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Preface 

 

Congratulations on wanting to know more about Agile Project Man-

agement and Scrum! This is the ideal book to help you to learn every-

thing important, very quickly, and then work immediately with Scrum 

or in Scrum projects. This book is a practical guide that will guide you 

through all stages of a Scrum project. 

Scrum and Agile have been one of the most important management 

topics for several years now, and Agile Project Management will be-

come increasingly important in the future, not only for software devel-

opment projects. With the knowledge in this book, you will be well-

equipped for an interesting future. 

At the beginning of this book, you get a short and general introduc-

tion to Agile Project Management. This then lays the foundation for the 

main part of the book, which is Agile Project Management with Scrum 

for software development projects. 

Faster, Cheaper, Better and More Business Value 

Agile methods are gaining ground, not only in project management, 

but also in many other management areas too. There is a sustained ef-

fort to derive benefits from streamlining processes, focusing even more 

on customers and customer benefits, reacting even faster to market 

changes and ʺexperimentingʺ more with self-organizing teams. This 

also with the goal of making work more meaningful, interesting and 

rewarding. If you are a little older, you may be familiar with these top-

ics, some of which were already in use in the 1960s. 

Successful Management Methods Rediscovered 

Iʹve been in the business for more than 30 years. The principles, meth-

ods and values on which agile project management is based on have 

existed for decades, they came and most of them disappeared after 

some time. Almost all of them come from the ideas developed by the 

Toyota Production System and other Japanese companies in the 1950s 
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and 1960s. This resulted in the following years in management methods 

such as Lean Production, Lean Management, Business Process Reengi-

neering and Six Sigma or Knowledge Management. Self-Directed Work 

Teams (SDWTs) are also old news. These were also successfully used 

in Japanese and some American companies many decades ago. 

All these management methods were very successful in these compa-

nies, but surprisingly they have never really established themselves 

broadly in the economy and have almost been forgotten. Only the au-

tomotive industry has learned from and benefited greatly from the 

Toyota Production System and Lean Production. 

The work in projects in industry, construction and other branches has 

been carried out for centuries sequentially in phases that build on each 

other. When information technology and software development 

emerged in the 1960s, sequential procedures were also adopted in these 

projects. In the following years, various more or less successful iterative 

software development methods were developed. 

In 1995, Jeff Sutherland and Ken Schwaber together presented a docu-

ment describing the Scrum framework for software projects. They de-

veloped, based on the very successful but almost forgotten values, prin-

ciples and methods that you have been briefly introduced before, the 

most successful project management method for software development 

- since software was developed—and this is SCRUM. 

Who Should Read This Book? 

This is a book for all who are interested in Agile Project Management 

and would like to know, how the best-known agile method in software 

development, Scrum, works and how to apply it successfully. 

This is not a book with all the details and extensive examples. For this, 

there are more comprehensive and much more expensive books. Here 

you will learn the most important things about Agile Project Manage-

ment and Scrum. 

Whether you already work in software development, you are a student, 

project client for software or you already work on an agile project—this 

book provides you with the necessary knowledge to better understand 
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Agile Project Management and Scrum and apply them successfully. 

This is a book for you! 

How This Book is Organized 

First, you will learn how Agile Project Management has emerged and 

how it differs from ʺnormalʺ project management. Then, you will read 

what the Agile Manifesto is and what the agile principles mean to 

Scrum and the other agile methods. 

The main part of this book deals with Scrum. First, you will get a quick 

overview of the Scrum Framework starting on Page 33. Within five 

minutes you will get a basic functional understanding to make connec-

tions much better later on. 

The following chapters give you an overview of the Scrum Values, 

Scrum Events and Artifact. The other chapters deepen what has been 

learned and go into detail about the Scrum artifacts and events. 

As you read this book, you will probably notice that many topics occur 

several times in different granularity. This is not a mistake or just to fill 

the book with pages, but rather it serves to deepen yourself in Scrum 

and to get to know more and more details on the different related top-

ics. 

An Ideal Reference Guide 

If you have read this book, it is also an ideal reference guide for you 

later on. At the end of the book, you will find an extensive glossary and 

a helpful index with which you can quickly find a specific topic in the 

book. 

Last but not least, this book is excellently suited for training courses 

and studies in the field of software development. 
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Der Scrum Guide  

The Scrum GuideTM by Ken Schwaber and Jeff Sutherland is the official 

guideline for Scrum. It is updated periodically. This book is based on 

the latest version of the Scrum Guide from November 2017 and the 

Scrum@Scale Guide from August 2018. 

