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http://www.SQETraining.com


Public

Take advantage of opportunities to attend agile 
training in conjunction with the top industry 
conferences on Software Development!
Conveniently located with Agile Development Practices East and STARWEST.  
Combine your training with your conference registration and SAVE $500!
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Phone:
888.268.8770/904.278.0524

Easy to Register
Just click a link, or call us!
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Scrum Master Certification 

Practical Test-Driven Development

Agile Testing Practices

Product Owner Certification

http://www.sqe.com/starwest/
http://www.SQETraining.com
http://www.sqe.com/starwest/
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Learning
Options

3-Day
Course Outline:

Scrum Master Certification
Applying Lean-Agile Software Development Practices with Scrum

$  Learn, experience, and practice the Scrum Master approach to managing development
$ Apply lean-agile principles to software development projects
$ Build a cohesive agile team to deliver high quality software more quickly
$ Plan and execute small development iterations and internal releases
$ Respond to emerging requirements and competitive pressures
$ Practice Scrum leadership within a simulated project

Eliminate Barriers to Development Success
Scrum is an agile development method for project development that removes 
barriers between your customers and the development team. Using the Scrum 
approach, your organization will more easily meet market and customer needs 
while attaining its ROI objectives for your project. As a trained Scrum Master, you 
will help improve the quality of life and productivity for all members of your team. 
Implementing Scrum boosts productivity, unleashes creativity, provides Òquick 
winsÓ for your team, and improves the quality of your software. 

Empower Your Team
Lean-agile principles empower a development team to learn as they go and 
eliminate waste while making decisions as late as possible. By following lean-
agile practices, your team will deliver high quality, working software as fast 
as possible. Implementing lean-agile practices and Scrum at the team, IT 
management, and business levels improves engineering practices and tools, 
resulting in a potentially shippable product at each increment of completed work.

Learn by Doing
Learning how to be an effective Scrum Master requires certain skills, many of 
which are only learned by doing. Experience an actual Scrum project during the 
course. Participants live the life of a Scrum Master as they interact with team 
members, peers, and management.

Go Beyond the Normal Limits of Scrum
This course is designed with the bigger picture in mindÑnot merely how to take 
a team to Scrum, but how an organization can implement Scrum. Lean-Thinking 
is used throughout the course to consider critical topics, such as teams driving 
from business value, keeping the big picture in mind while working on the smaller 
pieces, eliminating waste by focusing on good practices, and more.

Who Should Attend
This course is appropriate for project managers, team leaders, development 
managers, analysts, QA staff, and anyone who needs to learn the fundamentals 
of Scrum team management and lean-agile practices. Because of the experiential 
learning nature of this course, it is appropriate for all members of your 
development teams.

Certification
This course is based on the principles of Scrum, and with three full days 
it allows students time to practice in the interactions that are so critical to 
their success as a Scrum Master. As a result, students receive an extensive 

list of competencies that delineate the skills required for performing as a 
Scrum Master. Students also enjoy ongoing access to valuable online learning 
resources, providing them with the most complete information to continue 
their education. Upon earning a passing grade on the post-course Certification 
Competencies Exam, the student is granted their Professional Scrum Certificate 
by Net Objectives.

Course Link:  www.sqetraining.com/smw

Alan Chedalawada  is a senior executive with more 
than 25 years experience in business operations 
and technology at various corporations ranging from 
entrepreneurial startups to Fortune 1000 companies 
where he has held the positions of Director, CIO, CTO, 
and VP of Operations. As Net Objectives president and 

senior consultant of enterprise accounts, Alan focuses on growing Net 
ObjectivesÕ customer value offering and enabling Net ObjectivesÕ corporate 
clients with process improvements, skill extensions, and achieving effective 
iterative software development. AlanÕs experience spans the manufacturing, 
telecommunications, technology, finance, energy, and distribution industries. 
Alan is a Certified Scrum Master. 

About the Instructor

This course uses a sample project that provides the 
context of the exercises, including Scrum planning and 
retrospective meetings, daily activities, agile analysis, 
story sizing, and acceptance test definitions.

Scrum and Lean-Agile Basics
Evaluate process in agile software development
Scrum roles
Agile products and differences
Work item tracking
Impediment work item
Practice agile activities and find out what more you need 

to learn

Course Exercise Introduction
Create the basic business value tracking system
Form teams with all Scrum roles filled
Understand the goals of the sample project

Agile Analysis
Feature analysis and breakdown to provide business 

value
Creating and maintaining a product backlog
The ever-unfolding story 
Story sizing
Minimally releasable feature sets
Release planning
Defining acceptance tests

How Scrum Changes Development
Architecture and analysis
QA role 
Options for writing acceptance tests
Options for test-driven development
How product documentation and specifications change

Principles for Successful Development
Lean software development
Biggest waste according to lean
What lean tells us to do
Where we start with lean
Why we need to focus on time more than on money spent  

Principles and Practices at Work
Practice activities during a simulated release
Details on how to make Scrum work
Sprint iteration story and task tracking
Team experiences
Release planning meeting
Sprint/iteration planning meeting
Sprint/iteration activities
Sprint/iteration review and retrospective
Release activities
Release review and retrospective
Implement Scrum for your team
Explore scaling agile issues
Explore and identify organization and human challenges
Discussion of one or more Scrum Master case studies 

A ttend the public 
course held 
in conjuction 
with the Agile 
Development 
Practices 
Conference.

http://www.sqetraining.com/smw
http://www.SQETraining.com
http://www.sqetraining.com/OnSite
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Learning
Options

3-Day
Course Outline:

Typical vs. Iterative/Evolutionary 
Development Cycles

Refactoring
What is refactoring?
Identifying refactoring opportunities: code smells
Working effectively with legacy code
Principles and patterns of dependency management

Test-Driven Development 
Test-driven development overview
Testing frameworks: using xUnit (JUnit, CppUnit, 

NUnit)
Building test classes
Driving design of a single class
Testing patterns, mock object, dependency injection, 

etc.
Putting old code under pinning tests
Test-driven development in your group

The Definitions of ÒLegacy CodeÓ
Evaluating costs/benefits of maintaining legacy code
Techniques for maintaining legacy code
TDD Immersion Exercise

This hands-on course shows you how to use automated unit tests 
to drive your program design and deliver code with fewer bugs. You 
will practice development using the xUnit tool for unit testing. With 
extensive practice sessions, experience the revolutionary approach 
of letting tests drive your development. Learn how to keep new 
designs clean and simple through refactoring and how to transform 
unreadable code into well-structured, modular programs. 

Approach design from the outside in by writing running code to 
satisfy automated tests to incrementally grow well-formed, easily 
maintainable systems. 

Hands-On Exercises to Improve Test-Driven 
Development Skills 
This course contains a series of hands-on exercises to improve 
your refactoring skills in areas such as: recognizing poor code 
constructs, learning to improve design in small safe steps, using 
the xUnit framework (JUnit, NUnit, or C++ Unit Lite), driving object 
interface design with intentions, test-first programming, using Mock 
objects, and understanding the role of acceptance tests. 

Who Should Attend
This is a technical course for software developers who have 
experience working with an object-oriented language and want to 
learn a new, test-driven approach to object programming. Working in 
pairs is encouragedÑbring a friend!

This course involves hands-on programming. Please bring 
a laptop with your IDE loaded. If you have any difficulty 
bringing a laptop, please let us know immediately . 

Practical Test-Driven Development
A Revolutionary Approach to Software Design and Programming

$  Practice using test-first design development methods 
$          Experience writing unit tests before writing production code 
$  Automate all unit testing with xUnit 
$  Gain experience developing programs in small verifiable steps for better designs 
$          Use test-driven development to add new functionality to applications without adding bugs 
$          Learn how to refactor (re-design) existing applications to make them more maintainable
$         Improve design by developing programs in small steps
$         Learn how to incrementally add new unit tests to legacy code while preserving existing behavior

LAPTOP
REQUIRED

Course Link:  www.sqetraining.com/tdd

Ken Pugh  is a fellow consultant with Net Objectives. He 
consults and educates on lean-agile processes, test-driven 
development, and software design. He uses his two fifths of 
a century experience ranging from requirements gathering to 
testing to provide a unique perspective for attendees. He has 
written several software books, including Interface-Oriented 

Design and the 2006 Jolt Award winner Prefactoring. When not computing, he 
enjoys snowboarding, windsurfing, biking, and hiking the Appalachian Trail.

Scott Bain and Amir Kolsky are additional instructors for this course.

