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SCRUM 

Workshop 
 

 
 

ɥʀʐʗ ɻʌʝ ςψ ʘʐʂ ʇʀʅʐʋʑʍɾʚɻʏ ɩɪɨɫɮɞɪɨɭɥɞ ʐɻ ʆʗʐʖʃʅȡ 
ɉʈʋʉɻɿʅʆʙ ʌʍʋʎʒʋʍʗ ʎʀ ʌɻɾʆʝʎʈʅʋ ʀʌʚʌʀɿʋ 

¶ ɞɾɾʞʂʎʂ ɯɻʈʂʇʝʐʀʍʂʏ ɬʅʈʙʏ ʎʐʂʉ ʀʆʌɻʚɿʀʑʎʂ ʈʀ ɬʀʔʉʋ-ɨʅʆʋʉʋʈʅʆʙ ɚʊʅʋʇʝɾʂʎʂȦ 

¶ ρππϷ ɞɜɜɭɠɫɠ ʎʐʂʉ ɩʅʎʐʋʌʋʚʂʎʂ (3 ʌʍʋʎʌʗʃʀʅʀʏɊ ʙ ɞɩɢɫɬɪɨɮɠ ʐʋʑ ɣʝʎʐʋʑʏ ɞʆʌɻʚɿʀʑʎʂʏȦ 

¶ ɝʖʍʀʗʉ ɞʌɻʉɻʌɻʍɻʆʋʇʋʞʃʂʎʂ ʐʋʑ ʚɿʅʋʑ workshop ʀʉʐʝʏ ʀʉʝʏ ʘʐʋʑʏ ʎʀ open course 

 

 
 

ƁƤƜ ƢÕƠƪƩÕƢƧƚƠƫ ƭƲƧ open workshops, click here !   

òIf you don't plan, 

you plan failed projects.  

But AGILE and SCRUM is 

eating the world  

of Project Managementó 
 

Theofanis Giotis 

KNOWLEDGE

IS POWER
Sir Francis Bacon, 1597

mailto:Theofanis.Giotis@12pm.eu
http://www.12pm.org/el-gr/Document.aspx?ElementID=3cf75a88-c5b3-4a1d-acf4-4f428048987e
http://www.pmi.org/CareerDevelopment/Pages/What-is-a-Registered-Education-Provider.aspx
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Executive Summary  
ƞƤƜ ƭƢƧ SCRUM 

Ƅ SCRUM ƠƚƧƜƤ Ƣ ÙƤƩ ƜÙƦƙ ƤƟƘƜ ƬƭƩƧ ÙƦƜƧƙƭƢ 
ÙƩƮ ƗƦƦƜƨƠ ƭƜ ÙƗƧƭƜ ƬƭƩ Management ƥƜƤ ƩƟƢ-
ƞƠƚ ƬƭƩ òOrganizational Change Management ó 

 

ſƣƙƧƜ, ƏƠÙƭƘÕƝƪƤƩƫ 2014 
 

ƂƟƷ ƥƜƤ 15 ưƪƵƧƤƜ, ÙƗƪƜ ÙƩƦƦƗ project  teams ÙƩƮ ưƪƢƬƤÕƩÙƩƚƢƬƜƧ ƭƢƧ SCRUM, ƥƮƪƚƲƫ ƬƭƩƧ ưƷƪƩ ƭƢƫ ÙƦƢ-

ƪƩƯƩƪƤƥƙƫ ƥƜƤ ƭƢƦƠÙƤƥƩƤƧƲƧƤƷƧ, ƜƶƨƢƬƜƧ ƭƢƧ ÙƜƪƜƞƲƞƤƥƵƭƢƭƗ ƭƩƮƫ ƘƲƫ ƥƜƤ 400%. ŻƭƜƧ ƠƭƜƤƪƠƚƠƫ ƵÙƲƫ Ƣ 
Salesforce.com  ƗƪưƤƬƜƧ ƧƜ ưƪƢƬƤÕƩÙƩƤƩƶƧ ÕƜơƤƥƗ ƭƢƧ SCRUM, ƝƠƦƭƚƲƬƜƧ ƭƜ ƩƤƥƩƧƩÕƤƥƗ ƭƩƮƫ ƜÙƩƭƠƦƘƬÕƜƭƜ 
ƬƢÕƜƧƭƤƥƗ, ÕƠ ƠƭƙƬƤƜ ƜƶƨƢƬƢ ÙƗƧƲ ƜÙƵ 40%. 

 
Ƅ Lockheed  Martin , ưƪƢƬƤÕƩÙƩƤƷƧƭƜƫ SCRUM, ƜƧƘƣƠƬƠ ƬƠ 200 ÕƢưƜƧƤƥƩƶƫ ƭƢ ƟƢÕƤƩƮƪƞƚƜ ƠƧƵƫ ƜƮƭƩƥƤƧƙƭƩƮ 
ƬƠ 1 ƢÕƘƪƜ ÙƩƮ ƥƜƭƜƧƜƦƷƧƠƤ 1 ƞƜƦƵƧƤ ƥƜƮƬƚÕƩƮ ƜƧƗ 100 ÕƚƦƤƜ ưƪƢƬƤÕƩÙƩƤƷƧƭƜƫ ƘƧƜ prototype  ÙƩƮ ƘưƠƤ 
ƟƢÕƤƩƮƪƞƙƬƠƤ Ƣ ƠƭƜƤƪƠƚƜ WIKISPEED. ſƮƭƵ ÕƗƦƦƩƧ ƩƟƙƞƢƬƠ ƭƩƧ Stephen Denning , ƬƮƞƞƪƜƯƘƜ ƭƲƧ ƝƤƝƦƚƲƧ 

«The Leaders Guide to Radical Management » ƥƜƤ «The Leader's Guide to Storytelling », ƧƜ ÙƠƤ: 
 

çƂƗƧ ƮÙƙƪưƠ ƝƪƜƝƠƚƩ Nobel ƞƤƜ ƭƩ Management, ƜƮƭƵ ƣƜ ƘÙƪƠÙƠ ƧƜ ƟƩƣƠƚ ƬƭƩƮƫ Jeff  Sutherland , 
Ken Schwaber, ƥƜƤ Mike Cohn ƞƤƜ ƭƢƧ ƬƮƧƠƤƬƯƩƪƗ ƭƩƮƫ ƬƭƢƧ ƜƧƜƥƗƦƮƱƢ ƭƢƫ SCRUM!» 

 
ſƦƦƗ ƭƤ ƠƚƧƜƤ Ƣ SCRUM; Ƅ SCRUM ƠƚƧƜƤ ÕƤƜ Agile ÙƪƩƬƘƞƞƤƬƢ ÙƩƮ ÙƪƩƘƪưƠƭƜƤ ƜÙƵ ƭƩ rugby  ƥƜƤ ƠƚƧƜƤ Ƣ ÙƩƤƩ 
ƜÙƦƙ ƤƟƘƜ ƬƭƩƧ ÙƦƜƧƙƭƢ: çƞƫơƬ Ʈƥ ƤƙƧƪƯƨ ƪƥ ÙơƧƘƮơƬ ƭƪƯ ƦƝƥ ƦƘƨơ fast  delivery  ƭơ ƭƷƨƮƪÕƪƯƬ ƦƷƦƧƪƯƬ!». 
ſƮƭƩƚ ƩƤ ÕƤƥƪƩƚ ƥƶƥƦƩƤ ƬƭƢƧ SCRUM ƩƧƩÕƗơƩƧƭƜƤ Sprints  ƥƜƤ ƘưƩƮƧ ƟƤƗƪƥƠƤƜ ƜÙƵ 1 ƘƲƫ 4 ƝƟƩÕƗƟƠƫ.  

 
ƏƠ ƜƧƭƚƣƠƬƢ ÕƠ ƭƩƧ ÙƜƪƜƟƩƬƤƜƥƵ ƭƪƵÙƩ ƦƠƤƭƩƮƪƞƚƜƫ ƭƲƧ ƠƭƜƤƪƠƤƷƧ ÙƩƮ ƝƜƬƚơƠƭƜƤ ƬƭƩ ƜƧƜƦƮƭƤƥƵ planning 
(plan your work, work your plan ). Ƅ SCRUM ÕƜƫ ƝƩƢƣƗ ƧƜ ƥƜƣƩƪƚƬƩƮÕƠ ƭƜ product  requirements  ÕƠ ƠƨƜƤ-
ƪƠƭƤƥƗ ƠƮƘƦƤƥƭƩ ƥƜƤ ƟƤƜƟƪƜƬƭƤƥƵ ƭƪƵÙƩ. Ƅ SCRUM ƬƜƧ ƠƮƘƦƤƥƭƢ ƠÙƜƧƜƦƢÙƭƤƥƙ ÕƘƣƩƟƩƫ (iterative  

method ), ƠƯƜƪÕƵơƠƤ ƭƢƧ ƭƜƥƭƤƥƙ: çƍƲƫ ƭƪƷÕƠ ƘƧƜƧ ƂƦƘƯƜƧƭƜ; ƉƤƜ ÕÙƩƮƥƤƗ ƭƢ ƯƩƪƗ!». 
 
