner,
and in the appropriate context, has

been lost. e =

http://mse.isri.cmu.edu/software-engineering/web5-faculty/faculty/faculty-publications/miranda/ScrumAssignmentGuidelines.pdf
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