The Scrum Guide briefly describes (without illustrations) the minimum 

requirements for a Scrum project. It can be downloaded here for free:  

https://www.Scrum.org/resources/Scrum-guide 

This book gives you a comprehensive insight into Agile Project Man-

agement and Scrum with many helpful illustrations and goes far be-

yond the Scrum-Guide. 

The Agile Manifesto 

The Agile Manifesto for software development is the lowest common 

denominator of all agile process models—and thus also for Scrum. It 

describes the ʺTwelve Principles of Agile Software Developmentʺ, 

which you can read here: 

http://agilemanifesto.org/ 

 

 

 

 
 



 

 13 

Agile Project 
Management 

gile methodologies are used in more and more projects—in soft-

ware product development successful for many years, with 

other types of projects we are still at the beginning. However, 

the trend clearly shows that more and more companies are working 

with agile approaches or are already in the process of introducing them. 

Agile projects are already being successfully implemented in some tra-

ditional industries such as automotive and aircraft construction. Exam-

ples are Toyota, BMW and SAAB Technologies. 

Recently, agile methodologies have also been used in business pro-

cesses other than projects. This is an exciting challenge that will 

strongly influence the entire corporate culture, management systems 

and collaboration. However, I am not so sure whether many large com-

panies will make this step in the next few years. Small businesses are 

much more adaptable in this respect. 

Learning and understanding agile methodologies like Scrum is rela-

tively easy. However, it is much more difficult to internalize and live 

A
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the agile values and basic principles—and many companies still have 

and will have trouble here. 

In the end, however, the success of agile methodologies at company 

level can only be achieved through radical changes within organiza-

tions, and here we are still a long way from making great progress. At 

the project level, however, we are already well advanced in this area. 

Agile methodologies have a radical influence on management and com-

pensation systems in companies. Managers also lose power and influ-

ence in self-directed work teams. This will make the change, especially 

in the corporate culture, not easy. 

The principle of self-directed and cross-functional teams, bosses as 

coaches without management functions and the reduction of manage-

ment levels, was already an ʺinteresting topicʺ decades ago. I hope that 

we will be more successful with this promising topic in the coming 

years. 

With Scrum, agile methodologies having already been successfully ap-

plied in software development for several years, an important first step 

has already been taken! 

 

 

Agile Project Management at a 
Glance 

Impressive projects were carried out thousands of years ago. Think of 

the stone structure of Stonehenge (3500 years B.C). and the Egyptian 

pyramids (built in 2500 B.C.) or in more recent times the medieval cas-

tles, fortresses and cathedrals, the steam engine, cars, the atom bomb 

and the skyscrapers. Some of these were huge and complex projects for 

their time. However, software and software projects have only been 

around for a few decades. In the 1950s, software was still part of the 

hardware and was designated as program code. I also remember the 

punched cards used to control machine tools in the 1970s. The punch 

cards were the programs for milling parts with machine tools. 
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There were no software development methods until the 1960s. The Sys-

tems Development Life Cycle (SDLC) was the first to be developed dur-

ing this period with the aim of developing large, functional business 

systems. Until the 1990s, all projects were carried out according to the 

sequential waterfall model (Figure page 17). This means that all re-

quirements were defined at the beginning of the project, then concepts, 

specifications and plans were created and then the product was built 

and launched on the market. 

Software development in the 1990s was shaped by object-oriented pro-

gramming, the rise of the internet and the dot.com boom. Time-to-mar-

ket and company growth were decisive here, i.e., the development cy-

cles for software became shorter and shorter. 

The Waterfall Model Was No Longer Suitable 

People in software development were less and less satisfied with the 

rigid waterfall model, especially as projects became more complex, 

product life cycles shorter and shorter, and the environment and re-

quirements more dynamic. Customers needed faster and faster usable 

software, not with all functions, but the most important ones. Software 

development had to be lighter, more flexible and faster and less admin-

istration was desired. 

New methods should make the software development process more 

flexible and streamlined—as a countermove to the rather heavyweight 

and bureaucratic, traditional methods, such as the waterfall model. 

These requirements triggered an active development of different meth-

ods in software development: 
 

 1986 – Barry Boehm developed the first approaches of an itera-

tive software development process with the risk-oriented spiral 

model. 

 1991 – Rapid Application Development (RAD) was introduced 

 1995 – Jeff Sutherland and Ken Schwaber presented a document 

describing the Scrum method for the first time 

 1998 – Rational Unified Process (RUP) was introduced 

 1999 – Extreme Programming (XP) was introduced, which gen-

erated great interest among software developers 
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As you can see, the first approaches to agile software development can 

already be found in the early 1990s. Agile software development first 

became popular in 1999, when Kent Beck published the first book on 

Extreme Programming (XP). 