Ƅ Scrum ƝƜƬƚơƠƭƜƤ ƬƠ 3 ÙƮƦƷƧƠƫ: 

1.  Transparency  (æƤƜƯƗƧƠƤƜ): ƵƦƠƫ ƩƤ ƟƤƜƟƤƥƜƬƚƠƫ ƠƚƧƜƤ ƩƪƜƭƘƫ ƬƭƢƧ ÙƪƜƞÕƜƭƤƥƙ ƭƩƮƫ ƥƜƭƗƬƭƜƬƢ 
2.  Inspection  (ƂÙƤƣƠƷƪƢƬƢ): Ƣ ƬƮưƧƙ ƠÙƤƣƠƷƪƢƬƢ ƠÙƤƭƪƘÙƠƤ ƭƢƧ ƜƧƚưƧƠƮƬƢ ÕƢ ƜÙƩƟƠƥƭƷƧ ƜÙƩƥƦƚƬƠƲƧ 
3.  Adaptation  (ƍƪƩƬƜƪÕƩƞƙ): ƜƧ ƜÙƩƥƜƦƮƯƣƩƶƧ ƜÙƩƥƦƚƬƠƤƫ ƣƜ ÙƪƘÙƠƤ ƧƜ ƮÙƗƪƨƠƤ ÙƪƩƬƜƪÕƩƞƙ 

 
ƏƶÕƯƲƧƜ ÕƠ ƭƩƧ Dr. Jeff  Sutherland , ƬƮƧ-ƟƢÕƤƩƮƪƞƵ ƭƢƫ SCRUM, Ƣ SCRUM ƬưƠƟƤƗƬƭƢƥƠ 
ƞƤƜ ƧƜ ÙƪƩƬƯƘƪƠƤ ƠƧƘƪƞƠƤƜ, ƠƬƭƚƜƬƢ, ƟƤƜƶƞƠƤƜ ƥƜƤ ƟƤƜƯƗƧƠƤƜ ƬƭƩƧ ÙƪƩƞƪƜÕÕƜƭƤƬÕƵ ƥƜƤ 
ƮƦƩÙƩƚƢƬƢ ƠƧƵƫ project . Ƅ ƬƲƬƭƙ ƮƦƩÙƩƚƢƬƢ ƭƢƫ SCRUM ÙƪƩƬƯƘƪƠƤ: 

1. ſƮƨƗƧƠƤ ƭƢƧ ƭƜưƶƭƢƭƜ ƜƧƗÙƭƮƨƢƫ software  
2. ƂƮƣƮƞƪƜÕÕƚơƠƤ ƭƩƮƫ ƜƭƩÕƤƥƩƶƫ ƥƜƤ ƠƭƜƤƪƤƥƩƶƫ ƬƭƵưƩƮƫ 
3. æƢÕƤƩƮƪƞƠƚ ƥƩƮƦƭƩƶƪƜ ÙƩƮ ƠƬƭƤƗơƠƤ ƬƭƩ ôperformance õ 
4. ƑÙƩƬƭƢƪƚơƠƤ ƭƢƧ ƜƶƨƢƬƢ ƜƨƚƜƫ ƞƤƜ ƭƩƮƫ ÕƠƭƵưƩƮƫ ƭƢƫ ƠƭƜƤƪƠƚƜƫ 
5. ƂÙƤƭƮƞưƗƧƠƤ ƬƭƜƣƠƪƙ ƥƜƤ ƬƮƧƠÙƙ ƠÙƤƥƩƤƧƲƧƚƜ ƬƠ ƵƦƜ ƭƜ ƠÙƚÙƠƟƜ 
6. ƀƠƦƭƤƷƧƠƤ ƜƭƩÕƤƥƗ ƭƜ ÕƘƦƢ ƭƢƫ ƩÕƗƟƜƫ ƥƜƤ ƭƢ ÙƩƤƵƭƢƭƜƫ ơƲƙƫ ƭƲƧ 

 
Ƅ SCRUM ƥƜƤ ƩƤ ƗƦƦƠƫ Agile ÙƪƩƬƠƞƞƚƬƠƤƫ, ưƲƪƚơƩƮƧ ƭƩ 
ƘƪƞƩ ƬƠ Sprints (iterations ) ƟƤƗƪƥƠƤƜƫ ƜÙƵ 1 ƘƲƫ 4 ƝƟƩ-

ÕƗƟƠƫ. ƉƘƬƜ ƬƭƜ sprints Ƣ ƩÕƗƟƜ ƮƦƩÙƩƤƠƚ ƥƜƤ ÙƜƪƜƟƚƟƠƤ 
ƬƭƜƟƤƜƥƗ ƭƜ ưƜƪƜƥƭƢƪƤƬƭƤƥƗ ƭƩƮ ÙƪƩƳƵƧƭƩƫ ƭƩƮ ƘƪƞƩƮ. 
 
ƂƥƭƵƫ ƜÙƵ ƭƢƧ ƩÕƗƟƜ (team) ÙƩƮ ÙƪƩƭƠƚƧƠƭƜƤ ƧƜ ƠƚƧƜƤ 

ƜÙƵ 3 ƘƲƫ 9 ƗƭƩÕƜ ÙƩƮ ƟƩƮƦƠƶƩƮƧ 100% ÙƗƧƲ ƬƭƩ pro-
ject  (ƟƠƧ ÙƪƩƭƠƚƧƠƭƜƤ ƭƩ multi -tasking), ƮÙƗƪưƠƤ Ʃ 
product  owner  ƪƵƦƩƫ ÙƩƮ ƠƚƧƜƤ ƮÙƠƶƣƮƧƩƫ ƞƤƜ ƭƤƫ ƜÙƜƤ-
ƭƙƬƠƤƫ (requirements ) ƥƜƤ ƭƩ business value  ƭƩƮ ÙƜƪƜ-

ƞƵÕƠƧƩƮ ÙƪƩƳƵƧƭƩƫ. ƐƘƦƩƫ ƮÙƗƪưƠƤ Ʃ ƪƵƦƩƫ SCRUM Master (servant leader) ÙƩƮ ƜƯƜƤƪƠƚ ƭƜ ƠÕÙƵƟƤƜ ƬƭƢƧ 
ƦƠƤƭƩƮƪƞƚƜ ƭƢƫ ƩÕƗƟƜƫ ƥƜƤ ƠƨƜƬƯƜƦƚơƠƤ ƵƭƤ Ƣ ƩÕƗƟƜ ƠƚƧƜƤ ƜÙƩƟƩƭƤƥƙ ƥƜƤ ÙƜƪƜƞƲƞƤƥƙ ôƦƪƯƞƝƧƸƨƮƝƬ ƨơƫƶ 
ƦƝƥ Ʈƫƪưƚõ ƭƮƣƨ ƪÕƘƠƝ.  
 

ƒƤƦƤƥƗ, 
 

ƅƠƩƯƗƧƢƫ ƁƤƷƭƢƫ, MSc, Ph.D. C., PMP, CSM, CSP, PMI-ACP, CTT+, PRINCE2 Trainer 
Mobile: +30 693-22.13.502, E-mail: Theofanis.Giotis@12pm.gr, Skype: FanisG 
President and CEO, 12PM CONSULTING (ITEC CONSULTING) 

Past President  (2004-2014) and Deputy BoD Member (2014-2016), PMI GREECE Chapter 

Leader , Scrum Alliance | AGILE and SCRUM GREECE User Group, www.ScrumGreece.gr 

Ƅ 1Ƣ ÕƩƮ ƠÙƜƯƙ ÕƠ Agile/SCRUM ƙƭƜƧ ƭƩ 

1994 ƬƭƢƧ Microsoft ƆƪƦƜƧƟƚƜƫ ƬƜƧ ÕƘ-

ƦƩƫ ƭƩƮ project team ƞƤƜ ƭƩ Greek 
Microsoft Office 4.2 .To 2000 ƨƠƥƚƧƢƬƜ 

ƭƜ MSF workshops ƬƭƢƧ ƂƦƦƗƟƜ!   
 

mailto:Theofanis.Giotis@12pm.eu
http://salesforce.com/
mailto:Theofanis.Giotis@12pm.gr
http://www.12pm.gr/
http://www.itec-consulting.eu/
http://www.pmi-greece-chapter.org/
http://www.scrumgreece.gr/
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Executive  Summary  ȃȇŭ Ǿȋŭ ȊȍȋŭŮȇȈȖ SCRUM Workshop 
 

1 ƅƠÕƜƭƩƦƩƞƚƜ: u 

Ƅ ÙƜƪƩƶƬƜ ƠƥÙƜƚƟƠƮƬƢ ƝƜƬƚơƠƭƜƤ ƬƭƜ ƥƗƭƲƣƤ ƘƞƞƪƜƯƜ: 

¶ ƬƭƩƧ ƩƟƢƞƵ òThe SCRUM Guideó ƭƲƧ Jeff Sutherland  and Ken Schwaber  ƥƜƤ 

¶ ƬƭƩ ƘƞƞƪƜƯƩ òContent Outline and Learning Objectives for Certified SCRUM 

Masteró ƭƢƫ SCRUM Alliance. 

2 
ƍƪƵƭƠƪƢ ƠÙƜƯƙ 
ÕƠ ƭƜ ƬƭƠƦƘưƢ: 

u 
ƁƤƜ custom workshop ƗƧƲ ƭƲƧ 8 ƜƭƵÕƲƧ, ÙƪƩƭƠƚƧƠƭƜƤ ƧƜ ƮÙƗƪƨƠƤ ÕƤƜ ƬƮƧƗƧƭƢƬƢ ƟƤƗƪƥƠƤ-
Ɯƫ ÙƠƪƚÙƩƮ 60 ƦƠÙƭƷƧ ƵÙƩƮ ƣƜ ƬƮÕƯƲƧƙƬƩƮÕƠ ƭƩ expected outcome ƭƩƮ workshop. 

3 ƂƤƬƢƞƢƭƙƫ: u 

ƅƠƩƯƗƧƢƫ ƁƤƷƭƢƫ, BA, MSc, Ph.D. C., CTT+, PMP®, PRINCE2 Trainer, 

PMI-ACP, Certified Scrum Master (CSM), Certified Scrum Professional (CSP), 
¶ 27+ ƘƭƢ ƠÕÙƠƤƪƚƜƫ ƬƠ ƘƪƞƜ ƬƭƢƧ ÙƠƪƤƩưƙ EMEA ƜÙƵ ƭƩ 1987 

¶ Senior Project Manager, ƂƤƬƢƞƢƭƙƫ, ƏƶÕƝƩƮƦƩƫ, ƏƮƞƞƪƜƯƘƜƫ, ƂƥÙƜƤƟƠƮƭƙƫ, ƂÙƤưƠƤƪƢÕƜƭƚƜƫ 

¶ ÕƘƦƩƫ 2 ƟƤƠƣƧƷƧ ƠÙƤƭƪƩÙƷƧ ƟƢÕƤƩƮƪƞƚƜƫ ÙƪƩƭƶÙƲƧ ƬƠ Project Management (ISO ƥƜƤ ANSI) 

¶ æƤƠƮƣƶƧƲƧ ƏƶÕƝƩƮƦƩƫ ƭƢƫ ITEC-CONSULTING (12PM Consulting) ƜÙƵ ƭƩ 1988 

¶ ƏƮƧƤƟƪƮƭƙƫ ƥƜƤ 1Ʃƫ ƍƪƵƠƟƪƩƫ ƭƩƮ PMI-GREECE Chapter 2004-2014 

¶ æƤƟƗƬƥƠƤ Project, Program ƥƜƤ Portfolio Management ƬƠ ÕƠƭƜÙƭƮưƤƜƥƵ ƠÙƚÙƠƟƩ ƬƠ 4 ÙƜƧƠÙƤƬƭƙÕƤƜ 

