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Ty is a Consultant for Improving 
Enterprises. He is an experienced 
Enterprise Agile Coach, Scrum 
Master, and Project Manager and 
has spent his professional career 
in the field of  Information 
Technologies. Beginning his 
career in infrastructure and 
software support, he has come a 
different route to agility. His 
strength is in getting newly 
formed groups to become 
cohesive, self  managing, high 
performing teams. Ty has an 
intense interest in interpersonal 
interaction and personality 
dynamics. Ty loves comic books 
and all things geek... 





The world as we 
imagine it to be…. 

… is often very 
different than the 
world that exists. 



First Officer: “We did something to the altitude” 
 
Captain: "What?” 
 
First Officer: “We're still at two thousand, right?” 
 
Captain: “Hey, what's happening here?” 
 
 
          - Last recorded words of  the cockpit crew of  Eastern Airlines flight 401 
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Needs 

Cost to respond 
$ 

Cost to respond 
$$$$$ 

“…We have come to value… 
Responding to Change” 



Proactive vs. Reactive 

•  Proactive 
–  Focus broadly 

–  Actively Sense 
–  Decide based on facts 

–  Accepts change as an 
opportunity 

–  Responds quickly based 
on early signals 

–  Accountable 
 

•  Reactive 
–  Focus narrowly 

–  Ignore feedback 
–  Decide based on assumptions 

–  Treats change as a cost to be 
avoided 

–  Responds late when few 
options exist 

–  Blames 
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What are 
some of  the 
ways that 

teams have 
to sense? 



Daily  
Planning 
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What about releases / projects? 
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What do teams do when things don’t 
go according to plan? 
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Often….  
 

   nothing 



What’s The Impact Of  Being 
Proactive (Sensing & Responding)? 
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How can you help improve  
a team’s ability to respond? 

 
How do you help them shift  

to being more proactive? 







What if  we treated iterations as if  
they were games? 

= 
A cooperative game 
of  course…. 

Objective: 
• Introduce an element of  fun 
• Promote teamwork  
• Increase ability to achieve flow 
• Shift team to being proactive 



Score: 1 
point for 

every 
story 

accepted 
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1 bonus 
point per 

story 
accepted 
in  half  

the length 
of  the 

iteration  
(2 if  ¼ of  

the 
iteration) 
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-1 Point 
for every 
story still 
in play* 
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* With some 
important 
Exceptions!!! 



What Are Some Strategies To Win? 
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“Oh Oh…I KNOW!!!  
Remove 

Impediments!!!” 



Eliminate Waiting 
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Reduce Amount Of  Work In Progress 
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Make Stuff  Smaller 
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Reduce Quality? 
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NO POINTS 
FOR YOU! 



Creating the team 
playbook 
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“It is easy to sit up and take 
notice, What is difficult is getting 
up and taking action.” - 
Honore de Balzac  



Introducing… ‘The Team’ 



Some Plays you may not have 
thought of  

•  Repair The Scoreboard!  -  Not really a play 
but sometimes the situationlooks horrible. 
The scoreboard lies.  The team is doing just 
great getting all the balls to the other end of  
the field.  There’s no point in scrambling to 
address a problem that doesn’t exist.  Decide 
how to fix it.  You can’t be a winning team if  
you don’t know where you are. 



Some Plays you may not have 
thought of  

•  The ‘Oracle’ play - admit that you don’t 
know which play you should use, ask for a 
time out, and turn to your team, a coach, 
another scrum master, manager, or a magic 
eight ball and ask for advice.  



Some Plays you may not have 
thought of  

•  The Locker Room - finding an available 
meeting room to work in together for a day 
or so magically causes the balls to move 
across the field faster – often enough to win 
the game.  SIDE BENEFIT: the team moves 
from selecting plays once a day to ‘as 
needed’ causing a lot more balls to make it 
to the end of  the field. 



A few tips and tricks… 
 



Help Them Keep Score! 



Schedule mid-iteration‘Huddles’ 



Review outcome of  plays tried with 
the team during Retros 



Beware Iteration Blindness 
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