The interest in extreme programming also paved the way for other agile 

processes and methods. The term ʺagileʺ for this type of software de-

velopment was selected by 17 representatives of various software de-

velopment methods in February 2001, at a meeting in Utah (USA). This 

as a replacement for “lightweight” used up to then. The Agile Mani-

festo (see page 23) was also formulated at this meeting. Over the years, 

the term ʺagile project managementʺ has developed from this, because 

not only software projects can be planned, executed and controlled 

with agile methods, but also other types of projects. 

The goal of agile software development is to make the development 

process more flexible and streamlined than conventional process mod-

els. Agile software development is characterized by self-directed work 

teams, as well as an iterative and incremental approach. The aim is to 

get by with less bureaucracy and fewer rules, and in this way, adapt 

quickly to changes without increasing the risk of errors. 
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The Difference Between Traditional 
and Agile Projects  

In Traditional Projects, clear goals and requirements are defined by the 

internal or external customer (client) at the beginning of the project, 

which do not change during the project implementation if possible. At 

the end of the project, the customer receives the project result. 

The project will be carried out strictly in successive phases. A previous 

phase must be completed before the next phase can be started. The pro-

ject result is created in the course of the phases until it is completed at 

the end of the last phase. This process is called the waterfall model. 

The further the project progresses, the less the customer can influence 

the final result. A major limitation of the waterfall model is that any 

change or new requirements that the customer wants to have imple-

mented in a later project phase costs several times as much as if it had 

been defined at the beginning. 

You can probably imagine how to build a house. If in this project the 

construction workers are already building the walls and you want one 

more room at this time, then this will be very expensive, or it will be 

almost impossible. 

Analysis

Design

Development

Test

Production

Maintenance

Figure 1: The Waterfall Model 
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Agile Methods, e.g., Scrum, are used in development projects (espe-

cially software) to adapt to the high dynamics of goals, requirements, 

environment and expectations. Main characteristics are:  
 

 Close collaboration between customers, the Product Owner and 

the self-directed work team 

 Short development cycles, after which changes and new require-

ments can be added to the planning (iterations with a defined 

length; typically 14 to a maximum of 30 days)  
 

Agile project management makes it possible for the customer or the 

stakeholders to introduce new requirements during the entire project 

life-cycle or to change existing ones and thus to respond flexibly to 

short-term market needs—and this without causing exponential cost 

growth. Of course, the overall budget must still be kept in mind. 

   

Figure 2: The Agile Process 

Requirements

Development Cycle 1 … n

Shippable
Product  1 … n
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Agile Project Management for all Projects? 
Agile Project Management is gaining more and more acceptance, even 

outside traditional software development. Many predict the death of 

the waterfall model. It wonʹt come to that. Try to develop and manu-

facture a house, aircraft carrier, machine tool or production plant with 

Agile Project Management. Impossible! In such cases, practically all re-

quirements must be known at the beginning of the project, and the flex-

ibility to change or add new requirements during the course of the pro-

ject is very small. 

In the development of physical products, the waterfall model will re-

main the preferred project management process; however, for ʺintangi-

ble productsʺ such as software, agile project management will gain 

more and more acceptance. 

Nevertheless, this does not mean that agile methods cannot be used for 

certain deliverables supplied by “waterfall projects”. Wherever soft-

ware needs to be developed, agile development methods can probably 

be used, for example for the software of a machine tool or a car enter-

tainment system. 

Certain principles, practices and values of agile project management 

will certainly have a strong influence on traditional project manage-

ment in the future. Iʹm just thinking about the teamwork and the agile 

values and principles. But wherever physical products are developed, 

the flexibility in the development process is clearly smaller than in soft-

ware development. 
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Waterfall Model

Agile Process

 rigid 
 product visible late 
 high planning reliability 
 consistent requirements necessary 

 little structure, iterative 
 results can be used early on 
 high flexibility, close to the market 
 changing requirements welcome 



 Agile Project Management 

 21 

What Makes Teams Successful in 
Product Development? 

A key aspect of agile project management is teamwork and the appli-

cation of knowledge. To learn more about this, letʹs make a short excur-

sion into the past. 

Hirotaka Takeuchi and Ikujiro Nonaka described the characteristics of 

successful product Development Teams in the 1986 Harvard Business 

Review article “The New New Product Development Game”. The con-

tent of the article is strongly influenced by the ʺToyota Production Sys-

temʺ and Japanese product development methods, e.g., at Canon, 

Honda or NEC in the 1970s. This article1 describes the key features of 

successful product development teams: 
 

1. Built-in instability: The management initiates the development 

process, sets challenging goals and requirements and gives the 

team the greatest possible freedom in development. 