¶ Email: Theofanis.Giotis@12pm.gr  |  LinkedIn: http://www.linkedin.com/in/TheofanisGiotis  

4 
æƤƗƪƥƠƤƜ 
ƠƥÙƜƚƟƠƮƬƢƫ: 

u 
16 ƷƪƠƫ  |  2 ƩƥƭƗƲƪƜ (2 ƢÕƘƪƠƫ x 8 ƷƪƠƫ) ƙ 4 ƭƠƭƪƗƲƪƜ (4 ƢÕƘƪƠƫ x 4 ƷƪƠƫ) 
ƍƪƲƚ (9:00-17:00), ÕƠƬƢÕƘƪƤ (13:00-17:00), ƜÙƵƞƠƮÕƜ (17:30-21:30), ƏƗƝƝƜƭƩ/ƇƮƪƤƜƥƙ  

5 
ƀƤƝƦƚƜ ƥƜƤ 
ƏƢÕƠƤƷƬƠƤƫ: 

u 

¶ The SCRUM Guide 

¶ ƐƩ ƝƤƝƦƚƩ ƭƩƮ Dr. Jeff Sutherland : 

     «Scrum: The Art of Doing Twice the Work in Half the Time » 

¶ ƏƢÕƠƤƷƬƠƤƫ ƥƜƤ ƜƬƥƙƬƠƤƫ 

¶ æƤƜƯƗƧƠƤƠƫ ƭƩƮ ƠƤƬƢƞƢƭƙ (300 ÙƠƪƚÙƩƮ ƬƠƦƚƟƠƫ) 

¶ Simulati on Exams ƜÙƵ ƭƩƮƫ ƜƧƭƚƬƭƩƤưƩƮƫ ƯƩƪƠƚƫ ÙƤƬƭƩÙƩƚƢƬƢƫ 

¶ Online resources ƞƤƜ Scrum ƥƜƤ Agile  

6 ƏƮÕÕƠƭƘưƩƧƭƠƫ: u <=20 ƗƭƩÕƜ (3 ƘƲƫ 5 ƩÕƗƟƠƫ x 5 ƗƭƩÕƜ Ƣ ƩÕƗƟƜ ƞƤƜ ƭƤƫ ƜƬƥƙƬƠƤƫ) 

7 ƄÕƠƪƩÕƢƧƚƠƫ: u ſƧƩƤƥƭƵ ÙƪƵƞƪƜÕÕƜ ƠƟƷé ƁƤƜ custom workshop ƜÙƜƤƭƠƚƭƜƤ ƬƮƧƠƧƧƵƢƬƢ 

8 
ſÙƜƤƭƩƶÕƠƧƩƫ 
ƠƨƩÙƦƤƬÕƵƫ: 

u 
Round tables for 3 to 5 people  (ƞƤƜ ƭƤƫ ƩÕƜƟƤƥƘƫ ƜƬƥƙƬƠƤƫ) 
Overhead data display (1024 x 768), ƄưƠƚƜ, Flipcharts  

9 
Certificate of  
Attendance : 

u 

 

ƌƤ ÙƤƬƭƩÙƩƤƢÕƘƧƩƤ ƥƜƭƗ PMP ƙ PMI-ACP ƦƜÕƝƗƧƩƮƧ 16 PDUs. 
ƌƤ ÙƤƬƭƩÙƩƤƢÕƘƧƩƤ ƥƜƭƗ Scrum Alliance  ƦƜÕƝƗƧƩƮƧ 16 SEUs 

10 
ƇƵƬƭƩƫ SCRUM 
Workshop: 

u 

¶ ƇƵƬƭƩƫ ƬƮÕÕƠƭƩưƙƫ (open): 350û ƜƧƗ ƗƭƩÕƩ. 

¶ ƇƵƬƭƩƫ ƂƥÙƜƤƟƠƮƭƤƥƩƶ ƮƦƤƥƩƶ:   40û ƜƧƗ ƗƭƩÕƩ (ƮƦƤƥƵ 300 ƬƠƦƚƟƲƧ ƥƜƤ ƝƤƝƦƚƩ) 

¶ ƇƵƬƭƩƫ ƠÙƤÙƦƘƩƧ ƬƮÕÕƠƭƩưƷƧ ƙ custom workshop (ƠÙƤƥƩƤƧƲƧƙƬƭƠ ÕƜơƚ ÕƜƫ) 

¶ æƲƪƠƗƧ ƠÙƜƧƜÙƜƪƜƥƩƦƩƶƣƢƬƢ ƠƧƭƵƫ ƘƭƩƮƫ ƬƠ ƚƟƤƩ open workshop 

11 
Certification  
path and track : 

u 

ƌƤ ƥƜƭƜƪƭƤơƵÕƠƧƩƤ ÙƪƩƠƭƩƤÕƗơƩƧƭƜƤ ƞƤƜ ƭƤƫ ƥƗƭƲƣƤ ÙƤƬƭƩÙƩƤƙƬƠƤƫ Scrum / Agile : 

¶ Professional Scrum Master (PSM I) 

¶ Scrum Fundamentals Certified (SFC) 

¶ Scrum Master Accredited Certification ( SMAC) 

¶ PMI Agile Certified Professional (PMI-ACP) 

12 ƁƦƷƬƬƜ: u ſƞƞƦƤƥƗ ƙ ƂƦƦƢƧƤƥƗ (Ƅ ƩƪƩƦƩƞƚƜ ƠƚƧƜƤ ÙƗƧƭƜ ƬƭƢƧ ſƞƞƦƤƥƙ) 

13 æƤƜƣƘƬƤÕƩ Online : u ƊƜƤ ÕƠ ưƪƙƬƢ WebEx  
 

14 ƂÙƚÙƠƟƩ:  u 
ƂƧƟƤƗÕƠƬƩ (intermediate) ð ƁƤƜ ƧƜ ÙƜƪƜƥƩƦƩƮƣƙƬƠƤ ƥƗÙƩƤƩƫ ƜƮƭƵ ƭƩ SCRUM workshop 
ÙƪƩƭƠƚƧƠƭƜƤ ƧƜ ƘưƠƤ ƝƜƬƤƥƙ ƠÕÙƠƤƪƚƜ ƬƠ projects  ƥƜƤ project teams ưƲƪƚƫ ƧƜ ƜÙƜƤƭƠƚƭƜƤ. 

15 
Who should 
attend : 

u 
Developers, testers, Scrum team members, business analysts, architects,  
business stakeholders, middle and senior management. 

 

mailto:Theofanis.Giotis@12pm.eu
http://www.itec-consulting.eu/
http://www.12pm.gr/
http://www.pmi-greece.org/
mailto:Theofanis.Giotis@12pm.gr
http://www.linkedin.com/in/TheofanisGiotis
http://www.amazon.com/gp/product/038534645X/
http://www.12pm.gr/el-gr/Document.aspx?ElementID=4541b6af-6927-4409-8845-5533d29e11fd
https://www.scrum.org/Assessments/Professional-Scrum-Master-Assessments/PSM-I-Assessment
http://www.scrumstudy.com/Scrum-Fundamentals-Certified.asp
http://www.hau.gr/?i=coepm.en.project-management-seminars.4356
http://www.pmi.org/Certification/New-PMI-Agile-Certification.aspx
http://www.webex.com/test-meeting.html
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ƓƪƙƬƢ ƭƢƫ Scrum ƞƤƜ 
Organizational Change 

Management  
 

 
Ƅ Scrum, ÙƩƮ ÙƪƩƘƪưƠƭƜƤ ƜÙƵ ƭƩ 
rugby, ƠƚƧƜƤ Ƣ ÙƩƤƩ ƜÙƦƙ ƤƟƘƜ ƬƭƩƧ 
ÙƦƜƧƙƭƢ ƞƤƜ ƭƩ ÙƷƫ ƧƜ ƥƗƧƠƤƫ man-
age ƩƭƤƟƙÙƩƭƠ: çƞƫơƬ Ʈƥ ÙƫƙÙơƥ ƨƝ 

ƦƘƨơƥƬ ƦƝƥ ƦƘƨƮƪ ƟƫƚƟƪƫƝ (fast  de-
livery !)è. ƌƤ ÕƤƥƪƩƚ ƥƶƥƦƩƤ ƬƭƩƮƫ 
ƩÙƩƚƩƮƫ ƟƢÕƤƩƮƪƞƩƶÕƠ ÙƜƪƜƟƩƭƘƜ 
(deliverables) ƬƭƢƧ Scrum, ƘưƩƮƧ 

ƟƤƗƪƥƠƤƜ ƜÙƵ 1 ƘƲƫ 4 ƝƟƩÕƗƟƠƫ ƥƜƤ 
ƩƧƩÕƗơƩƧƭƜƤ Sprints . 
 
Ƅ ƮƦƩÙƩƚƢƬƢ ƭƢƫ Scrum ƬƠ ƠƭƜƤƪƤƥƵ 

ƠÙƚÙƠƟƩ ƘƪưƠƭƜƤ ƵÕƲƫ ƬƠ ƜƧƭƚƣƠƬƢ ƬƠ 
ƥƗÙƩƤƜ ƜÙƵ ƜƮƭƗ ÙƩƮ ƟƤƟƗƬƥƩƧƭƜƤ 
ƬƭƜ business schools ƥƜƤ ÙƠƪƤƞƪƗ-
ƯƩƧƭƜƤ ƬưƠƟƵƧ ƬƠ ƵƦƜ ƭƜ ƝƤƝƦƚƜ 

management: ƐƩ òcommand and 
controló. 
 
ƏƶÕƯƲƧƜ ÕƠ ƭƩƧ golden circle ƭƩƮ 

Simon Sinek,   ƬƠ ƥƗƣƠ ƘƪƞƩ ƜÙƜ-
ƧƭƩƶÕƠ ƬƠ 3 ƠƪƲƭƙƬƠƤƫ: WHY, HOW, 
WHAT. To WHY ƠƚƧƜƤ Ʃ ƦƵƞƩƫ ƞƤƜ ƭƩƧ 
ƩÙƩƚƩ ƥƗÙƩƤƩƫ ƥƗƧƠƤ ƭƩ project. ƐƩ 

WHAT ƠƚƧƜƤ ƭƩ ƭƤ ƭƠƦƤƥƗ ÙƜƪƗƞƠƤƫ 
(ÙƜƪƜƟƩƭƘƩ / deliverable). ƐƘƦƩƫ ƭƩ 
HOW ƠƚƧƜƤ ƭƩ ÙƷƫ ÙƜƪƗƞƠƤƫ ƭƜ ÙƜ-
ƪƜƟƩƭƘƜ (project management ).  