About the Instructor

Attend the public 
course held 
in conjuction 
with the Agile 
Development 
Practices 
Conference.

http://www.sqetraining.com/tdd
http://www.SQETraining.com
http://www.sqetraining.com/OnSite
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Learning
Options

Introduction to Agile
A case for change
Scrum process overview

Planning: Modeling the Problem
Discovery sessions
Identifying measurable product goals
Identifying and modeling users
Modeling product usage
Agile estimation
Product backlog
Release planning

Executing: Creating a Solution
Interacting with the team
Sprint backlog
Sprint planning
Burndown chart 

Evaluating: Testing & Honing the 
Solution
Feedback loops
Sprint review 

Adapting: Tuning the Process
Sprint retrospective
Stakeholder management 

Seeding & Growing Scrum
Organizational adoption and scaling
Resource and portfolio management
Distributed delivery 

REFERENCE TOPICS: Getting the Most 
Out of Scrum
The agile game
Risk management
Team experiences

2-Day
Course Outline:

$ Learn the fundamentals of agile development methods
$ Become an effective customer to your Scrum team
$ Discover how the role of a business customer is different in agile environments
$  Effectively manage and prioritize backlogs, plan releases and sprints, track and report progress, and scale 

up to multi-program efforts
$  Explore key agile business practicesÑuser stories, acceptance tests, and release management
$ Examine business and team skills you need for success
$ Recognize the main agile business challenges and how to address them

Eliminate Barriers to Development Success
This two-day course provides everything you need to be an effective 
customer to a Scrum team. You will learn the essential concepts 
and tools of Scrum, differences between agile processes and 
traditional ÒwaterfallÓ methodologies, and how your particular 
role as a business customer will change when interacting with 
agile teams. Participants will learn how to effectively manage and 
prioritize product backlogs, plan releases and sprints, track and 
report progress, and scale Scrum to program-level efforts.

On completion, participants are registered as Certified Scrum 
Product Owners (CSPOs), which includes a two-year membership 
in the Scrum Alliance (www.scrumalliance.org), where valuable 
materials and information are available exclusively to CSPOs. 
Participants are also eligible for 16 PDUs toward PMI continuing 
education credits.

This course is taught by leading agile practitioners with decades 
of real-world industry experience at companies ranging from 
small businesses to the Fortune 100. Exercises, demonstrations, 
facilitated discussions, case studies, tool and template examples, 
and more are interwoven throughout the course to illustrate the 
principles being taught in a comprehensive fashion interactively 
tailored to each classÕs particular needs.

Who Should Attend
Business customers, product managers, and line managers aiming 
to maximize the benefit that they receive from their agile projects 
by learning how to better prioritize and interface with agile teams 
should attend. 

Product Owner Certification
Aligning Product Management with Agile Delivery

Course Link:  www.sqetraining.com/cpo

President of LitheSpeed and an industry-leading agile 
expert, Sanjiv Augustine  has for more than 10 years 
assisted leading clientsÑNationwide Insurance, Capital 
One, CNBC, T. Rowe Price and StreamSageÑadopt agile 
methods. He is the author of several publications including 
The Lean-Agile PMO and the book Managing Agile Projects. 

Sanjiv is founder of the Yahoo! Agile Project Management group, co-founder of 
the Agile Project Leadership Network, and member of the Project Management 
Institute Agile Community of Practice. As an in-the-trenches practitioner, 
he has personally managed agile projects varying in size from five to more 
than one hundred people, trained thousands of agile practitioners via public 
classes and conference presentations, and coached numerous project teams.

About the Instructor

Course Accreditations

NEW

Attend the public 
course held 
in conjuction 
with the Agile 
Development 
Practices 
Conference.

http://www.sqetraining.com/cpo
http://www.SQETraining.com
http://www.sqetraining.com/OnSite
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Learning
Options

Fundamentals of Agile Development
Agile principles
The agile manifesto
Agile development models
Scrum
Extreme programming (XP)
Other agile lifecycle models
How agile testing is different

The Agile Team
Roles within the Agile Team
Self organizing teams
Role swapping

The Basis of Development and Testing
Product backlogs, sprint backlogs
The planning meeting
User stories 
Test planning 

Agile Testing Processes
The Agile testing quadrants
Acceptance test-driven development (ATDD)
ATTD tools
Test-driven development (TDD)
Unit and component tests
Where do unit test frames and tools fit in?
Exploratory testing
Non-functional testing 

Testing Through the Sprint 
The product backlog
Story size estimation
Sprint iteration planning
Testing tasks
Development tasks
Unit testing
Burn down workÑburn down charts
Bug management
Stand up meetings
Working with developers
Getting the build
Bug isolation
Debugging
Regression testing

The Agile Tester
Testing role
Testing tasks
Technical skills
Team skills
Automation in testing
Agile testing challenges
Dealing with defects
Barriers to test automation 
Completing testing in short iterations 
Test documentation
Integration sprints
Hardening sprints
Escalations and support issues
Exercises
Test estimation and planning
Test-driven development
Story testing
Exploratory testing

2-Day
Course Outline:

Agile Testing Practices
Agile is becoming mainstream, and more and more testers are 
being involved in agile projects. Many are struggling to understand 
the agile development process and their place in it. This course 
explains the fundamentals of agile development, the role of the 
tester in the agile team, and the agile testing processes. From 
user storiesÑthe agile version of requirementsÑand through 
development and testing, this course prepares you to be effective 
on your agile team. Explore business-facing tests and technology-
facing tests and the importance of both. Learn the techniques 
of Test-Driven Development (TDD) and Acceptance Test-Driven 
Development (ATDD), the cornerstones of agile testing. Examine 
both the technical skills and team skills you need for success.

Practice of Agile Testing TechniquesÑHands-On
Experience agile testing processes in an informal and interactive 
workshop setting. First, you will see real world examples of each 
test process. Then, youÕll have the opportunity to apply these 
techniques through a series of hands-on, small group exercises. 

For Software Testers and Managers
This course is appropriate for both novice and experienced software 
testers. Developers in the agile world who are now expected to 
write test cases will find this course extremely useful. Test and 
development managers can also benefit from this course. A 
background of basic development and testing processes is helpful 
but not required.

$           Learn the fundamentals of agile development models
$          Discover how agile testing is different 
$           Learn the basis of agile testingÑthe user story and how to test it
$           Explore key agile testing practicesÑATDD, TDD, and ET
$          Examine technical and team skills required for success
$          Understand the main agile testing challenges and how to address them

Course Link:  www.sqetraining.com/agt

Agile Testing Practices
Skills and Knowledge to Succeed in Agile Projects

Robert Sabourin  has more than 25 years of management 
experience, leading teams of software development 
professionals. A well-respected member of the software 
engineering community, Robert has managed, trained, 
mentored, and coached thousands of top professionals in 
the field. He frequently speaks at conferences and writes 

on software engineering, SQA, testing, management, and internationalization. 
The author of I am a Bug!, the popular software testing childrenÕs book, 
Robert is an adjunct professor of Software Engineering at McGill University.

About the Instructor

Attend the public course held in conjuction 
with the ST AR WEST  conference.

NEW

Washington, DC  September 13Ð14, 2010
San Diego, CA  September 26Ð27, 2010 �7�ˆ�Ì�…�Ê�-�/���,WEST

San Francisco, CA  October 18Ð19, 2010
Tampa, FL November 8Ð9, 2010

Public Course Dates

http://www.sqetraining.com/agt
http://www.SQETraining.com
http://www.sqetraining.com/OnSite
http://www.sqe.com/starwest/


Phone:
888.268.8770 
904.278.0524

Easy to
Register

P A G E

7

Learning
Options

Five Reasons to Go Agile 
Add business value quickly
Get clarity on customer needs
Project management
Help the team
Technical perspective

Risks of Software Development

Starting Analysis

Use Cases and Why to Use Them 
How to employ use cases in an agile project
Use cases as containers for stories
Creating low-precision use cases from high-level
   requirements
Use case unfolding
Sub-dividing stories into smaller stories

Relationship Between Agile Analysis, 
Architecture, and Design 
Writing stories
Estimating stories 
Agile project estimation
Agile story estimation

Selecting Stories for the Iteration 
Prioritization
Risk mitigation
Increasing feedback

Stories and Testing

Role of QA in Analysis

Refining Our Test Cases

Story Boarding

Kano Analysis

The Changing Role of the Analyst

Wastes in Analysis and How to  
Avoid Them

2-Day
Course Outline:

$          Create user stories that describe what the user 
really needs

$                  Manage user stories over the life of the project
$           Make sure you have all the stories you need
$                  Drive your agile analysis from business value

$                  Ensure that user stories are consistent 
$                   Learn to accurately estimate story development time
$          Group stories to optimize iterations
$          Create high-level release plans

Learn and Practice a Repeatable Process for 
Discovering and Managing Business Value
This course focuses on uncovering and managing the customersÕ 
true needs for the product you are building. Learn how to focus 
on maximizing business value delivered in an agile development 
process. Going beyond the practice of merely pulling out stories as 
they are encountered, you will learn how to organize stories so they 
can be more easily implemented in a consistent manner. Practice 
techniques on how to organize agile requirements to help ensure 
consistent and complete information from your customers and 
subject experts.

Keep the Big Picture in Mind While Creating 
Stories
Go beyond the beginnerÕs rule of prioritizing stories merely by 
customer value. Learn to use risk mitigation and customer 
feedback to organize stories into iterations. Estimate development 
time for different stories and the project as a whole. Use the 
project knowledge generated during development to dynamically 
refine early estimates and keep customers and management 
informed about progress.