2. Self-organizing project teams: The team works like a start-up 

company, it is proactive, takes risks and has an independent 

agenda: The teams are characterized by the following three 

characteristics: 

- Autonomy: The teams are self-directed. 

- Self‐transcendence: Continuous learning. The team strives for-

wards and always wants to improve. 

- Cross‐fertilization: The teams work across functions. This di-

versity promotes new ideas and concepts, leading to more 

successful products. 

3.  Overlapping development phases: With strongly overlapping 

phases, the development process becomes faster and more flexi-

ble. 

4. Multilearning: Through learning at different company levels 

and in groups, through constant exchange of experience and 

–––––––– 
1 https://hbr.org/1986/01/the-new-new-product-development-game 
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through contact with the environment, one can react more 

quickly to changing market conditions. 

5. Subtle control: The management sets enough checkpoints, alt-

hough the project team organizes itself. The aim is to avoid in-

stability, ambiguities and tensions.  

6. Organizational transfer of learning: Learned knowledge should 

flow into the organization in order to improve constantly. 
 

Outside Japan, few industries have incorporated elements of this con-

cept into their operations, and if so, often rather half-heartedly. Derived 

from this knowledge, Lean Management and Knowledge Management 

emerged in the 1990s. 

The low success rate of software projects in the 1990s was not due to 

the training of employees or the lack of maturity, the still young com-

puter science and its tools, but to the implementation and collaboration 

in projects. Ken Schwaber and Jeff Sutherland recognized this and then 

developed a successful software development framework from the 

knowledge of “The New New Product Development Game” and their 

own experiences—SCRUM. 

What Does Scrum Have to Do with Rugby? 

You may have wondered what Scrum has to do with rugby. The cover 

of this book shows a scrum at a rugby match, which is the crowd of 

players when the ball is thrown in for minor rule violations. 

Jeff Sutherland and Ken Schwaber were inspired by the business re-

view article ̋ The New New Product Development Gameʺ, where rugby 

and the connection to successful, self-organizing teams were men-

tioned several times. Thatʹs why Jeff and Ken used a rugby term for 

their new software development framework - and thatʹs SCRUM. 
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The Agile Manifesto 

In spring 2001, 17 experienced software developers in Utah (USA) 

passed the so-called “Manifesto for Agile Software Development”, to-

day mainly known as “Agile Manifesto”. These first signatories, among 

them the two Scrum founders Ken Schwaber and Jeff Sutherland, 

formed the central values of agile software development with the Agile 

Manifesto—a milestone and at the same time the foundation of agile 

project management.  

The values of the Agile Manifesto (www.agilemanifesto.org) are de-

scribed in pairs, whereby the values on the left side are considered 

higher than the values on the right side. This does not mean, however, 

that these are meaningless. 

The Agile Manifesto reads as follows: 

We are uncovering better ways of developing software by doing it and 

helping others do it. Through this work we have come to value: 
 

 Individuals and interactions over processes and tools 

 Working software over comprehensive documentation 

 Customer collaboration over contract negotiation 

 Responding to change over following a plan 
 

 

“That is, while there is value in the items on the right, we value the 

items on the left more”. 

I would rather call the agile values of the Agile Manifesto “principles 

of agile software development”, so that they are not confused with the 

Scrum values. 
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Individuals and 
Interactions 
 
Working Software 
 
Customer 
Collaboration 
  
Responding to 
Change  
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The Importance of the Agile Manifesto 

The Agile Manifesto has lost none of its importance for agile project 

management. Over the years, thousands more supporters and signato-

ries have been added. At that time, the authors succeeded in bringing 

the core ideas of modern software development to a common denomi-

nator once and for all, despite sometimes very different views and ap-

proaches. 

The great progress was and is that with the agile manifesto a system of 

values has finally been set in stone that outlines a concrete approach. 

At the same time, the comparatively fuzzy concept of “lightweight soft-

ware development”, which had been common up to then, could be re-

placed. In this respect, the Agile Manifesto can best be understood as 

the “state of mind of agility”, and this state of mind still lives on today 

in agile methods such as Scrum or Kanban or their rules and roles. 

The Agile Manifesto also meant that from then on, employees were not 

simply regarded as resources, but were the focus of attention. 

Agility in project management demands and promotes the individual 

skills of employees by giving them more responsibility and creative op-

portunities. This paves the way for more effective and successful pro-

jects. 
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Appendix 

 

Internet Links and Recommended 
Literature  

n the website https://www.rolandwanner.com, you will find a 

list with links and articles on agile project management, project 

controlling, earned value management and risk management 

within projects. 