 
ƍƩƦƦƩƚ ÙƤƬƭƠƶƩƮƧ ƵƭƤ Ƣ Scrum ƥƜƤ 
ƩƤ ƗƦƦƠƫ Agile ÙƪƩƬƠƞƞƚƬƠƤƫ (AUP, 
TDD, DSDM, Kanban, EssUP, 

OpenUP, Pragmatic Programming, 
Adaptive Software Development, 
FDD, Agile Modeling, XP, Crystal, 
Lean, MSF) ƠƚƧƜƤ ƜƟƤƗƪƪƢƥƭƜ ƬƮƧ-

ƟƠƟƠÕƘƧƠƫ ÕƠ ƭƜ software  
projects . ƍƤƣƜƧƷƫ ƞƤƜƭƚ ƭƩ Agile 
Manifesto ÙƩƮ ƟƢÕƩƬƤƠƶƭƢƥƠ ƭƩ 
2001, ƠƚưƠ ƧƜ ƥƗƧƠƤ ƜÙƩƥƦƠƤƬƭƤƥƗ ÕƠ 

software developme nt.  
 
ŻÕƲƫ ƭƵƬƩ ƙ Scrum ƵƬƩ ƥƜƤ ƭƩ 
Agile Project Management  æƂƊ Ơƚ-

ƧƜƤ ÕƵƧƩ ƞƤƜ software projects. Ƃƚ-
ƧƜƤ ƞƤƜ ƥƗƣƠ ƭƶÙƩ ƜÙƵ project ƥƜƤ 
ÙƪƩƬƘƞƞƤƬƢ ƵÙƩƮ ƭƩ ƯƮƬƤƥƵ ƜƧƭƤ-
ƥƠƚÕƠƧƩ ƟƠƧ ƠƚƧƜƤ ÙƦƙƪƲƫ ƥƜƣƩƪƤ-

ƬÕƘƧƩ ƙ ƜÙƜƤƭƠƚƭƜƤ ƬƮưƧƙ ÙƜƪƗƟƩƬƢ 
ƯƮƬƤƥƩƶ ƜƧƭƤƥƠƤÕƘƧƩƮ ƬƭƩƧ ÙƠƦƗƭƢ 
(ƠƬƲƭƠƪƤƥƵ ƙ ƠƨƲƭƠƪƤƥƵ). 
 

Ƅ Scrum ƟƠƧ ƠƚƧƜƤ ƘƧƜ set ƜÙƵ ƠƪƞƜ-
ƦƠƚƜ ƜƦƦƗ ƜƬưƩƦƠƚƭƜƤ ÕƠ ƭƩƧ ƣƠÕƠ-

ƦƤƷƟƢ ƭƪƵÙƩ ÕƠ ƭƩƧ ƩÙƩƚƩ ưƠƤƪƤơƵÕƜ-
ƬƭƠ ƭƢƧ ƠƪƞƜƬƚƜ ƥƜƤ ƠƧƬƲÕƜƭƷƧƠƤ 
ƧƘƩ ƭƪƵÙƩ çthinking, speaking, ƥƜƤ 
actingè ƬƭƩƧ ƠƪƞƜƬƤƜƥƵ ưƷƪƩ ƞƤƜ 

ƵƦƩƮƫ, ƟƤƩƚƥƢƬƢ ƥƜƤ ƠƪƞƜơƵÕƠƧƩƮƫ. 
ƁƠƧƤƥƗ Ƣ Scrum ƝƜƬƚơƠƭƜƤ ƬƭƢƧ ƟƢ-
ÕƤƩƮƪƞƚƜ cross functional teams  
ÙƩƮ ƠƪƞƗơƩƧƭƜƤ full time ÙƗƧƲ ƬƭƩ 

ƘƪƞƩ ƥƜƤ ƠƚƧƜƤ empowered  ƞƤƜ ƭƢƧ 
ƦƙƱƢ ƜÙƩƯƗƬƠƲƧ. ƏƠ ƜƮƭƘƫ ƭƤƫ Ʃ-
ÕƗƟƠƫ Ƣ ÙƦƙƪƢƫ ƟƤƜƯƗƧƠƤƜ ƥƜƤ Ƣ 
ƠÕÙƤƬƭƩƬƶƧƢ ƠƚƧƜƤ ƥƮƪƚƜƪưƜ ƬƭƩƤ-

ưƠƚƜ.  
 
ƐƵƬƩ Ƣ Scrum ƵƬƩ ƥƜƤ ƗƦƦƠƫ Agile 
ÙƪƩƬƠƞƞƚƬƠƤƫ ưƲƪƚơƩƮƧ ƭƩ ƘƪƞƩ ƬƠ 

Sprints ƟƤƗƪƥƠƤƜƫ ƜÙƵ 1 ƘƲƫ 4 
ƝƟƩÕƗƟƠƫ. ƉƘƬƜ ƬƭƜ sprints Ƣ ƩÕƗ-
ƟƜ ƮƦƩÙƩƤƠƚ ƥƜƤ ÙƜƪƜƟƚƟƠƤ ƬƭƜƟƤƜƥƗ 
ƭƜ ưƜƪƜƥƭƢƪƤƬƭƤƥƗ ƭƩƮ ÙƪƩƳƵƧƭƩƫ 

ƭƩƮ ƘƪƞƩƮ. ƂƥƭƵƫ ƜÙƵ ƭƢƧ ƩÕƗƟƜ 
(team) ÙƩƮ ƟƩƮƦƠƶƠƤ 100% ÙƗƧƲ 
ƬƭƩ project (ƜÙƜƞƩƪƠƶƠƭƜƤ ƭƩ 
multi -tasking), ƮÙƗƪưƠƤ Ʃ product 

owner ƪƵƦƩƫ ÙƩƮ ƠƚƧƜƤ ƮÙƠƶƣƮƧƩƫ 
ƞƤƜ ƭƤƫ ƜÙƜƤƭƙƬƠƤƫ (requirements ) 
ƥƜƤ ƭƩ business value ƭƩƮ project. 
ƐƘƦƩƫ ƮÙƗƪưƠƤ Ʃ Scrum Master ƪƵ-

ƦƩƫ (servant leader) ÙƩƮ ƠƨƜƬƯƜƦƚ-
ơƠƤ ƵƭƤ Ƣ ƩÕƗƟƜ ƠƚƧƜƤ ƜÙƩƟƩƭƤƥƙ ƥƜƤ 
ÙƜƪƜƞƲƞƤƥƙ ƥƜƤ ôƥƩƮƝƜƦƗƠƤõ ôƧƠƪƵ 
ƥƜƤ ƯƜƞƢƭƵõ ƬƭƢƧ ƩÕƗƟƜ. 

 

 
 
ŻƬƩƤ ƩƪƞƜƧƤƬÕƩƚ ƨƠƥƤƧƗƧƠ ƧƜ ƮƦƩ-
ÙƩƤƩƶƧ Scrum, ƬƭƢƧ Ɯƪưƙ ƧƩÕƚơƩƮƧ 
ƣƜ ƥƜƭƜƪƞƙƬƩƮƧ ƭƩ ÙƜƪƜƟƩƬƤƜƥƵ 

Project Management . ŻÕƲƫ ƭƩ 
Scrum ƥƜƤ ƭƩ Project Management  
ƟƠƧ ƠƚƧƜƤ ƜƧƭƜƞƲƧƤƬƭƤƥƗ, ƠƚƧƜƤ ƬƮ-

ÕÙƦƢƪƲÕƜƭƤƥƗ. ƐƩ project 
management  ƜƬưƩƦƠƚƭƜƤ ƥƮƪƚƲƫ ÕƠ 
ƭƩ ƭƤ ƣƜ ÙƜƪƜƟƷƬƩƮÕƠ, ƭƜ ưƪƩƧƩƟƤ-
ƜƞƪƗÕÕƜƭƜ, ƭƩ ƥƵƬƭƩƫ (scope, 

time, cost, quality). ſƧƭƚƣƠƭƜ ƭƩ 
Scrum ƜƬưƩƦƠƚƭƜƤ ƥƮƪƚƲƫ ÕƠ ƭƩ ÙƷƫ 
ƣƜ ƞƚƧƠƤ Ƣ ÙƜƪƜƞƲƞƙ ƭƲƧ ÙƜƪƜƟƩ-

ƭƘƲƧ (how)  ƬƠ ƢÕƠƪƙƬƤƜ, ƠƝƟƩÕƜ-
ƟƤƜƚƜ ƙ ÕƢƧƤƜƚƜ ƝƗƬƢ (ÕƘƬƜ ƬƭƜ 
sprints  ƟƢƦƜƟƙ). 
 

ƌƤ ÙƠƪƤƬƬƵƭƠƪƠƫ ƠƭƜƤƪƠƚƠƫ ÙƩƮ ƨƠƥƤ-
ƧƩƶƧ ÕƠ ƭƢƧ Scrum ƠƬƭƤƗơƩƮƧ ƬƭƩ 
delivery  (ÙƜƪƜƟƩƭƘƜ ƬƭƩ ƭƘƦƩƫ ƭƩƮ 
ƥƗƣƠ sprint) ƞƤƜ ƣƠƲƪƩƶƧ ƵƭƤ Ƣ 

Scrum ƘưƠƤ ƧƜ ƥƗƧƠƤ ÕƠ ƭƩ òproject 
deliveryó. ſƦƦƗ ƭƠƦƤƥƗ ƭƩ Scrum Ƙ-
ưƠƤ ƧƜ ƥƗƧƠƤ ÕƠ ƭƢƧ òƟƤƜưƠƚƪƤƬƢ ƭƢƫ 
ƜƦƦƜƞƙƫó (change management). 

ƇƜƤ ƘƧƜƫ ƥƜƦƵƫ Scrum coach ÕÙƩƪƠƚ 
ƧƜ ÙƪƩƠƭƩƤÕƗƬƠƤ ƭƢƧ ƠƭƜƤƪƠƚƜ ƞƤƜ 
ƜÙƩƟƩưƙ ƭƲƧ òon-going changesó 
ÙƩƮ ÙƜƪƜƟƚƟƠƤ ƬƠ ƭƜƥƭƗ ưƪƩƧƤƥƗ ƟƤ-

ƜƬƭƙÕƜƭƜ (sprints) Ƣ Scrum. ƉƠ ƭƢ 
ƬƲƬƭƙ ƠƥÙƜƚƟƠƮƬƢ ƥƜƤ ƥƜƣƩƟƙƞƢƬƢ 
ƩƤ ƠƭƜƤƪƠƚƠƫ ƠÙƤƭƜưƶƧƩƮƧ ƭƢƧ ÙƜƪƜ-
ƞƲƞƙ ƭƲƧ ÙƜƪƜƟƩƭƘƲƧ. 