Course Exercises 
During this course you can apply what you have learned by 
participating in the following exercises:

�U�ÊCreate a project vision to guide your team

�U�ÊCreate a release plan based on maximizing return to your 
customers

�U�ÊCreate user stories from a high-level list of requirements

�U�Ê Learn to use team estimation and planning ÒpokerÓ to create 
high-level estimates of effort

�U�ÊUnderstand the importance of acceptance testing in estimation

Who Should Attend
This course is for product owners, business analysts, developers, 
QA testers, Scrum Masters, team leaders, users, and anyone 
involved in discovering and documenting user needs and 
requirements within an agile development environment. Those 
investigating agile development practices also will benefit from 
this course.

User Stories and Estimation in 
Agile Development
How to Write User Stories and Estimate Development Time

Course Link:  www.sqetraining.com/use

http://www.sqetraining.com/use
http://www.SQETraining.com
http://www.sqe.com/go?AgLink15
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Learning
Options

3-Day
Course Outline:

Writing Maintainable Code

Coding First Principles
Loose coupling
Strong cohesion
No redundancy
Encapsulation
Testability

Gang of Four
Basic object-oriented principles 
Polymorphism
When and how to use inheritance
Composition 

Discovering the Strategy and Bridge 
Patterns 

What are Design Patterns?
Coding best practices
Ways to contain variation
Forces
Encapsulating object construction

Comparison of Design Approaches 
ÒStandardÓ Entity and Behavior 
Analysis
Pattern-Oriented design

Commonality/Variability Analysis 
How to design for variation
Strategy pattern

Using Design Patterns to Contain 
Variation 
Analysis matrix and the abstract factory
Template method pattern
Bridge pattern
Adapter pattern
Facade pattern
Singleton pattern
Abstract factory pattern
Family of proxy patterns
Decorator pattern
Chain of responsibility pattern
Null object pattern

Learn the Thought Process of Patterns
Patterns assist in software developmentÑfrom analysis to 
implementation. This course goes beyond merely teaching design 
patterns by giving you the principles and strategies to make design 
patterns good practice. Learn to use advanced design techniques in 
solving problems whether design patterns are present or not. After 
detailing several design patterns and their principles, the course 
goes further and shows how patterns can work together to create 
robust, flexible, and maintainable designs.

Learn What Quality Code Is
Design patterns are about using existing quality solutions to solve 
recurring problems. Learning about design patterns is valuable 
because knowing them:

�U�ÊProvides quality solutions that you might not have thought about 
otherwise

�U�ÊGives a common set of terminology to be used by your team 
members

�U�ÊImproves the team-wide design and code quality

Who Should Attend
This course is intended for software developers who have at least 
a basic understanding of object orientation and want to take their 
design, programming, and analysis skills to a new level.

Practice a New Design Approach
Design is typically thought of as a process of identifying our objects 
and putting them together. A better approach is available. This 
approach involves viewing things at a higher, more conceptual level 
without leading to paralysis by analysis. Once design patterns have 
been explained, you will have the knowledge needed to use this 
new approach.

Course Exercises
This course contains practical exercises that will help you apply 
what you have learned.

Analysis Exercise: Learn how to perform commonality variability 
analysis, which will help you focus on finding strong abstractions 
and decoupling user requirements.

Design Exercise: Apply the qualities, principles, practices, and 
patterns in this course through a hands-on design exercise. You 
will see how patterns are applied, how to achieve greater flexibility 
without over-design, how to know when youÕve gone far enough 
(and too far) in design, and how requirements changes can be 
accommodated with high-quality design.

$           Learn what design patterns are and which are most common and useful
$                   Discover how design patterns work in an agile environment
$                  Strengthen your design and programming abilities
$                  Examine the practice of commonality variability analysis
$                  Learn to accommodate change using good object-oriented design techniques

Design Patterns Explained
Principles, Practices, and Qualities of Good Design

Course Link:  www.sqetraining.com/dpe

http://www.sqetraining.com/dpe
http://www.SQETraining.com
http://www.sqe.com/go?AgLink15
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Learning
Options

$  Provide the context for developing software faster, with higher quality and lower cost 
$  Create a new paradigm of software development that integrates people and process
$ Enable participants to see the cost of poor quality in the software development cycle
$ Improve the awareness of the importance of fast-flexible flow
$ Underscore the importance of using process as a baseline for change

You Will Learn How To:
�U�ÊDevelop a value stream map for a software development 

organization.

�U�ÊReorganize the software development process around workcells 
and simplify project management. 

�U�ÊAssess the state of the basic disciplines, which determine your 
software development process capability.

�U�ÊOrganize a visual workplace so that everyone knows the most 
important thing to do next without being told.

�U�ÊDesign a decision-making process that simultaneously delivers 
high speed, high quality, and low cost.

�U�ÊIntegrate your QA team to improve the development process, not 
just attempt quality at the end.

�U�ÊGauge the capacity of your software development organization 
and limit work to match that capacity.

The software industry is looking for ways to create quality code in 
an effective, efficient manner that is rapid, repeatable, and reliable. 
Attempts such as CMMI and agile methods have found some 
success but also seem to have some inherent drawbacks. Lean 
Software Development is emerging as one method that is grounded 
in decades of work understanding how to make processes better. 
Lean thinking focuses on giving customers what they want, when 
and where they want it. It provides a way to maximize value while 
minimizing waste.

This course takes four prominent perspectives of Lean and 
integrates them, creating a consistent, comprehensive view of how 
Lean can be applied to software development. 

�U�ÊLean Manufacturing from Toyota (from Taiichi Ohno of Toyota)
�U�ÊLean Thinking (from Womack and JonesÕ work)
�U�ÊLean Software Development (from Mary and Tom Poppendieck)
�U�ÊLean Product Development System (from Toyota, as described by 

Michael Kennedy)

It also centers on how to create a fast, flexible flow of customer 
value-add. Principles of Lean that facilitate this are:

�U�ÊEliminate Waste
�U�ÊCreate Knowledge
�U�ÊRespect People 
�U�ÊBuild Quality In 
�U�ÊDefer Commitment
�U�ÊDeliver Fast
�U�ÊOptimize the Whole

Who Should Attend
Directors, managers, team leaders, architects, business analysts, 
product managers, project managers. Anyone with experience in any 
aspect of software development.

Delivering Value Quickly

Fast-Flexible Flow 
Value
Value stream
Flow
Pull
Perfection

The Current Value Stream Exercise

Principles of Lean Software 
Development 
Eliminate waste
Amplify learning
Delay commitment
Deliver fast
Build integrity in
Empower the team

See the Whole

The Lean-Agile Connection

Key Metrics

Products Vs. Projects

Future Value Stream Exercise

Impediments to Lean

Transitioning to Lean

Summary

2-Day 
Can also be Offered in a 1-Day Version  
for Management

Course Outline:

Lean Software Development

Course Link:  www.sqetraining.com/ld

http://www.sqetraining.com/ld
http://www.SQETraining.com
http://www.sqe.com/go?AgLink15
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Learning
Options

2-Day
Course Outline:

Implementing Story  
Acceptance Tests
Writing story (or acceptance) tests affords your team superior 
communication, in-depth understanding of the system and how it should 
be changed (the requirements), and an evolving suite of system tests 
definitions. Automating these tests in a way that is accessible to testers, 
developers, and customers alike will allow you to derive the most value 
from them. This course is about automating story tests using the Fit 
framework. 

Fit allows tests to be easily automated and at the same time does not 
limit the vocabulary available for the test writers. At the end of the course 
the participants will understand:

�U�Ê �/�…�i�Ê�ˆ�“�«�œ�À�Ì�>�˜�V�i�Ê�œ�v�Ê�>�Õ�Ì�œ�“�>�Ì�ˆ�˜�}�Ê�Ã�Ì�œ�À�Þ�Ê�Ì�i�Ã�Ì�Ã
�U�Ê �-�Ì�œ�À�Þ�Ê�Ì�i�Ã�Ì�Ê�`�À�ˆ�Û�i�˜�Ê�`�i�Û�i�•�œ�«�“�i�˜�Ì�Ê�­�-�/�����®
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê���ˆ�Ì�Ê�Ì�œ�Ê�ˆ�“�«�•�i�“�i�˜�Ì�Ê�-�/����
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê���ˆ�Ì�Ê�Ì�œ�Ê�>�Õ�Ì�œ�“�>�Ì�i�Ê�Ã�Ì�œ�À�Þ�Ê�Ì�i�Ã�Ì�Ã
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê���ˆ�Ì�Ê�>�Ã�Ê�ˆ�Ì�Ê�ˆ�Ã�Ê�`�ˆ�Ã�Ì�À�ˆ�L�Õ�Ì�i�`
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�i�Ý�Ì�i�˜�`�Ê���ˆ�Ì�Ê�Ì�œ�Ê�`�œ�Ê�i�Ý�>�V�Ì�•�Þ�Ê�Ü�…�>�Ì�Ê�Ì�…�i�Þ�Ê�˜�i�i�`
�U�Ê �/�i�Ã�Ì�Ê�ˆ�˜�Ì�i�À�v�>�V�i�Ã�Ê�>�˜��̀Ê�…�œ�Ü�Ê�Ì�œ�Ê�À�i�Õ�Ã�i�Ê�Ã�Ì�œ�À�Þ�Ê�Ì�i�Ã�Ì�Ã