On my blog https://www.rolandwanner.com/blog you will find inter-

esting articles on agile project management, project controlling, earned 

value management and risk management in projects. 

I Recommend the Following Additional Scrum Books: 

Agile Estimating and Planning, Mike Cohn, Prentice Hall, 2005 

Agile Product Management with Scrum: Creating Products that Customers 

Love, Roman Pichler, Addison-Wesley Signature Series, 2010 

Scrum: The Art of Doing Twice the Work in Half the Time, Jeff Sutherland, 

rh Business Books, 2015 

O
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I Recommend Following These Blogs: 

Mike Cohn’s Blog, https://www.mountaingoatsoftware.com/blog 

Roman Pichler’s Blog: http://www.romanpichler.com/blog/ 

Scrum.org Blog: https://www.scrum.org/resources/blog 

scrum inc. Blog: https://www.scruminc.com/scrum-blog/ 

Innolution Blog (Kenneth S. Rubin): https://innolution.com/blog 

LeadingAgile Blog: https://www.leadingagile.com/blog/ 

DZone Agile Zone Articles: https://dzone.com/agile-methodology-trai-

ning-tools-news 

Scrum Alliance, Resources: https://www.scrumalliance.org/agile-re-

sources 
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About the Author 

Roland Wanner has been in the project business for over 30 years and 

has participated in many projects, both successful and failed. After his 

education as a mechanical and industrial engineer, he first worked for 

5 years as a project manager and then for several years as a project con-

troller and project portfolio manager in mechanical and plant engineer-

ing. For more than 10 years he has worked as a project management 

specialist, project portfolio manager and project office manager in the 

banking and insurance sector. There he supported various software 

projects which had applied Scrum and Agile Project Management prac-

tices 

On his blog https://www.rolandwanner.com/blog you will find inter-

esting articles about agile project management, project control, earned 

value management and risk management within projects. 

Your Opinion is Important to Me! 

Many thanks for buying this book. We have done our best, both in con-

tent and presentation. Much effort has been put into making this book 

as complete and correct as possible. However, it cannot be completely 

ruled out that we made a mistake at one point or another in the book, 

whether in terms of content or spelling. Perhaps we also missed certain 

information or certain topics could be explained in more detail, or you 

even disagree with our opinions on certain topics. We depend on your 

opinion! 

We thank you very much for your ideas, thoughts and correction sug-

gestions. Please send them to: info@rolandwanner.com 
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Effort Estimation  109, 127 
empirical process control  37 
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Epic, Theme, User Story, Task  102 
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Estimation meeting  109 
Estimation Meeting  106, 128 
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Executive Action Team (EAT)  221 
Executive MetaScrum.  226 
Exploration Sprints  118 
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Product Backlog, overview  106 
Product Backlog, prioritizing  112 
Product Backlog, ranking  95 
Product Backlog, refinement  77 
product development teams  21 
Product Increment  79 
product life cycles  15 
Product Owner  47 
Product Owner Cycle  223 
Product Owner, collaboration  206 
product vision  48 
Product Vision  86 
Product Vision Board  88 
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Product Vision, team identification  

91 
progress monitoring  161, 171 
project budget  116 
Project governance  44 
project organization, large projects  

228 
project planning  115 
project start  116 
project start activities  116 
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Rapid Application Development 
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Ready Stories  150 
release burnup chart  175 
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92 
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requirements workshop  95, 105 
Requirements Workshop  94, 118 
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Requirements, Risk  110 
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Retrospective, actions  192 
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193 
Retrospektive, execution  189 
return on investment  58 
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Risk management  110 
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rugby approach  33 
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223 
Scaled Daily Scrum  219 
scope changes  169 
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Scrum as a Management Framework  
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Scrum for Large Projects  212 
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Scrum Master Cycle, outcomes  222 
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Scrum Master, Decisions  55 
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Scrum Master, Tasks  52 
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220 
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218 
Scrum Taskboard  162 
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start activities  116 
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task planning  159 
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Team Philosophy  197 
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Timeboxing  68 
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Toyota Production System  9, 21 
traditional project management  19 
Traditional Projects  17 
traditional software development  19 
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Unified Process  28 
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User Stories, should be small  136 
User stories, specific format  99 
User Story  102 

V 

value system  61 
velocity  121, 177 
velocity chart  177 
velocity, determine  138 
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waterfall model  15, 17, 19 
work allocation  159 
work cycles  40 
work execution  159 
work, prioritizing  159 
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