 

 
æƠƧ ƠƚƧƜƤ ƭƮưƜƚƩ ƵƭƤ ƭƩ ƭƠƦƠƮƭƜƚƩ 
ƝƤƝƦƚƩ ƭƩƮ Jeff Sutherland (co -
author ƭƢƫ Scrum) ÙƩƮ ƥƮƥƦƩƯƵ-

ƪƢƬƠ ƬƭƤƫ 30.9.2014 ƭƤƭƦƩƯƩƪƠƚƭƜƤ: 

 
«Scrum: The Art of Doing Twice the 

Work in Half the Time ». 
 
ƐƩ 2006, Ʃ Ken Schwaber (co-

author ƭƢƫ Scrum) ƟƢÕƩƬƚƠƮƬƠ ƘƧƜ 
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ƗƪƣƪƩ ÕƤƜƫ ƬƠƦƚƟƜƫ ÕƠ ƭƚƭƦƩ 

òScrum is Hard and Disruptive ó.  

 
 

ƐƜ ƟƶƩ ÙƤƩ ƬƢÕƜƧƭƤƥƗ ƬƭƩƤưƠƚƜ ƭƩƮ 
ƗƪƣƪƩƮ ƠƚƧƜƤ: 

¶ ƉƤƜ ƠÙƤưƠƚƪƢƬƢ ÕÙƩƪƠƚ ƧƜ ưƪƢƬƤ-
ÕƩÙƩƤƙƬƠƤ ƭƢƧ Scrum Ʋƫ ƘƧƜ Ơƪ-
ƞƜƦƠƚƩ ƞƤƜ ƧƜ ƞƚƧƠƤ Ƣ ƥƜƦƶƭƠƪƢ 

ƠƭƜƤƪƠƚƜ ƬƭƢƧ ƜƞƩƪƗ ƬƭƩ òproduct 
development and management 
organizationó. Ƅ Scrum ƣƜ ƜƧƜ-
ƟƠƚƨƠƤ ƭƤƫ ƜƧƠÙƗƪƥƠƤƠƫ ƥƜƤ ƭƜ Ơ-

ÕÙƵƟƤƜ ÙƩƮ ƘưƠƤ Ƣ ƠÙƤưƠƚƪƢƬƢ Ʒ-
ƬƭƠ ƧƜ ƞƚƧƩƮƧ ƟƤƩƪƣƷƬƠƤƫ ƥƜƤ ƧƜ 
ƮƦƩÙƩƤƢƣƩƶƧ ƩƤ ƜƦƦƜƞƘƫ ƬƭƩƧ Ʃƪ-
ƞƜƧƤƬÕƵ. 

¶ ƇƗƣƠ ƯƩƪƗ ÙƩƮ ÕƤƜ ƠÙƤưƠƚƪƢƬƢ 
ƭƪƩÙƩÙƩƤƠƚ ƙ ƮƦƩÙƩƤƠƚ ÕƠƪƤƥƷƫ ƭƢƧ 
Scrum, ƜÙƩƥƪƶÙƭƩƧƭƜƤ ÕƚƜ ƙ ÙƠ-
ƪƤƬƬƵƭƠƪƠƫ ƟƮƬƦƠƤƭƩƮƪƞƚƠƫ ÙƩƮ 

ÙƠƪƤƩƪƚơƩƮƧ ƭƢƧ ƠƭƜƤƪƠƚƜ ƬƭƩ new 
product development ƥƜƤ ƬƭƩ 
management. 

 

ƌƤ ÙƜƪƜÙƗƧƲ ƦƵƞƩƤ ÙƤƣƜƧƷƫ ƧƜ ƩƟƙ-
ƞƢƬƜƧ ƭƩƧ Stephen Denning, ƬƮƞ-
ƞƪƜƯƘƜ ƭƲƧ çThe Leaders Guide to 
Radical Managementè ƥƜƤ çThe 

Leader's Guide to Storytelling è ƧƜ 
ƟƢƦƷƬƠƤ: çƃƘƨ ƯÙƚƫƱơ ƞƫƝƞơƛƪ 
Nobel ƟƥƝ Ʈƪ Management, ƝƯƮƶ ƤƝ 
ƙÙƫơÙơ ƨƝ ƠƪƤơƛ ƭƮƪƯƬ Jeff Suthe r-

land , Ken Schwaber, ƦƝƥ Mike Cohn 
ƟƥƝ Ʈƣƨ ƭƯƨơƥƭưƪƫƘ ƮƪƯƬ ƭƮƣƨ ƝƨƝƦƘ-
ƧƯƲƣ ƮƣƬ Scrum!»  

 
 
ƏƠ ƜƧƭƚƣƠƬƢ ÕƠ ƭƩƧ ÙƜƪƜƟƩƬƤƜƥƵ 

ƭƪƵÙƩ ƦƠƤƭƩƮƪƞƚƜƫ ƭƲƧ ƠƭƜƤƪƠƤƷƧ 
ÙƩƮ ƝƜƬƚơƩƧƭƜƤ ƬƭƩ ƜƧƜƦƮƭƤƥƵ 
planning (plan your work, work 
your plan ), Ƣ Scrum, ƬƜƧ Agile ÕƠ-

ƣƩƟƩƦƩƞƚƜ, ƠƚƧƜƤ ÕƤƜ ƠƮƘƦƤƥƭƢ ƠÙƜ-
ƧƜƦƢÙƭƤƥƙ ÕƘƣƩƟƩƫ (iterative 
method) ƞƤƜ ƥƜƣƩƪƤƬÕƵ ƭƲƧ ƜÙƜƤ-
ƭƙƬƠƲƧ (requirements)  ÕƠ ƠƨƜƤƪƠ-

ƭƤƥƗ ƠƮƘƦƤƥƭƩ ƥƜƤ ƟƤƜƟƪƜƬƭƤƥƵ 
ƭƪƵÙƩ. ƌƮƬƤƜƬƭƤƥƗ ƝƜƬƚơƠƭƜƤ ƬƠ ÕƤƜ 
ÙƜƦƤƗ ÙƜƬƚƞƧƲƬƭƢ ƭƜƥƭƤƥƙ: çƍƲƫ 

ƭƪƲƫ ƘƧƜƧ ƂƦƘƯƜƧƭƜ; ƉƤƜ ÕÙƩƮƥƤƗ 

ƭƢ ƯƩƪƗ!».  
 
Ƅ Scrum ƝƜƬƚơƠƭƜƤ ƬƠ 3 ÙƮƦƷƧƠƫ: 

¶ Transparency (æƤƜƯƗƧƠƤƜ): ƵƦƠƫ 

ƩƤ ÙƭƮưƘƫ ƭƢƫ ƟƤƜƟƤƥƜƬƚƜƫ ÙƩƮ Ơ-
ÙƢƪƠƗơƩƮƧ ƭƩ ƜÙƩƭƘƦƠƬÕƜ ƠƚƧƜƤ 
ƩƪƜƭƘƫ ƬƭƢƧ ÙƪƜƞÕƜƭƤƥƙ ƭƩƮƫ ƥƜ-
ƭƗƬƭƜƬƢ. 

¶ Inspection (ƂÙƤƣƠƷƪƢƬƢ): Ƣ Ɯƪ-
ƥƠƭƗ ƬƮưƧƙ ƠÙƤƣƠƷƪƢƬƢ ƠÙƤƭƪƘÙƠƤ 
ƭƢƧ ƜƧƚưƧƠƮƬƢ ƜÙƜƪƗƟƠƥƭƲƧ ƜÙƩ-
ƥƦƚƬƠƲƧ. Ƅ ƬƮưƧƵƭƢƭƜ ƭƲƧ ƠÙƤƣƠ-
ƲƪƙƬƠƲƧ ƟƠƧ ÙƪƘÙƠƤ ƧƜ ƮÙƠƪƝƜƚ-

ƧƠƤ ƭƢƧ ƭƢƫ ƠÙƤƣƠƷƪƢƬƢƫ. 

¶ Adaptation (ƍƪƩƬƜƪÕƩƞƙ): ƜƧ Ƣ 
ƠÙƤƣƠƷƪƢƬƢ ƜÙƩƥƜƦƶƱƠƤ ƜÙƩƥƦƚ-
ƬƠƤƫ ƠƥƭƵƫ ƭƲƧ ƜÙƩƟƠƥƭƷƧ ƩƪƚƲƧ, 

Ƣ ƟƤƜƟƤƥƜƬƚƜ ƥƜƤ ƭƜ ƮƦƤƥƗ ÙƩƮ Ơ-
ÙƠƨƠƪƞƗơƩƧƭƜƤ ÙƪƩƬƜƪÕƵơƩƧƭƜƤ 
ƭƜưƶƭƜƭƜ ƞƤƜ ƧƜ ƠƦƜưƤƬƭƩÙƩƤƢƣƠƚ 
Ƣ ÙƠƪƜƤƭƘƪƲ ƜÙƵƥƦƤƬƢ. 

 

 
 
ƏƭƢƧ Scrum ƦƘÕƠ ƵƭƤ Ƣ òƢ ƟƤƜƯƗƧƠƤƜ 
ƘưƠƤ ƩƮƟƘƭƠƪƢ ƜƨƚƜó. ſƮƭƵ ÙƩƮ ƘưƠƤ 

ƭƠƪƗƬƭƤƜ ƜƨƚƜ ƠƚƧƜƤ ƭƩ ƭƤ ƥƗƧƠƤƫ ƞƤƜ 
ƜƮƭƗ ÙƩƮ ƜÙƩƥƜƦƶÙƭƠƤ Ƣ ƟƤƜƯƗƧƠƤƜ. 
ƁƤƜ ÙƜƪƗƟƠƤƞÕƜ, ƬƭƩ ƭƘƦƩƫ ƠƧƵƫ 
sprint (sprint retrospective),  ƜƧƜ-

ƥƜƦƶÙƭƩƮÕƠ ƵƭƤ ƥƗƭƤ ƟƠƧ ÙƙƞƠ ƥƜƦƗ 
ÕƠ ÕƤƜ ƭƠưƧƩƦƩƞƚƜ ÙƩƮ ưƪƢƬƤÕƩÙƩƤ-
ƙƬƜÕƠ. ſƮƭƵ ƜÙƵ ÕƵƧƩ ƭƩƮ ƟƠƧ ÙƪƩ-
ƬƣƘƭƠƤ ƜƨƚƜ. ƍƪƩƬƣƙƥƢ ƜƨƚƜƫ ƞƚƧƠƭƜƤ 

ƵƭƜƧ ƬƮơƢƭƙƬƩƮÕƠ ƭƩ ÙƷƫ ƣƜ ƝƠƦ-
ƭƤƷƬƩƮÕƠ ƬƭƩ ÕƘƦƦƩƧ ƭƢƧ ưƪƙƬƢ ƭƢƫ 
ƭƠưƧƩƦƩƞƚƜƫ. 
 