Defining story tests up front will have an immediate impact on: 

�U�Ê �/�…�i�Ê�µ�Õ�>�•�ˆ�Ì�Þ�Ê�œ�v�Ê�Ì�…�i�Ê�Ã�œ�v�Ì�Ü�>�À�i�Ê�L�i�ˆ�˜�}�Ê�Ü�À�ˆ�Ì�Ì�i�˜
�U�Ê �/�…�i�Ê�i�v�v�ˆ�V�>�V�Þ�Ê�œ�v�Ê�Ì�…�i�Ê�`�i�Û�i�•�œ�«�“�i�˜�Ì�Ê�«�À�œ�V�i�Ã�Ã
�U�Ê �/�…�i�Ê�Ã�>�Ì�ˆ�Ã�v�>�V�Ì�ˆ�œ�˜�Ê�œ�v�Ê�Ì�…�i�Ê�V�Õ�Ã�Ì�œ�“�i�À�Ã�Ê�>�˜��̀Ê�Ì�…�i�Ê�`�i�Û�i�•�œ�«�i�À�Ã

This is achieved by increasing the bandwidth and immediacy of 
communication within the team as well as promoting a rigorous process of 
requirementsÕ analysis. The advantages achieved by story test writing can 
be further amplified by automating them. This will allow the team to: 

�U�Ê�Ê���i�Ì�Ê�>�Ê�V�Õ�À�À�i�˜�Ì�]�Ê�ˆ�“�“�i�`�ˆ�>�Ì�i�Ê�ˆ�˜�`�ˆ�V�>�Ì�ˆ�œ�˜�Ê�>�Ã�Ê�Ì�œ�Ê�Ì�…�i�Ê�…�i�>�•�Ì�…�Ê�œ�v�Ê�Ì�…�i�Ê�Ã�Þ�Ã�Ì�i�“�p
preventing regression

�U�Ê ���i�Ì�Ê�>�Ê�V�•�i�>�À�Ê�ˆ�˜�`�ˆ�V�>�Ì�ˆ�œ�˜�Ê�œ�v�Ê�Ì�…�i�Ê�V�œ�“�«�•�i�Ì�ˆ�œ�˜�Ê�œ�v�Ê�Ì�…�i�Ê�Ì�>�Ã�Ž�Ê�>�Ì�Ê�…�>�˜�`
�U�Ê�Ê�"�v�v�•�œ�>�`�Ê�Ì�…�i�Ê�Ì�i�`�ˆ�œ�Õ�Ã�]�Ê�À�i�«�i�Ì�ˆ�Ì�ˆ�Û�i�Ê�v�Õ�˜�V�Ì�ˆ�œ�˜�>�•�Ê�Ì�i�Ã�Ì�Ã�Ê�v�À�œ�“�Ê�Ì�…�i�Ê�Ì�i�Ã�Ì�ˆ�˜�}�Ê�Ì�i�>�“�]�Ê

freeing them to devise and execute better system tests

This could be achieved by any automation framework, but there are other 
requirements that must be fulfilled:

�U�Ê�Ê�/�…�i�Ê�•�>�˜�}�Õ�>�}�i�Ê�Õ�Ã�i�`�Ê�Ì�œ�Ê�Ü�À�ˆ�Ì�i�Ê�Ì�…�i�Ê�Ì�i�Ã�Ì�Ã�Ê�Ã�…�œ�Õ�•�`�Ê�L�i�Ê�`�œ�“�>�ˆ�˜�‡�Ã�«�i�V�ˆ�v�ˆ�V�Ê�>�˜��̀Ê
understood by all.

�U�Ê �
�Û�i�À�Þ�œ�˜�i�Ê�Ã�…�œ�Õ�•�`�Ê�L�i�Ê�>�L�•�i�Ê�Ì�œ�Ê�Ü�À�ˆ�Ì�i�Ê�Ì�…�i�Ã�i�Ê�Ì�i�Ã�Ì�Ã�°
�U�Ê �/�…�i�Ê�Ì�i�Ã�Ì�Ã�Ê�“�Õ�Ã�Ì�Ê�L�i�Ê�i�Ý�i�V�Õ�Ì�>�L�•�i�Ê�L�Þ�Ê�>�•�•�°

Such a system is Fit. In this course we will cover Fit in detail and provide 
everything that is needed to effectively use Fit to implement story testing.

Simple Language
The language used to specify the tests should be as close to the language 
used by the customers as possible. We dub such a language Domain 
Specific. If we use the customerÕs language, the customer is able to 
understand the test and sign off on it. This means that complex script 
languages are not appropriate.

This also means that the framework used should allow the users to 
express their needs in the way thatÕs most expressive for them. The 
testing framework should not dictate the vocabulary for the test writers but 
rather the other way around. It is the job of the technical team members to 
make that happen and interpret the wording of the tests correctly. 

Easy to Write and Execute
You should not be required to invest in large and complex systems in 
order to implement story tests. The tools used to author the tests should 
be simple and readily availableÑlike a regular word processor. Likewise, 
anyone should be able to execute the tests to get an accurate picture 
of the state of the project. This includes the developers that can see 
firsthand on their own machine whether the system is working as expected 
or not by running and debugging the acceptance tests locally.

Simple Project Management
It is a given in STDD that the developers are provided with the test before 
they commence writing code and that the test is approved and agreed 
upon by all. This means that once the test passes the teamÕs task is 
complete. This simplifies project management considerably because 
you now have an unequivocal measure of successÑthe passing of the 
test. Since the tests run on the developersÕ machines, it is not possible 
anymore to check in incomplete or buggy codeÑthe tests will not allow it.

Different QA
Automating the functional story tests frees the testers to concentrate on 
new and innovative ways of performing system tests. This ensures a much 
more robust testing process that focuses on finding new defects rather 
than verifying that the old ones do not come back.

Who Should Attend
This course is for developers and technical testersÑanyone who is 
involved in the implementation of story tests. The team may work in one of 
C++, C# or Java; the course can be tailored to other languages. Attendees 
should have knowledge of the IDE and basic unit testing. 

Story Testing Overview

Fit Overview

Integrating Fit with Your Development 
Environment

Understanding Vanilla Fit Capabilities

Mocking and Fit

Understanding How Fit Works 
Internally

Extending Fit Capabilities to 
Implement Specific Domain Specific 
Languages (DSL)

Fixture Reuse by Different Product 
Teams

Changing the Development Process to 
Accommodate Story Testing 
The build
Source control
Testing

Dealing with Legacy Code
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Story Overview

How Story Unfolding Fits Into an Agile 
Process

What is Needed From the Team to Get 
It to Work

Criteria for Evaluating Stories

Requirement Analysis

The Different Type of Stories

The Purpose of Examples

The Difference Between Stories and 
Tests

Story Unfolding Dimensions 
Scenario
Detail
Perspective
Architecture

What to Do If the Requirements 
Change

Dealing with Data Elements

Deriving Acceptance Criteria from 
Stories

Stories and Test Driven Development

2-Day
Course Outline:

$  Take requirements and turn them into small stories
$ Learn how to use these stories to drive development and testing
$ Understand the importance and characteristics of efficient team communication
$ Learn how to break down stories 
$  Discover how to evolve stories as new requirements come in
$ Relate stories to test driven development and testing

The major problem with requirements is misunderstanding. The people who 
define, implement, and test the product all have a different understanding 
of what needs to be done. This misunderstanding begets waste, slipped 
schedules, and mistrust within the organization. Moreover, big requirement 
stories are often decomposed into technical tasks that are not focused on 
the customerÕs needs, leading to implementations that are unnecessarily 
complex to build and maintain.

This course teaches the skills needed to transform uncertain requirements 
into small, clear, and succinct stories that are focused on user needs. 
It also teaches how to create acceptance tests that verify their correct 
implementations. Applying these skills will streamline the communication 
within the organization, hence decreasing rework, raising customer 
satisfaction, and promoting trust within the organization. Learn how 
to transform requirements in a collaborative, efficient manner that 
minimizes the waste associated with software development. The process 
encompasses requirements, specifications, implementation, and testing. 

