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Team Practices: Scrum of Scrums (SoS)

 A universal practice for coordinating work among several teams. 

 Each of the teams independently conducts its own daily scrum. 

 Each team also designates one person to attend a scrum of scrums meeting. 

 The scrum of scrums meetings can be scaled up in a recursive manner.

[Cohn 2010]



Agile Software Development – Lecture 5

Department of Computer Engineering
4

Sharif University of Technology

Scrum of Scrums: Details

 Teams may send both a development team member and their Scrum Master. 

 The SoS is not held every day, but instead a few times a week as needed. 

 Participants at the SoS answer similar questions to the ones answered at the daily 
scrum, but at an inter-team level.

 The SoS has a problem-solving significance in Scrum; issues can be stored in an 
issues backlog and addressed at SoS meetings. 

[Cohn 2010]
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Team Practices: Pair Programming

 Pair programming consists of two programmers sharing a single workstation 
(one screen, keyboard and mouse among the pair). 

 The programmer at the keyboard is usually called the driver. 

 The other, also actively involved in the programming task but focusing more on 
overall direction is the navigator, who reviews each line of code as it is typed in. 

 Ultimate purpose: Achieving constant code inspection.

 Benefits:

 Development time and costs are reduced in the long run. 

 Quality is improved. 

 Knowledge/Skill transfer and inter-team communication is enhanced. 

 Risk mitigation is promoted (pairing is especially effective when working in 
uncharted territory or solving difficult problems in known parts of the system).

 Overall satisfaction is increased among the programmers.
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Pair Programming: Basic Rules

 It is expected that the programmers swap roles every few minutes or so. 

 Both programmers must be actively engaging with the task throughout a 
paired session, otherwise no benefit can be expected.

 At least the driver, and possibly both programmers, are expected to keep 
up a running commentary. 

 Pair programming is "programming out loud" - if the driver is silent, the 
navigator should intervene.

 Pair programming cannot be fruitfully forced upon people. 

 If relationship issues are getting in the way, solve them first!

 It is not mandatory to apply pair programming all the time; it can be 
adopted on a part-time basis.

 Indicators of non-performance should be taken seriously: Disengagement, 
“Watch the Master” Phenomenon, and Silence.
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Team Practices: Team Room

 The team has the use of a dedicated space for the duration of the project, 
set apart from other groups' activities.

 This space should be furnished with the various amenities that the team 
may need, including: 

 Workstations (adapted for pairing if the team uses that practice).

 Whiteboards and other presentation equipment.

 Adequate wall space to display task boards, project plans or other charts.

[http://martinfowler.com/bliki/UPod.html]

Alternative Desk 

Layouts
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Team Room: Example Layout

[http://common-tech.com/2013/02/an-agile-workspace/]
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Team Practices: Project Charter

 A high-level summary of the project's key success factors which is 
developed and maintained by the team. 

 It should be compact enough to be displayed on one wall of the team room as a 
flipchart-sized (A1) sheet of paper. 

 This description includes at least the following: 

 Major objectives of the project.

 Scope boundaries.

 Agreements between the team and external stakeholders. 

 Benefits: 

 It converges the overall perception of the team as to the project’s goal and 
important aspects, its stakeholders, and the resources available.

 It results in greater alignment of effort within the team, which is often a key 
determinant of project outcomes.
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Project Charter: Example Template (Lean)

[https://www.crisp.se/gratis-material-och-guider/a3-template]
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