Ƅ ƬƮƧƠưƙƫ ƥƜƤ ƬƮƧƠÙƙƫ ƠƯƜƪÕƩƞƙ 
ƭƢƫ Scrum ƝƩƢƣƗƠƤ ƭƩƮƫ ƩƪƞƜƧƤ-
ƬÕƩƶƫ ƧƜ ƞƚƧƩƮƧ:  
òthe  best product development 

and management organization in 
its market ó. 

 
ƍƩƦƦƘƫ ƵÕƲƫ ƠƭƜƤƪƠƚƠƫ ÙƜƪƜÙƜƚƩƮƧ 

ƵƭƜƧ Ƣ Scrum ƜƥƩƮÕÙƗƠƤ ƣƘÕƜƭƜ 
ƵÙƲƫ Ƣ ƥƩƮƦƭƩƶƪƜ, Ƣ ƬƭƪƜƭƢƞƤƥƙ, 
ƭƩ management ƥƜƤ ƜÙƩƯƜƬƚơƩƮƧ 
ƧƜ ƭƪƩÙƩÙƩƤƙƬƩƮƧ ƭƢƧ Scrum ƙ ƭƩ 

ưƠƤƪƵƭƠƪƩ ƧƜ ƜƞƧƩƙƬƩƮƧ ƜƮƭƗ ÙƩƮ 
ƜÙƩƥƜƦƶÙƭƠƤ Ƣ Scrum. 
 

H Scrum ÕƩƤƗơƠƤ ÕƠ ƘƧƜƧ ƥƜƣƪƘÙƭƢ 

ÕÙƪƩƬƭƗ ƭƩƧ ƩÙƩƚƩ ƥƜƣƵÕƜƬƭƠ ƞƮ-
ÕƧƩƚ ÕƠ ƵƦƜ ƭƜ ƯƷƭƜ ƜƧƗÕƠƧƜ. ŻƭƜƧ 
ƪƲƭƙƬƩƮÕƠ ƭƩƮƫ ƠƜƮƭƩƶƫ ÕƜƫ çƍƲƫ 
ƥƜƭƜƧƭƙƬƜÕƠ ƘƭƬƤè, Ʃ ƥƜƣƪƘÙƭƢƫ 

ƟƠƧ ƦƘƠƤ ƱƘÕƜƭƜ, ƜÙƦƷƫ ƟƠƚưƧƠƤ 
ƭƢƧ ƜƦƙƣƠƤƜ. ŻÕƲƫ Ʃ ƥƜƣƪƘÙƭƢƫ 
ƟƠƧ ÙƪƩƬƣƘƭƠƤ ƜƨƚƜ. ſƮƭƵ ÙƩƮ ÙƪƩ-
ƬƣƘƭƠƤ ƜƨƚƜ ƠƚƧƜƤ ƭƩ ÙƷƫ ƣƜ ƠÙƤƦƘ-

ƨƩƮÕƠ ƧƜ ƜƧƭƤÕƠƭƲÙƚƬƩƮÕƠ ƜƮƭƗ 
ÙƩƮ ƟƠƚưƧƠƤ Ʃ ƥƜƣƪƘÙƭƢƫ ƥƜƤ ƟƠƧ 
ÕƜƫ ƤƥƜƧƩÙƩƤƩƶƧ. Ƅ ưƠƤƪƵƭƠƪƢ ÙƪƩ-
ƬƘƞƞƤƬƢ ÙƗƧƭƲƫ ƠƚƧƜƤ ƧƜ ƥƪƶƱƩƮÕƠ 

ƭƩƧ ƥƜƣƪƘÙƭƢé 

 
 
ƇƜƤ ƵÕƲƫ ÙƩƦƦƘƫ ƠƭƜƤƪƠƚƠƫ ƠÙƤƦƘ-

ƞƩƮƧ ƧƜ ƥƪƶƝƩƮƧ ƭƩƧ çƥƜƣƪƘÙƭƢè 
ƣƠƲƪƷƧƭƜƫ ƵƭƤ ƘƭƬƤ ƜƧƭƤÕƠƭƲÙƚơƩƮƧ 
ƭƜ ÙƪƩƝƦƙÕƜƭƜ ÙƩƮ ƘƝƞƜƦƠ ƬƭƢƧ 
ƠÙƤƯƗƧƠƤƜ Ƣ Scrum. 

 
ŶƪƜƞƠ ÙƵƭƠ ƭƠƦƠƤƷƧƠƤ Ƣ ƮƦƩÙƩƚƢƬƢ 
ƜƦƦƜƞƷƧ ƬƠ ƘƧƜƧ ƩƪƞƜƧƤƬÕƵ ÕƠ 
ƭƢƧ Scrum; Ƅ ƜÙƗƧƭƢƬƢ ƠƚƧƜƤ ƠƨƜƤ-

ƪƠƭƤƥƗ ƜÙƦƙ: ƑÙƗƪưƠƤ ƥƗÙƩƤƩƫ Ʃƪ-
ƞƜƧƤƬÕƵƫ ÙƩƮ ƟƠƧ ÕÙƩƪƠƚ ƧƜ ƞƚƧƠƤ 
ƥƜƦƶƭƠƪƩƫ; ƑÙƗƪưƠƤ ƩƪƞƜƧƤƬÕƵƫ 
ÙƩƮ ƟƠƧ ÕÙƩƪƠƚ ƧƜ ƥƗƧƠƤ òcontinu-

ous improvementó; ƍƪƩƯƜƧƷƫ ƥƜƤ 
ƟƠƧ ƮÙƗƪưƠƤ ƭƘƭƩƤƩƫ ƩƪƞƜƧƤƬÕƵƫ. 
ƌƪƞƜƧƤƬÕƩƚ ÙƩƮ ƜƪƧƩƶƧƭƜƤ ƭƢƧ ƜƦ-
ƦƜƞƙ ƠƚƧƜƤ ƥƜƭƜƟƤƥƜƬÕƘƧƩƤ ƧƜ ƜÙƩ-

ƭƶưƩƮƧ. 
 
ŸƭƬƤ, Ƣ ƜÙƗƧƭƢƬƢ ƭƢƫ ƠƪƷƭƢƬƢƫ çƭƤ 
ƥƗƧƠƤ Ʃ Scrum Master ƬƠ ƘƧƜƧ Ʃƪ-

ƞƜƧƤƬÕƵè ƠƚƧƜƤ ƠƨƜƤƪƠƭƤƥƗ ƜÙƦƙ: òO 
Scrum Master ƠƚƧƜƤ change agent  
ƥƜƤ ƝƩƢƣƗƠƤ ƬƭƢƧ ƝƠƦƭƚƲƬƢ ƭƩƮ Ʃƪ-

ƞƜƧƤƬÕƩƶè. ƐƘƦƩƫ, Ƣ ÙƩƤƩ ƬƢÕƜƧƭƤƥƙ 
ƠƪƷƭƢƬƢ ƜÙƠƮƣƶƧƠƭƜƤ ƬƭƩƮƫ ƚƟƤƩƮƫ 
ƭƩƮƫ ƠƜƮƭƩƶƫ ÕƜƫ: òŸưƩƮÕƠ ƟƩƥƤÕƗ-
ƬƠƤ ƧƜ ƝƠƦƭƤƷƬƩƮÕƠ ƥƜƤ ƧƜ ƜƦƦƗ-

ƨƩƮÕƠ ƭƩƮƫ ƩƪƞƜƧƤƬÕƩƶƫ ƬƭƩƮƫ Ʃ-
ÙƩƚƩƮƫ ƟƩƮƦƠƶƩƮÕƠ; ƐƤ ƟƩƶƦƠƱƠ ƥƜƤ 
ƭƤ ƟƠƧ ƟƩƶƦƠƱƠ;» 
 

 
 
Reference: òUsing Scrum for Or-
ganizational Change Managementó 

by Edwin Dando, 11th of Nov. 2013 

mailto:Theofanis.Giotis@12pm.eu
http://www.controlchaos.com/storage/scrum-articles/Scrum%20Is%20Hard%20and%20Disruptive.pdf
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ɬʅ ʀʚʉɻʅ ʐʋ AGILE Project Management? 
ƐƩ ÙƜƪƜƟƩƬƤƜƥƵ Project  Management ƝƜƬƚơƠƭƜƤ ƥƮƪƚƲƫ ƬƭƢƧ waterfall  ÙƪƩ-
ƬƘƞƞƤƬƢ (ÕƩƧƭƘƦƩ ƥƜƭƜƪƪƗƥƭƢ) ƙ ƬƠ ƜƮƭƵ ÙƩƮ ƩƧƩÕƗơƩƮÕƠ predictive  pro-
ject  management  ƙ plan driven project management . ƁƧƲƪƚơƩƧƭƜƫ ƵƦƠƫ 
ƭƤƫ ƜÙƜƤƭƙƬƠƤƫ ƭƩƮ project  ƥƜƣƷƫ ƥƜƤ ƭƜ product  requirements , ÙƪƩƞƪƜÕ-
ÕƜƭƚơƩƮÕƠ ÙƩƦƶ ƧƲƪƚƫ ƬƭƢƧ Ɯƪưƙ ƥƜƤ ÕƠƭƗ ƠƥƭƠƦƩƶÕƠ ƭƩ ÙƦƗƧƩ ÕƜƫ ƥƗƧƩƧƭƜƫ 
ƭƤƫ ƜÙƜƪƜƚƭƢƭƠƫ ƟƤƩƪƣƷƬƠƤƫ ƬƭƩ monitor  and control . ƍƗƪƜ ÙƩƦƦƩƚ ƬƮƧƟƘƩƮƧ 
ƭƩ waterfall ÕƩƧƭƘƦƩ ÕƠ ƭƩ Systems Development Life Cycle (SDLC).  
 