Communication is an essential skill for everyone involved in software 
development. Increasing communication skills in the team will have an 
immediate positive effect on the: 

�U�Ê �+�Õ�>�•�ˆ�Ì�Þ�Ê�œ�v�Ê�Ì�…�i�Ê�Ã�œ�v�Ì�Ü�>�À�i�Ê�L�i�ˆ�˜�}�Ê�Ü�À�ˆ�Ì�Ì�i�˜
�U�Ê �
�v�v�ˆ�V�>�V�Þ�Ê�œ�v�Ê�Ì�…�i�Ê�`�i�Û�i�•�œ�«�“�i�˜�Ì�Ê�«�À�œ�V�i�Ã�Ã
�U�Ê �-�>�Ì�ˆ�Ã�v�>�V�Ì�ˆ�œ�˜�Ê�œ�v�Ê�Ì�…�i�Ê�V�Õ�Ã�Ì�œ�“�i�À�Ã�Ê�>�˜��̀Ê�Ì�…�i�Ê�`�i�Û�i�•�œ�«�i�À�Ã

In addition, iterative development processes rely on stories to define 
the work that needs to be done in the iteration. These stories are told 
from the perspective of the customer and allow the team to focus on 
the customerÕs needs as it implements the system. When these stories 
become too large it becomes much harder to:

�U�Ê �
�Ã�Ì�ˆ�“�>�Ì�i�Ê�>�V�V�Õ�À�>�Ì�i�•�Þ
�U�Ê �/�À�>�V�Ž�Ê�Ì�…�i�Ê�«�À�œ�}�À�i�Ã�Ã�Ê�œ�v�Ê�Ì�…�i�Ê�ˆ�Ì�i�À�>�Ì�ˆ�œ�˜�Ê�>�V�V�Õ�À�>�Ì�i�•�Þ
�U�Ê�Ê���i�i�«�Ê�Ì�…�i�Ê�Ì�i�>�“�Ê�v�œ�V�Õ�Ã�i�`�Ê�œ�˜�Ê�Ì�…�i�Ê�V�Õ�Ã�Ì�œ�“�i�À�Ê�˜�i�i�`�Ã�Ê�À�>�Ì�…�i�À�Ê�Ì�…�>�˜�Ê

infrastructure required to implement the big story

The processes of unfolding requirements into stories is a process of 
discovery that allows those that engage in it to: 

�U�Ê �1�˜�`�i�À�Ã�Ì�>�˜�`�Ê�Ì�…�i�Ê�Ì�À�Õ�i�Ê�˜�>�Ì�Õ�À�i�Ê�œ�v�Ê�Ì�…�i�Ê�À�i�µ�Õ�ˆ�À�i�“�i�˜�Ì
�U�Ê �,�i�>�•�ˆ�Ã�Ì�ˆ�V�>�•�•�Þ�Ê�i�Ã�Ì�ˆ�“�>�Ì�i�Ê�Ì�…�i�Ê�i�v�v�œ�À�Ì�Ê�˜�i�i�`�i�`�Ê�Ì�œ�Ê�v�Õ�•�v�ˆ�•�•�Ê�ˆ�Ì
�U�Ê�Ê���}�À�i�i�Ê�œ�˜�Ê�Ì�…�i�Ê�>�V�V�i�«�Ì�>�˜�V�i�Ê�V�À�ˆ�Ì�i�À�ˆ�>�Ê�Ì�…�>�Ì�Ê�Ü�ˆ�•�•�Ê�`�i�Ì�i�À�“�ˆ�˜�i�Ê�Ì�…�>�Ì�Ê�Ì�…�i�Ê�i�v�v�œ�À�Ì�Ê�Ü�>�Ã�Ê

well spent

A Realistic Estimate of the Effort
The lack of real understanding of the requirements means that scenarios 
and technical considerations are overlooked. This results in bad estimates 
and an adverse impact on planning and organizational stress. To be 
able to estimate accurately requires that all the information that is 
needed to make this estimate be made available. In the past, that led to 
excruciatingly long analysis and design periods. This course shows you  
how to analyze requirements correctly and just-in-time, enabling accurate 
and quick estimates.

Agreed Upon Acceptance Criteria
There are three classic roles in development: 
�U�Ê �
�Õ�Ã�Ì�œ�“�i�À�p�«�À�œ�Û�ˆ�`�i�Ã�Ê�Ì�…�i�Ê�À�i�µ�Õ�ˆ�À�i�“�i�˜�Ì�Ã�Ê�>�˜��̀Ê�`�œ�“�>�ˆ�˜�Ê�Ž�˜�œ�Ü�•�i�`�}�i
�U�Ê ���i�Û�i�•�œ�«�i�À�p�v�Õ�•�v�ˆ�•�•�Ã�Ê�Ì�…�i�Ê�À�i�µ�Õ�ˆ�À�i�“�i�˜�Ì�Ã�Ê�Õ�Ã�ˆ�˜�}�Ê�Ì�…�i�ˆ�À�Ê�Ì�i�V�…�˜�ˆ�V�>�•�Ê�Ž�˜�œ�Ü�•�i�`�}�i
�U�Ê�Ê�/�i�Ã�Ì�i�À�p�Û�i�À�ˆ�v�ˆ�i�Ã�Ê�Ì�…�>�Ì�Ê�Ì�…�i�Ê�Ã�Þ�Ã�Ì�i�“�Ê�ˆ�˜�`�i�i��̀Ê�`�œ�i�Ã�Ê�Ü�…�>�Ì�Ê�Ì�…�i�Ê�V�Õ�Ã�Ì�œ�“�i�À�Ê�Ü�>�˜�Ì�Ã�Ê

it to do

What if the developer and the tester have a different understanding of 
what needs to be done? This will result in the system being rejected by 
the testers after it has been built which, in turn, results in rework on the 
developerÕs end, the testerÕs end, or both. The problem is that usually the 
acceptance criteria for the work done by the developer is not defined in 
advance but concurrently or after the work is done. This course will show 
you how to evolve the acceptance criteria as part of the story definition so 
that the chances of rework are minimized.

Agile Story Writing and 
Acceptance Tests
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The Roots of OOÑHow It Relates 
to Best Practices from Non-OO 
Languages 
Top-down programming
ÒBlack boxÓ decomposition to subroutines
Avoiding globals

OO Mechanisms 
Encapsulation, instantiation, inheritance, 

polymorphism, etc.
Static vs. non-static behavior
Interfaces

The Qualities of Good OO Code 
Coupling, cohesion, redundancy, testability, etc.

The Practices That Help Produce 
These Qualities 
Coding by intention, encapsulation of type, 

compositional design, etc.

A Stronger Paradigm for OO  
Focusing On 
Commonalties and abstractions
Coding techniques that promote encapsulation and 

maintainability

Coding Exercises for Hands-On 
Experience in Class

Refactoring Skills

The Role of Testing in Development

Design Patterns Introduction and 
Application

Agile Development Basics

This three-day course covers fundamental Object-Oriented (OO) 
Programming strategies and explains what makes them so powerful. 
After completely establishing the strengths and usefulness of the 
strategies, the course then focuses on how to apply the strategies 
to new designs and how to recognize opportunities to use them 
in your analysis of existing code. It also teaches participants the 
correct way to do object-orientation. The course also explores the 
basic code qualities of cohesion, coupling, redundancy, testability, 
readability, encapsulation and dispersion. While not a course on 
patterns, object-orientation is taught in a way consistent with how 
design patterns suggest identifying and defining objects. After the 
course, participants will: 

�U�Ê�Ê���˜�œ�Ü�Ê�…�œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê�ˆ�˜�…�i�À�ˆ�Ì�>�˜�V�i�Ê�ˆ��̃Ê�>��̃Ê�i�v�v�i�V�Ì�ˆ�Û�i�Ê�Ü�>�Þ�p�ˆ�˜�Ê�«�>�À�Ì�ˆ�V�Õ�•�>�À�]�Ê�ˆ��̃Ê
how they are espoused in design patterns

�U�Ê ���>�Û�i�Ê�ˆ�“�«�À�œ�Û�i�`�Ê�Ì�…�i�ˆ�À�Ê�œ�L�•�i�V�Ì�‡�œ�À�ˆ�i�˜�Ì�i�`�Ê�>�˜�>�•�Þ�Ã�ˆ�Ã�Ê�Ã�Ž�ˆ�•�•�Ã
�U�Ê�Ê���i�>�À�˜�Ê�…�œ�Ü�Ê�Ì�œ�Ê�ˆ�`�i�˜�Ì�ˆ�v�Þ�Ê�V�•�>�Ã�Ã�i�Ã�Ê�ˆ��̃Ê�Ì�…�i�ˆ�À�Ê�«�À�œ�L�•�i�“�Ê�`�œ�“�>�ˆ�˜�Ê�Ü�ˆ�Ì�…�Ê�>�Ê

technique much better than finding nouns and verbs
�U�Ê ���i�>�À�˜�Ê�…�œ�Ü�Ê�Ì�œ�Ê�À�i�>�`�Ê�L�>�Ã�ˆ�V�Ê�1���� �Ê�`�ˆ�>�}�À�>�“�Ã
�U�Ê�Ê�1�˜�`�i�À�Ã�Ì�>�˜�`�Ê�Ü�…�ˆ�V�…�Ê�V�œ�`�i�Ê�µ�Õ�>�•�ˆ�Ì�ˆ�i�Ã�Ê�>�À�i�Ê�i�Ã�Ã�i�˜�Ì�ˆ�>�•�Ê�v�œ�À�Ê�Ü�À�ˆ�Ì�ˆ�˜�}�Ê

maintainable code

Object Orientation was and is primarily about the needs of the 
developer. It came from the best practices of traditional, procedural 
code, and from all the clever things programmers tried to do in 
FORTRAN, C, RPG, etc. But where those older languages sometimes 
hindered object orientation, new OO languages promote and enable 
OO design, if used properly. However, learning the syntax and 
supporting library APIs for an OO language like C++, Java, C#, or 
VB.NET is really just the first step toward making effective use of 
Object Orientation. Without a true understanding of the principles 
that comprise good OO design and the real benefits they provide, 
the software produced with an OO language can be just as brittle, 
inflexible, and hard-to-maintain as ever.

