An Agile Simulation
Abstract
One of the best ways to learn or to learn how to teach agile development is to experience it firsthand.  In this workshop attendees will experience a simulation of agile development through building a new product and product features using legos.  We will run through 3 iterations of story estimation, story sizing, development, demo, and retrospective.  
This fast paced simulation is engaging, fun, and educational.  After all teams have developed and demoed their products we will take an overall retrospective of the activity.  At this time we will look at the simulation to explore how it is like and how it might not be exactly alike the challenges we face with software development.
Materials
· Legos. Use sets 6166 blue tub with 405 pieces or 5560 pink tub with 402 pieces per team. (Note:  both 6166 and 5560 have been retired by Lego and may be hard to find.  5560 seems more available.    I have not used 10696 LEGO Classic Medium Creative Brick Box 484 pieces but suspect that would work ok)
· Wall or table space for 2-3 flip charts per team.
· 3x5 stickies.  Can work with 3x3 stickies in a pinch.  
· Stories printed on labels.  (Avery 8163 compatible)
Facilitators
· 1 Coach/Tester/Customer  per team
· 1 overall coordinator that may double if needed.
High level Objective
Build an animal and an enclosure for the animal.  
Timeline
3 Iterations of 17 minutes:
· Story Estimation and planning - ~6 minutes
· Act as developers - estimate how much time each story will take, S, M, L, or XL
· Act as the business - based on the value/cost tradeoff, prioritize stories for next ~6 minutes
· Development - ~6 minutes
· To your Lego!
· Update Scrum board with flow
· Demo/Testing/Acceptance/Retrospective - ~5 minutes
· Demo for the customer and customer determines acceptance
· Mark acceptance on scoresheet.  Calculate score and optionally update burnup chart
· Retrospective 
Scoring
· Points are scored for accepted stories. 
· Some stories may break previously accepted stories.
· Coaches will collectively give points for aesthetics.
· Value points are really quite uncertain
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Step By Step Guide for Facilitators

Before the madness
· Separate out the stories 0-113, 200-212, 300-302  Tear or use scissors
· Make sure each team has 2 large sheets of paper and a thick marker (or whiteboard)
· Make sure each team has at least 30 3x5 stickies

At the start of the madness
· Get the team to decide on a name
· Get the team to draw a Value vs. Cost matrix
· Get the team to draw a Kanban board
· Get the team to peel off the story labels and put them on the 3x5 stickies, sticky at top 

Release Planning
· The team should think about their overall strategy 
· Review the stories to get a big picture of the overall project
· What Design options do they have?  Which one(s) do they like?
· How will the team function?
· Sizing
· Team should use the value vs. cost matrix to size the stories
· Prioritizing
· From the matrix, priority should be from upper left to bottom right

Iteration Planning
· Team should pull into the backlog the stories that it will work on in iteration 1

Development
· Team should pull stories from the iteration backlog into "In Work"
· Once the team believes the story is completed they should move it to "Done"
· They can ask the Product Owner to accept the story 

Showcase
· Team will demonstrate all the stories that they have completed to the product owner (you)
· Product owner decides if the stories pass the acceptance tests.  
· Tally the scores - Count the number of S, M, L, and XL that are completed

Retrospective
· Team discusses what went well, what to continue to do, and where they will try something different
· Try to get the team to focus on 1-3 areas of improvement

End of Iteration 3
· Team will give a normal demo to the product owner and we will have a preliminary score
· As part of Iteration 3 the team will work on their marketing pitch

Full Demo
· Teams will have ~3 minutes to demonstrate their creation and to give their sales pitch
· Other teams may challenge if they do not believe a story passes a test
· If something breaks during demo, any points dependent on that will be lost
· Facilitators will be observing and making judgment on overall aesthetics
· Aesthetics will be graded on a 0.0 to 1.0 scale.  

Final Score
· Once we have the aesthetics score, we have a baseline score
· But, there are a few more wrinkles in the pipe
· If a team has a market differentiating feature, it is worth more points
· As well, the market is not predictable, so each feature will have a random modifier
· Only then do we have a final winner