ƏƭƢƧ ƜÙƘƧƜƧƭƤ ÙƦƠƮƪƗ ƘưƩƮÕƠ ƘƪƞƜ ÙƩƮ ƨƠƥƤƧƩƶƧ ÕƠ ƗƞƧƲƬƭƩ ƯƮƬƤƥƵ ƜƧƭƤ-
ƥƠƚÕƠƧƩ (unknown scope) - ưƲƪƚƫ ƩƮƬƤƜƬƭƤƥƗ ƧƜ ƞƧƲƪƚơƩƮÕƠ ƭƩ ƭƠƦƤƥƵ ÙƪƩ-
ƳƵƧ ƭƩƮ project . ƁƤƜ ÙƜƪƗƟƠƤƞÕƜ new product  development  ƙ ƠƪƠƮƧƢƭƤƥƗ 
projects . ƏƠ ƜƮƭƘƫ ƭƤƫ ÙƠƪƤÙƭƷƬƠƤƫ ƠƚƧƜƤ ƬưƠƟƵƧ ƜƟƶƧƜƭƩƧ ƧƜ ƥƗƧƠƤƫ ÙƦƗƧƩ 
ƞƤƜƭƚ ƟƤƜƯƩƪƠƭƤƥƗ ƠƚƧƜƤ ƧƜ ÙƪƩƞƪƜÕÕƜƭƚơƠƤƫ ƭƩ ƗƞƧƲƬƭƩ (planning  the  un-
known). ƂƟƷ ƘưƠƤ ƦƵƞƩ ƭƩ Agile Project  Management ƙ adaptive project 
management ƙ change driven .  
 

ƐƩ Agile Project  Management ƠƚƧƜƤ ÕƤƜ ƠƮƘƦƤƥƭƢ ƠÙƜƧƜƦƢÙƭƤƥƙ ÕƘƣƩƟƩƫ (iterative method) ƞƤƜ ƧƜ ƥƜƣƩƪƚƬƩƮÕƠ ƭƜ 
product  requirements  ÕƠ ƠƨƜƤƪƠƭƤƥƗ ƠƮƘƦƤƥƭƩ ƥƜƤ ƟƤƜƟƪƜƬƭƤƥƵ ƭƪƵÙƩ. ƌƮƬƤƜƬƭƤƥƗ ƝƜƬƚơƠƭƜƤ ƬƠ ÕƤƜ ÙƜƦƤƗ ÙƜƬƚƞƧƲ-
ƬƭƢ ƭƜƥƭƤƥƙ: çƍƲƫ ƭƪƲƫ ƘƧƜƧ ƂƦƘƯƜƧƭƜ; ƉƤƜ ÕÙƩƮƥƤƗ ƭƢ ƯƩƪƗ!».  
 

ɜʀʉʅʆʙ ʌʀʍʅɾʍɻʒʙ ʐʖʉ agile  ʌʍʋʎʀɾɾʚʎʀʖʉ 
ƁƠƧƤƥƗ ƵƦƠƫ ƩƤ Agile ÙƪƩƬƠƞƞƚƬƠƤƫ ưƲƪƚơƩƮƧ ƭƩ ƘƪƞƩ ƬƠ ÕƤƥƪƩƶƫ ƥƶƥƦƩƮƫ ÕƤƜƫ, 
ƟƶƩ ƙ ƭƠƬƬƗƪƲƧ ƠƝƟƩÕƗƟƲƧ (sprints  or iterations ). ƉƘƬƜ ƬƠ ƜƮƭƩƶƫ ƭƩƮƫ ÕƤ-
ƥƪƩƶƫ ƥƶƥƦƩƮƫ Ƣ ƩÕƗƟƜ ƮƦƩÙƩƤƠƚ ƥƜƤ ÙƜƪƜƟƚƟƠƤ ƬƭƜƟƤƜƥƗ ƭƜ ưƜƪƜƥƭƢƪƤƬƭƤƥƗ ƭƩƮ 
ÙƪƩƳƵƧƭƩƫ ƭƩƮ ƘƪƞƩƮ. ƂƥƭƵƫ ƜÙƵ ƭƢƧ ƩÕƗƟƜ (team) ÙƩƮ ƟƩƮƦƠƶƠƤ 100% ÙƗƧƲ ƬƭƩ 
project  (ƜÙƜƞƩƪƠƶƠƭƜƤ ƭƩ multi -tasking), ƮÙƗƪưƠƤ Ʃ product  owner  ƪƵƦƩƫ ÙƩƮ 
ƠƚƧƜƤ ƮÙƠƶƣƮƧƩƫ ƞƤƜ ƭƩ business value ƭƩƮ project  ƥƜƤ o SCRUM Master ƪƵƦƩƫ 
ÙƩƮ ƠƨƜƬƯƜƦƚơƠƤ ƵƭƤ Ƣ ƩÕƗƟƜ ƠƚƧƜƤ ƜÙƩƟƩƭƤƥƙ ƥƜƤ ÙƜƪƜƞƲƞƤƥƙ. 
 
ƁƠƧƤƥƗ ƭƩ Agile Project  Management ƝƜƬƚơƠƭƜƤ ƬƭƢƧ ƟƢÕƤƩƮƪƞƚƜ cross functional  teams ÙƩƮ ƠƪƞƗơƩƧƭƜƤ full  time  ÙƗƧƲ 
ƬƭƩ ƘƪƞƩ ƠƚƧƜƤ empowered  ƞƤƜ ƭƢƧ ƦƙƱƢ ƜÙƩƯƗƬƠƲƧ. ƁƠƧƤƥƗ ƩƤ ƩÕƗƟƠƫ ƠƚƧƜƤ ÙƦƙƪƲƫ ƟƤƗƯƜƧƠƫ ƥƜƤ Ƣ ƠÕÙƤƬƭƩƬƶƧƢ Ơƚ-

ƧƜƤ ƥƮƪƚƜƪưƩ ƬƭƩƤưƠƚƩ ƬƭƜ Agile teams. 
 

Plan Driven or Agile Driven?  
ƍƩƤƜ ÙƪƩƬƘƞƞƤƬƢ ƠƚƧƜƤ ƥƜƦƶƭƠƪƢ; æƠƧ ƮÙƗƪưƠƤ ƥƜƦƙ ƥƜƤ ƥƜƦƙ ÙƪƩƬƘƞƞƤƬƢ. ƐƜ ÙƗ-
ƧƭƜ ƠƨƜƪƭƷƧƭƜƤ ƜÙƵ ƭƢƧ ƯƶƬƢ ƭƩƮ project. ŻƭƜƧ ƭƜ ÙƗƧƭƜ ƠƚƧƜƤ ÙƪƩƝƦƘƱƤÕƜ, ƭƵƭƠ 
Ƣ ÙƜƪƜƟƩƬƤƜƥƙ ÕƘƣƩƟƩƫ (waterfall ) ƠƚƧƜƤ Ƣ ƬƮƧƤƬƭƷÕƠƧƢ. ƂƗƧ ƞƚƧƠƭƜƤ new product  
development  ƥƜƤ ƭƜ çÙƗƧƭƜ ƪƠƤè, ƭƵƭƠ ƠƮƘƦƤƥƭƢ ƠÙƜƧƜƦƢÙƭƤƥƙ ÕƘƣƩƟƩƫ (Agile) ƠƚƧƜƤ 
Ƣ ÙƪƩƭƠƤƧƵÕƠƧƢ. 
 
ƂÙƚƬƢƫ ÙƩƦƦƩƚ ÙƤƬƭƠƶƩƮƧ ƵƭƤ Ʃ ƩƟƢƞƵƫ PMBOKÈ ÙƩƮ ƠƥƟƚƟƠƭƜƤ ƜÙƵ ƭƩ PMI ƥƜƤ ƠƚƧƜƤ ANSI Standard ƟƠƧ ÕÙƩƪƠƚ ƧƜ ƝƩƢ-
ƣƙƬƠƤ ƬƠ Agile ÙƪƩƬƠƞƞƚƬƠƤƫ. ƇƜƤ ƜƮƭƵ ƠƚƧƜƤ ƦƗƣƩƫ. ƌ ƩƟƢƞƵƫ PMBOKÈ ƠƚƧƜƤ ƘƧƜ framework  ƭƩ ƩÙƩƚƩ ưƪƢƬƤÕƩÙƩƤƠƚƭƜƤ 
òmost of the  timesó ƬƭƜ òmost of the  projects ó. 
 
ƂÙƚƬƢƫ ƟƠƧ ƠƚƧƜƤ ƭƮưƜƚƩ ƵƭƤ ƭƩ Project Management Institute (PMIÈ) ƨƠƥƚƧƢƬƠ ƭƢƧ ƠÙƜƞƞƠƦÕƜƭƤƥƙ ÙƤƬƭƩÙƩƚƢƬƢ PMI-ACP 
(Agile Certified Professional). ƉƠ ƜƮƭƙ ƭƢƧ ƥƚƧƢƬƢ ƠƥƭƤÕƗƭƠ ƵƭƤ ÙƩƦƦƘƫ ÙƜƪƜƧƩƙƬƠƤƫ ÙƩƮ ƮÙƙƪưƜƧ ƬưƠƭƤƥƗ ÕƠ ƭƩ ƭƤ ƠƚƧƜƤ 
ƥƜƤ ƭƩ ƭƤ ƟƠƧ ƠƚƧƜƤ Agile, ƣƜ ƠƨƜƦƠƤƯƣƩƶƧ. 