The purpose of this course is to teach developers and development 
teams how they can get the maximum benefit from working in an 
OO language and platform. Using this knowledge, they will produce 
code more efficiently, with fewer defects, in a more predictable 
period of time, and that is far easier to maintain.

Who Should Attend
Developers who are already familiar with an OO language, such 
as C++, Java, C#, or VB.NET. The course does not cover syntax 
issues but can include basic mechanisms such as encapsulation, 
reference vs. value objects, polymorphism, inheritance, and 
interface implementation (if needed). Intended for non-senior 
programmers with no object-oriented experience or for experienced 
programmers who want to go fairly far down the road of object-
oriented design and design patterns.

Prerequisites
Familiarity with the syntax and basic library APIs of an OO language 
such as C++, Java, C#, or VB.NET. 
Read both:
�U�Ê�Ê�*�>�À�Ì�Ê���½�Ã�Ê�º��� �̃Ê���˜�Ì�À�œ�`�Õ�V�Ì�ˆ�œ�˜�Ê�Ì�œ�Ê�"�L�•�i�V�Ì�‡�"�À�ˆ�i�˜�Ì�i�`�Ê�-�œ�v�Ì�Ü�>�À�i�Ê

DevelopmentÓ Chapter 1 ÒThe Object-Oriented ParadigmÓ from 
Design Patterns Explained: A New Perspective on Object-Oriented 
Design (Second Edition) 

�U�Ê�Ê�
�…�>�«�Ì�i�À�Ê�Ó�Ê�º�/�…�i�Ê�1�����p�/�…�i�Ê�1�˜�ˆ�v�ˆ�i�`�Ê���œ�`�i�•�ˆ�˜�}�Ê���>�˜�}�Õ�>�}�i�»�Ê�v�À�œ�“�Ê
Design Patterns Explained: A New Perspective on Object-Oriented 
Design (Second Edition) 

Effective Agile Object- Oriented 
Analysis and Design 3-Day

Course Outline:
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Lessons from Lean Software 
Development 
The scientific method 
Respect people 
Respect knowledge 
Improving process 
Wastes in software development 

Building What You DonÕt Need 
Complexity
Non-Maintainability 
Market risk vs. technical risk 

Overview of Agile Methods 
The Business Case for Agility 
Add business value quickly 
Get clarity on customer needs 
Project management 
Help the team 
Technical perspective 

The Risks of Software Development 
Product Portfolio Management 
Minimum Marketable Features 
Driving ROI from business capability 
Focus on greatest return through incremental delivery 

Mapping Business Capabilities into 
Features 
The Need for Release Planning 
How to Do Release Planning 
Release planning constrained by a target date 
Release planning constrained by required 

functionality 
What to do when you donÕt have the time or 

resources required 

How to Manage Interim Releases
for major integrations
to get feedback from customers
for specific platforms

How to Create and Manage a Product 
Backlog
Agile project estimation 
Agile story estimation 
Kano analysis 

The Changing Role of the Analyst 
Wastes in analysis and how to avoid them 
Products vs. projects

$   Present the thought process and mechanisms for product portfolio management that allow the organization to 
always be building on those business capabilities that will produce the greatest value 

$   Give product champions an understanding of how to maximize the return on investment for their software projects 
$   Give managers of agile projects an understanding of the agile process 
$   Prepare analysts, leads, developers, and testers for doing agile projects 
$   Emphasize the need for driving agile projects from business needs 
$   Create a focus in the development team towards delivering high value, high quality software in a  

sustainable manner

This course answers the question, ÒHow do we do high-level release 
planning on Agile projects across an Enterprise?Ó It illustrates release 
planning at both the project level as well as how to coordinate releases 
of related products. While Agile has demonstrated an ability to bring 
high quality software products to market faster than legacy methods, 
many organizations have had difficulty with AgileÕs bottom-up approach. 
By incorporating the Lean principle of Òoptimize the wholeÓ with Òdeliver 
fastÓ, participants learn how to implement business driven software 
development, a top-down planning approach that enables Agile teams 
to deliver higher quality product fast and with lower cost. 

The course is designed within the context of Lean Software 
Development. This enables Agile planning to scale to the Enterprise 
because it enables Agile practitioners to keep the big picture in mind 
while working on the small pieces. It deals with the following important 
questions: 

�U�Ê�Ê���œ�Ü�Ê�`�œ�Ê���Ê�ˆ�`�i�˜�Ì�ˆ�v�Þ�Ê�Ì�…�œ�Ã�i�Ê�L�Õ�Ã�ˆ�˜�i�Ã�Ã�Ê�V�>�«�>�L�ˆ�•�ˆ�Ì�ˆ�i�Ã�Ê�Ì�…�>�Ì�Ê�Ü�ˆ�•�•�Ê�}�i�˜�i�À�>�Ì�i�Ê�Ì�…�i�Ê
greatest return for my company? 

�U�Ê ���œ�Ü�Ê�`�œ�Ê���Ê�i�Ã�Ì�ˆ�“�>�Ì�i�Ê�Ì�…�i�Ê�Û�>�•�Õ�i�Ê�>�˜��̀Ê�V�œ�Ã�Ì�Ê�œ�v�Ê�Ì�…�i�Ã�i�Ê�V�>�«�>�L�ˆ�•�ˆ�Ì�ˆ�i�Ã�¶�Ê
�U�Ê ���œ�Ü�Ê�V�>�˜�Ê���Ê�V�À�i�>�Ì�i�Ê�>�Ê�À�i�•�i�>�Ã�i�Ê�«�•�>�˜�Ê�v�œ�À�Ê�L�Õ�ˆ�•�`�ˆ�˜�}�Ê�Ì�…�i�Ã�i�¶�Ê
�U�Ê�Ê���œ�Ü�Ê�V�>�˜�Ê���Ê�V�œ�œ�À�`�ˆ�˜�>�Ì�i�Ê�“�Õ�•�Ì�ˆ�«�•�i�Ê�À�i�•�i�>�Ã�i�Ê�«�•�>�˜�Ã�Ê�>�V�À�œ�Ã�Ã�Ê�À�i�•�>�Ì�i�`�Ê

projects? 
�U�Ê�Ê���œ�Ü�Ê�`�œ�Ê���Ê�`�i�v�ˆ�˜�i�Ê�>�˜��̀Ê�“�>�˜�>�}�i�Ê�ˆ�˜�Ì�i�À�ˆ�“�Ê�À�i�•�i�>�Ã�i�Ã�Ê�v�œ�À�Ê�ˆ�˜�Ì�i�}�À�>�Ì�ˆ�œ�˜�Ê�>�˜��̀Ê

alpha testing? 
�U�Ê�Ê���œ�Ü�Ê�`�œ�Ê���Ê�L�À�i�>�Ž�Ê�`�œ�Ü�˜�Ê�Ì�…�i�Ã�i�Ê�V�>�«�>�L�ˆ�•�ˆ�Ì�ˆ�i�Ã�Ê�ˆ�˜�Ì�œ�Ê�Ã�“�>�•�•�i�À�]�Ê�“�œ�À�i�Ê

manageable pieces? 
�U�Ê ���œ�Ü�Ê�`�œ�Ê���Ê�“�>�˜�>�}�i�Ê�“�Þ�Ê�>�˜�>�•�Þ�Ã�ˆ�Ã�Ê�œ�Û�i�À�Ê�Ì�…�i�Ê�•�ˆ�v�i�Ê�œ�v�Ê�Ì�…�i�Ê�«�À�œ�•�i�V�Ì�¶�Ê
�U�Ê ���œ�Ü�Ê�`�œ�i�Ã�Ê�>�}�ˆ�•�i�Ê�>�˜�>�•�Þ�Ã�ˆ�Ã�Ê�>�v�v�i�V�Ì�Ê�>�À�V�…�ˆ�Ì�i�V�Ì�Õ�À�i�¶

Agile analysis has brought about new challenges and new 
opportunities. Agile has proven to be an improvement at the project 
level over old-school techniques of heavy use-cases or significant 
up-front analysis. But expanding agile to the enterprise has been 
somewhat problematic because of agileÕs historical bottom-up 
approach of creating release plans from stories or epics. 

Lean-Agile Enterprise Release Planning focuses on uncovering and 
managing the customersÕ needs of the products being built by the 
enterprise. It teaches how to discover these business capabilities in 
an Agile manner. It goes beyond the process of pulling out stories as 
they are encountered, and it ties them together into releases. It drives 
from the business need, and by doing so it creates a big picture view 
that is missing from most Agile endeavors.

This course blends concepts of Lean Software Development and Agile 
Analysis while incorporating proven methods to plan according to the 
business needs. When done as an on-site course, participants work 
on their own products. If the course is taken towards the beginning of 
an actual project, participants will actually develop real release plans 
during the course. 

Who Should Attend
Product managers, product owners, directors, managers, team 
leaders, architects, business analysts, project managers. Also useful 
for C-level executives and analysts. 

Course Link:  www.sqetraining.com/lrp

2-Day
Course Outline:

Lean- Agile Enterprise Release 
Planning

http://www.sqetraining.com/lrp
http://www.SQETraining.com
http://www.sqe.com/go?AgLink15


Phone:
888.268.8770 
904.278.0524

Easy to
Register
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Learning
Options

Section 1: Introduction
Part of going Agile is understanding the business 
needs of Agile. We start out integrating business 
needs with agile process. 

� Ê � U�Ê���ˆ�Û�i�Ê�,�i�>�Ã�œ�˜�Ã�Ê�Ì�œ�Ê���œ�Ê���}�ˆ�•�i
� Ê � U�Ê���}�ˆ�•�i�Ê�-�œ�v�Ì�Ü�>�À�i�Ê�"�Û�i�À�Û�ˆ�i�Ü
� Ê � U�Ê�/�i�>�“�Ê�6�>�•�Õ�i�Ã
� Ê � U�Ê�-�Õ�«�«�œ�À�Ì�ˆ�˜�}�Ê�
�˜�Û�ˆ�À�œ�˜�“�i�˜�Ì
� Ê � U�Ê���i�Ã�Ã�œ�˜�Ã�Ê�v�À�œ�“�Ê���i�>��̃Ê�-�œ�v�Ì�Ü�>�À�i�Ê���i�Û�i�•�œ�«�“�i�˜�Ì

Section 2: Agile Management
The properties of Agile Management processes 
are discussed, and a number of agile practices are 
explored. The practices discussed show how an agile 
development can be managed while simultaneously 
providing the visibility necessary for management 
and the maneuverability that developers need. This 
is the heart of the course and has an embedded 
role-playing exercise. 

� Ê � U�Ê�/�…�i�Ê�,�ˆ�Ã�Ž�Ã�Ê�œ�v�Ê�-�œ�v�Ì�Ü�>�À�i�Ê���i�Û�i�•�œ�«�“�i�˜�Ì
� Ê � U�Ê���>�˜�>�}�ˆ�˜�}�Ê���}�ˆ�•�i�Ê�*�À�œ�•�i�V�Ì�Ã
� Ê � U�Ê���>�˜�>�}�ˆ�˜�}�Ê�Ì�…�i�Ê�*�À�œ�`�Õ�V�Ì�Ê�	�>�V�Ž�•�œ�}
� Ê � U�Ê�,�i�•�i�>�Ã�i�Ê�*�•�>�˜�˜�ˆ�˜�}
� Ê � U�Ê���Ì�i�À�>�Ì�ˆ�œ�˜�Ê�*�•�>�˜�˜�ˆ�˜�}
� Ê � U�Ê���>�ˆ�•�Þ�Ê�-�Ì�>�˜�`�‡�Õ�«�Ã

Who Should Attend 
Software developers, testers, QA, analysts, 
product managers, program managers, and project 
managers who are members of teams transitioning 
to Scrum. It is advantageous for all those on the 
development team and related to the development 
team to be there. It can also be ideal for higher level 
management as their presence will contribute both 
to the course and the transition.

After taking this course, participants will understand: 

�U�Ê �/�…�i�Ê�v�Õ�˜�`�>�“�i�˜�Ì�>�•�Ã�Ê�œ�v�Ê�-�V�À�Õ�“
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�“�>�˜�>�}�i�Ê�-�V�À�Õ�“�Ê�«�À�œ�•�i�V�Ì�Ã
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�“�>�˜�>�}�i�Ê�À�i�µ�Õ�ˆ�À�i�“�i�˜�Ì�Ã�Ê�ˆ��̃Ê�-�V�À�Õ�“�Ê�«�À�œ�•�i�V�Ì�Ã
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê�*�•�>�˜�˜�ˆ�˜�}�Ê�*�œ�Ž�i�À�Ê�Ì�œ�Ê�`�œ�Ê�Ã�Ì�œ�À�Þ�Ê�i�Ã�Ì�ˆ�“�>�Ì�ˆ�œ�˜
�U�Ê �/�…�i�Ê�À�œ�•�i�Ã�Ê�œ�v�Ê�>�Ê�-�V�À�Õ�“�Ê�Ì�i�>�“
�U�Ê �/�…�i�Ê�À�œ�•�i�Ê�œ�v�Ê�Ì�…�i�Ê�-�V�À�Õ�“�Ê���>�Ã�Ì�i�À
�U�Ê �/�…�i�Ê�À�œ�•�i�Ê�œ�v�Ê�Ì�…�i�Ê�*�À�œ�`�Õ�V�Ì�Ê�"�Ü�˜�i�À
�U�Ê �/�…�i�Ê�•�ˆ�“�ˆ�Ì�>�Ì�ˆ�œ�˜�Ã�Ê�œ�v�Ê�-�V�À�Õ�“
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�Ã�V�>�•�i�Ê�-�V�À�Õ�“

Many organizations are moving to agile methodsÑScrum in 
particularÑfor several reasons. These include the reality of 
changing customer requirements, increased competitive pressure, 
and the need to both deliver value quickly to customers and 
respond to competitive pressures. Scrum has a solid track record 
and for many has become the premiere agile method. Scrum 
involves: 

�U�Ê ���i�Û�i�•�œ�«�ˆ�˜�}�Ê�­�>�˜�`�Ê�«�œ�Ì�i�˜�Ì�ˆ�>�•�•�Þ�Ê�`�i�•�ˆ�Û�i�À�ˆ�˜�}�®�Ê�Ã�œ�v�Ì�Ü�>�À�i�Ê�ˆ��̃Ê�Ã�Ì�>�}�i�Ã
�U�Ê�Ê���>�Û�ˆ�˜�}�Ê�>�Ê�-�V�À�Õ�“�Ê���>�Ã�Ì�i�À�Ê�“�>�˜�>�}�i�Ê�Ì�…�i�Ê�«�À�œ�`�Õ�V�Ì�Ê�L�>�V�Ž�•�œ�}�Ê�­�ˆ�Ì�i�“�Ã�Ê�Ì�œ�Ê�L�i�Ê

developed)
�U�Ê�Ê���>�Û�ˆ�˜�}�Ê�>�Ê�*�À�œ�`�Õ�V�Ì�Ê�"�Ü�˜�i�À�Ê�­�À�i�«�À�i�Ã�i�˜�Ì�ˆ�˜�}�Ê�Ì�…�i�Ê�V�Õ�Ã�Ì�œ�“�i�À�®�Ê�«�À�ˆ�œ�À�ˆ�Ì�ˆ�â�i�Ê

these items
�U�Ê�Ê�
�“�«�œ�Ü�i�À�ˆ�˜�}�Ê�Ì�i�>�“�Ã�Ê�Ì�œ�Ê�`�i�Û�i�•�œ�«�Ê�…�ˆ�}�…�Ê�µ�Õ�>�•�ˆ�Ì�Þ�]�Ê�Û�>�•�Õ�>�L�•�i�Ê�Ã�œ�v�Ì�Ü�>�À�i�Ê

quickly

This course prepares teams to begin undertaking Scrum. It covers 
all aspects of Scrum needed by team members to perform it. Scrum 
Master training focuses on only the Scrum Master role. This course 
focuses on how your entire development team can adopt Scrum. All 
of the roles of Scrum are covered, and after this training, your team 
should be able to start using Scrum. The course is a combination of 
interactive lecture with a significant amount of time spent on hands-
on exercises.

Training Options:
Two-Day Core Course for a TeamÑWith Follow-Up Coaching
This highly effective program combines training and targeted 
coaching. In this format, the two-day course is followed by four days 
of coaching delivered over the next few weeks. The coaching is 
delivered as follows: 
�U�Ê�Ê���Õ�•�•�Ê�`�>�Þ�]�Ê�œ�˜�‡�Ã�ˆ�Ì�i�]�Ê�ˆ�“�“�i�`�ˆ�>�Ì�i�•�Þ�Ê�>�v�Ì�i�À�Ê�Ì�…�i�Ê�Ì�À�>�ˆ�˜�ˆ�˜�}�\�Ê�
�œ�>�V�…�ˆ�˜�}�Ê�ˆ�Ã�Ê

provided to assist the team in preparing for their first sprint.
�U�Ê�Ê���>�•�v�Ê�`�>�Þ�]�Ê�Û�ˆ�À�Ì�Õ�>�•�\�Ê���i�•�ˆ�Û�i�À�i�`�Ê�…�>�•�v�Ü�>�Þ�Ê�Ì�…�À�œ�Õ�}�…�Ê�Ì�…�i�Ê�v�ˆ�À�Ã�Ì�Ê�Ã�«�À�ˆ�˜�Ì�Ê�Ì�œ�Ê

improve the teamÕs process.
�U�Ê�Ê�/�Ü�œ�Ê�v�Õ�•�•�Ê�`�>�Þ�Ã�]�Ê�œ�˜�‡�Ã�ˆ�Ì�i�\�Ê���i�•�ˆ�Û�i�À�i�`�Ê�Ì�…�i�Ê�•�>�Ã�Ì�Ê�`�>�Þ�Ê�œ�v�Ê�Ì�…�i�Ê�v�ˆ�À�Ã�Ì�Ê�Ã�«�À�ˆ�˜�Ì�Ê

and the first day of the second sprint to accelerate the teamÕs 
journey to agile.

�U�Ê�Ê���>�•�v�Ê�`�>�Þ�]�Ê�Û�ˆ�À�Ì�Õ�>�•�\�Ê�"�˜�i �Ê�Ü�i�i�Ž�Ê�ˆ�˜�Ì�œ�Ê�Ì�…�i�Ê�Ã�i�V�œ�˜�`�Ê�Ã�«�À�ˆ�˜�Ì�Ê�Ì�œ�Ê�i�˜�Ã�Õ�À�i�Ê�Ì�…�i�Ê
team is on the right track.

Three-Day Extended Course for a Team
If follow up coaching is not selected, an additional day of exercises 
are included on the third day to ground the team in iteration 
planning, story breakdown, and story estimation.

Three-Day Extended Course for Multiple Team Environments
This course is for multiple team environments. It prepares your 
teams to implement Scrum and work with, and across, multiple 
teams. In addition to learning everything in the core course, 
participants will learn: 

�U�Ê�Ê���œ�Ü�Ê�Ì�œ�Ê�Õ�Ã�i�Ê�>��̃Ê�>�`�Û�>�˜�V�i�`�Ê�Û�ˆ�Ã�Õ�>�•�Ê�V�œ�˜�Ì�À�œ�•�Ê�v�œ�À�Ê�“�>�˜�>�}�ˆ�˜�}�Ê�Ì�…�i�Ê�Ü�œ�À�Ž�Ê
across teams

�U�Ê ���œ�Ü�Ê�Ì�i�>�“�Ã�Ê�˜�i�i�`�Ê�Ì�œ�Ê�ˆ�˜�Ì�i�}�À�>�Ì�i�Ê�>�˜��̀Ê�Ü�œ�À�Ž�Ê�Ì�œ�}�i�Ì�…�i�À�Ê�Ì�œ�Ê�L�i�Ê�i�v�v�i�V�Ì�ˆ�Û�i
�U�Ê�Ê���œ�Ü�Ê�Ì�œ�Ê�V�À�i�>�Ì�i�Ê�>��̃Ê�ˆ�˜�Ì�i�}�À�>�Ì�ˆ�œ�˜�Ê�Ì�i�>�“�Ê�Ì�…�>�Ì�Ê�}�œ�i�Ã�Ê�Ü�i�•�•�Ê�L�i�Þ�œ�˜�`�Ê�-�V�À�Õ�“
�U�Ê ���œ�Ü�Ê�Ì�œ�Ê�“�ˆ�˜�ˆ�“�ˆ�â�i�Ê�Ì�i�V�…�˜�ˆ�V�>�•�Ê�`�i�«�i�˜�`�i�˜�V�ˆ�i�Ã�Ê�L�i�Ì�Ü�i�i�˜�Ê�Ì�i�>�“�Ã

Note: We highly recommend consulting and coaching services to 
be included with any of these training offerings, especially if your 
teams have little to no prior Scrum experience.

2 or 3-Day
Course Outline:

Implementing Scrum for Your Team
Prepare Your Teams to Begin Undertaking Scrum

Course Link:  www.sqetraining.com/ist

http://www.sqetraining.com/ist
http://www.SQETraining.com
http://www.sqe.com/go?AgLink15


Looking for ways to save training and travel 
dollars?  Consider the on-site advantages:  
�U  Train your team at your location 

�U  Develop the talent already on your team and increase employee productivity

�U�Ê Schedule training around your current projects

�U  Focus training on your teamÕs challenges in a small group environment 

�U�Ê Implement best practices and dramatically improve your business processes 

�U  Customize course content to meet your companyÕs business needs

�U�Ê�ÊReceive expert instruction from consultants with years of real-world 
experience

If you have six or more people to train, consider the advantages  
of on-site instruction.

Corporate Volume Pricing
Companies needing to train teams to become proficient in a number of areas 
can benefit from corporate volume pricing. Let us help you build a training 
curriculum to suit your companyÕs needs.

Get a FREE quote and details about 
how easy it is to bring on-site training 
to your location. Call Lily or Julie at 
888.268.8770 ext. 233 or 212 or email 
onsitetraining@sqe.com

Train your entire team

Courses Þlled with 
real exercises

Courses 
Available 
for On-site 
Training:

�U�ÊScrum Master Certification
�U�ÊPractical Test-Driven Development
�U�ÊAgile Testing Practices
�U�ÊUser Stories and Estimation in Agile Development
�U�ÊDesign Patterns Explained 
�U�ÊLean Software Development

�U�ÊImplementing Story Acceptance Tests                  
�U�ÊAgile Story Writing and Acceptance Tests
�U�ÊEffective Agile Object-Oriented Analysis and Design
�U�ÊLean-Agile Enterprise Release Planning
�U�ÊImplementing Scrum for Your Team
�U�ÊProduct Owner Certification

P A G E
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Easy to Register

Providing Expert Training to Software Professionals
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Training Details
Training Course Fee Includes
�U�Ê�/�Õ�ˆ�Ì�ˆ�œ�˜
�U�Ê�
�œ�Õ�À�Ã�i�Ê� �œ�Ì�i�L�œ�œ�Ž
�U�Ê�,�i�v�À�i�Ã�…�“�i�˜�Ì�Ê�	�À�i�>�Ž�Ã
�U�Ê�	�À�i�>�Ž�v�>�Ã�Ì�Ã�Ê�>�˜��̀Ê���Õ�˜�V�…�i�Ã
�U�Ê�
�i�À�Ì�ˆ�v�ˆ�V�>�Ì�i�Ê�œ�v�Ê�
�œ�“�«�•�i�Ì�ˆ�œ�˜

Training Course Schedule
7:30 a.m.Ð8:30 a.m.   Registration (on first day of course) 

and Continental Breakfast
8:30 a.m.Ð12:00 p.m.  Course
12:00 p.m.Ð1:00 p.m.  Lunch
1:00 p.m.Ð5:00 p.m.  Course

Satisfaction Guarantee:  SQE Training is proud to offer a 
100% satisfaction guarantee. ItÕs part of our commitment to 
provide you with the highest quality education and training 
products. If we are unable to satisfy you, we will gladly refund 
your registration fee in full.

Public Training Policies:  SQE Training reserves the right to 
make changes in course schedules, dates, locations, and 
accommodations. We will make every effort to notify students 
within a reasonable period of time. However, SQE Training is 
not responsible for personal travel, accommodations, or other 
incidental expenses in connection with changes to a course.

Cancellation Policy:  Attendee substitutions are permitted. 
Registrants who fail to attend are subject to the full fee if they 
have not obtained a cancellation code from SQE Training at 
least 14 business days prior to the event start date. To obtain 
a cancellation code, call 904.278.0524 or 888.268.8770.

Register Early: The number of students per course is limited, 
and many courses fill to capacity. Register early to ensure your 
space in your preferred course.

Payment Policy: Payment is due upon registration. Seats are 
not confirmed until payment is received.

Forms of Payment Accepted:
�U�Ê�6�ˆ�Ã�>�]�Ê���>�Ã�Ì�i�À�
�>�À�`�]�Ê�œ�À�Ê���“�i�À�ˆ�V�>�˜�Ê�
�Ý�«�À�i�Ã�Ã
�U�Ê Check or company purchase order is accepted. However, 

payment must be received before course registration is 
confirmed.

Confirmation: After payment, you will receive a confirmation 
notice containing course details (e.g. hotel, accommodations). 
Please bring a copy of the letter to the course for admittance.

For more information about on-site training courses, contact SQE Training 
at 888.268.8770 or 904.278.0524 or email onsitetraining@sqe.com.

PUB LIC 
TRAI NING 
COUR SES

3 Days Ñ $1,995

Scrum Master Certification

Practical Test-Driven 
Development

2 Days Ñ $1,495

Product Owner Certification

Agile Testing Practices

Public

Phone:
888.268.8770 
904.278.0524

Combine and Save
Attend agile training in conjunction with top industry 
conferences and save $500 off your registration fees. 
The courses above are conveniently located with 
STARWEST and Agile Development Practices East.

http://www.SQETraining.com
http://www.sqe.com/starwest/
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