 

ɞʚʉɻʅ ʐʋ AGILE Project Management ʈʝʉʋ ɾʅɻ software projects?  
ƇƗÙƩƤƩƤ ÙƤƬƭƠƶƩƮƧ ƵƭƤ ƭƩ Agile ƠƚƧƜƤ ƜƟƤƗƪƪƢƥƭƜ ƬƮƧƟƠƟƠÕƘƧƩ ÕƠ ƭƜ software  projects . ƍƤƣƜƧƷƫ ƞƤƜƭƚ ƭƩ Agile Mani-
festo ÙƩƮ ƟƢÕƩƬƤƠƶƭƢƥƠ ƭƩ 2001 ƜÙƵ 17 ƗƭƩÕƜ ƠƚưƠ ƧƜ ƥƗƧƠƤ ƜÙƩƥƦƠƤƬƭƤƥƗ ÕƠ software development. ŻÕƲƫ ƭƩ Agile 
Project Management æƂƊ ƠƚƧƜƤ ÕƵƧƩ ƞƤƜ software projects. ƂƚƧƜƤ ƞƤƜ ƥƗƣƠ ƭƶÙƩ ƜÙƵ project  ƵÙƩƮ ƭƩ ƯƮƬƤƥƵ ƜƧƭƤƥƠƚÕƠ-
ƧƩ ƭƩƮ ƘƪƞƩƮ ƠƚƧƜƤ ƗƞƧƲƬƭƩ. 
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ƏƮƧƙƣƲƫ ƬƭƩ ƥƦƜƬƤƥƵ project  management :  

¶ ƐƩ ƯƮƬƤƥƵ ƜƧƭƤƥƠƚÕƠƧƩ ƭƩƮ ƘƪƞƩƮ ƠƚƧƜƤ ƞƧƲƬƭƵ 

¶ ƑÙƗƪưƠƤ ƢÕƠƪƩÕƢƧƚƜ ƘƧƜƪƨƢƫ ƥƜƤ ƦƙƨƢƫ ƥƜƤ 

¶ ƐƩ Budget ƭƩƮ ƘƪƞƩƮ ƠƞƥƪƚƧƠƭƜƤ Ơƨõ Ɯƪưƙƫ 

 
ŻƭƜƧ ÕƤƦƗÕƠ ƵÕƲƫ ƞƤƜ new product development :  

¶ ƐƩ ƯƮƬƤƥƵ ƜƧƭƤƥƠƚÕƠƧƩ ƠƧƭƩÙƚơƠƭƜƤ ƬƭƜƟƤƜƥƗ ƥƜƤ ƮÙƗƪưƠƤ ƦƚƬƭƜ ÙƪƩƭƠƪƜƤƩƭƙƭƲƧ 

¶ ƑÙƗƪưƩƮƧ ÙƩƦƦƜÙƦƘƫ ƠƥƟƵƬƠƤƫ ƭƩƮ ÙƪƩƳƵƧƭƩƫ (releases) 

¶ ƐƩ Budget ƠƞƥƪƚƧƠƭƜƤ ƬƭƜƟƤƜƥƗ 

 

Agile ɩʍʋʎʀɾɾʚʎʀʅʏ 
Agile ÙƪƩƬƠƞƞƚƬƠƤƫ ƮÙƗƪưƩƮƧ ÙƩƦƦƘƫ: 

¶ SCRUM 

¶ AUP 

¶ TDD 

¶ DSDM 

¶ Kanban 

¶ EssUP 

¶ OpenUP 

¶ Pragmatic Programming 

¶ Adaptive Software Development  

¶ FDD 

¶ Agile Modeling 

¶ eXtreme Programming 

¶ Crystal  

¶ Lean 

¶ MSF, ƥƦÙ 

 
ƍƩƦƦƩƚ ƣƠƲƪƩƶƧ ƵƭƤ ƭƩ Agile ƠƚƧƜƤ ƬƮƧƷƧƮÕƩ ƭƩƮ SCRUM. ƍƗƧƭƲƫ ƘƧƜ ƠƚƧƜƤ ƟƠƟƩÕƘƧƩ: H SCRUM ƠƚƧƜƤ Ƣ ÙƤƩ ƞƧƲƬƭƙ ÕƠ-
ƣƩƟƩƦƩƞƚƜ agile. 
 

Manifesto  for  Agile  Software  Development  
ƐƩƧ ƒƠƝƪƩƮƗƪƤƩ ƭƩƮ 2001 ƟƘƥƜ ƠÙƭƗ (17) software  developers ƬƮƧƜƧƭƙƣƢƥƜƧ ƬƭƩ Snowbird, 
Utah, ƞƤƜ ƧƜ ƬƮơƢƭƙƬƩƮƧ «lightweight  development  methods ». ŸƭƬƤ ƟƢÕƩƬƚƠƮƬƜƧ ƭƩ «Mani-
festo  for  Agile Software  Development » ƞƤƜ ƧƜ ƩƪƚƬƩƮƧ ƭƢƧ ÙƪƩƬƘƞƞƤƦƬƢ ÙƩƮ ƭƷƪƜ ƞƧƲƪƚ-
ơƩƮÕƠ ƬƜƧ «agile software  development ». 

 

Manifesto for Agile Software Development  
http://agilemanifesto.org  

ƉƜƧƤƯƘƬƭƩ ƞƤƜ ƭƢƧ ƠƮƘƦƤƥƭƢ ƜƧƗÙƭƮƨƢ ƦƩƞƤƬÕƤƥƩƶ 
http :// agilemanifesto .org/ iso/el/  

We are uncovering better ways of developing  

software by doing it and helping others do it.  

ſƧƜƥƜƦƶÙƭƩƮÕƠ ƥƜƦƶƭƠƪƩƮƫ ƭƪƵÙƩƮƫ ƜƧƗÙƭƮƨƢƫ ƦƩƞƤƬÕƤƥƩƶ ƬƭƢƧ 

ÙƪƗƨƢ ƥƜƤ ƝƩƢƣƗÕƠ ƭƩƮƫ ƗƦƦƩƮƫ ƧƜ ƥƗƧƩƮƧ ƭƩ ƚƟƤƩ. 

Through this work we have come to value:  ſƮƭƙ Ƣ ƟƪƜƬƭƢƪƤƵƭƢƭƜ ÕƜƫ ƘưƠƤ ƩƟƢƞƙƬƠƤ ƬƭƩ ƧƜ ƜƨƤƩƦƩƞƩƶÕƠ: 

Individuals and interactions over  
processes and tools 

TƝ ƘƮƪÕƝ ƦƝƥ ƮƥƬ ƝƧƧƣƧơÙƥƠƫƘƭơƥƬ ÙƘƨƳ 
ƝÙƶ ƮƥƬ ƠƥƝƠƥƦƝƭƛơƬ ƦƝƥ ƮƝ ơƫƟƝƧơƛƝ 

Working software over  

comprehensive documentation  

Tƪ ƧƪƟƥƭÕƥƦƶ ÙƪƯ ƧơƥƮƪƯƫƟơƛ ÙƘƨƳ 

ƝÙƶ Ʈƣƨ ơƦƮơƨƚ ƮơƦÕƣƫƛƳƭƣ 

Customer collaboration over  

contract negotiation  

Tƣƨ ƭƯƨơƫƟƝƭƛƝ Õơ Ʈƪƨ ÙơƧƘƮƣ ÙƘƨƳ 

ƝÙƶ ƮƥƬ ƭƯÕƞƝƮƥƦƙƬ ƠƥƝÙƫƝƟÕƝƮơƷƭơƥƬ 

Responding to change over  

following a plan  

Tƣƨ ƝƨƮƝÙƶƦƫƥƭƣ ƭƮƣƨ ƝƧƧƝƟƚ ÙƘƨƳ 

ƝÙƶ Ʈƣƨ Ʈƚƫƣƭƣ ơƨƶƬ ÙƫƪƠƥƝƟơƟƫƝÕÕƙƨƪƯ ƭƱơƠƛƪƯ 

That is, whil e there is value in the items on  

the right, we value the items on the left more.  

ƉƠ ƗƦƦƜ ƦƵƞƤƜ, ÙƜƪƵƦƩ ÙƩƮ ƠƚƧƜƤ ƜƨƤƵƦƩƞƠƫ ƩƤ ƟƢƦƷƬƠƤƫ ƬƭƜ ƟƠ-

ƨƤƗ ÙƪƩƬƟƚƟƩƮÕƠ ÕƠƞƜƦƶƭƠƪƢ ƜƨƚƜ ƬƭƤƫ ƟƢƦƷƬƠƤƫ ƬƭƜ ƜƪƤƬƭƠƪƗ 

Names of the 17 people that signed the  

Agile Manifesto for Software development  

in February 2001.  

Greek translation was coordinated by:  

Jiannis Georgiadis, Dimitris Maketas and Ioannis Nikolaou  

The 23 Contributors/Reviewers in alphabetical order  are: 

1. Kent Beck 
2. Mike Beedle 

3. Arie van Bennekum 

4. Alistair Cockburn  

5. Ward Cunningham 

6. Martin Fowler  
7. James Grenning 

8. Jim Highsmith  

9. Andrew Hunt 

10. Ron Jeffries 

11. Jon Kern 
12. Brian Marick 

13. Robert C. Martin 

14. Steve Mellor 

15. Ken Schwaber 

16. Jeff Sutherland  
17. Dave Thomas 

1. Chris Aniftos  

2. Dimitris Anoudis  

3. Anthea Blana 

4. Alexander Chatzigeorgiou  
5. George Chatzigeorgiou  

6. Eleni Chourouzidou  

7. Kostantinos Christodoulou  

8. Peter Dalmaris  

9. Costas Economopoulos  
10. Alexander Facklis  

11. Jiannis Georgiadis 

12. Theofanis Giotis  

13. Anastasios Koutoumanos  

14. Kyriakos Kyriakatos  
15. Spyros Lambrinidis  

16. Dimitris Maketas 

17. Ioannis Nikolaou  

18. Eleni Salamani 

19. Fotis Sallas 
20. Diomidis Spinellis  

21. Dimitris Theodorou  

22. Maria Zianika  

23. Manolis Zoumpoulakis  
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12 Principles behind  the Agile Manifesto  | ρς ɚʍʔʘʏ ʌʋʑ ɿʅʘʌʋʑʉ ʐʋ 
ʀʑʘʇʅʆʐʋ ʈɻʉʅʒʘʎʐʋ 

 

 http :// agilemanifesto .org/ principles .html  http :// agilemanifesto .org/ iso/ el/ principles .html  

1.  
Customer satisfaction by rapid delivery of 

useful software  

ƍƪƷƭƢ ÕƜƫ ÙƪƩƭƠƪƜƤƵƭƢƭƜ ƠƚƧƜƤ Ƣ ƤƥƜƧƩÙƩƚƢƬƢ ƭƩƮ ÙƠƦƗƭƢ ÕƘƬƲ ƭƢƫ ƘƞƥƜƤƪƢƫ ƥƜƤ 

ƬƮƧƠưƩƶƫ ÙƜƪƗƟƩƬƢƫ ưƪƙƬƤÕƩƮ ƦƩƞƤƬÕƤƥƩƶ.  

2.  
Welcome changing requirements, even 

late in development  

ƌƤ ƜƦƦƜƞƘƫ ƬƭƤƫ ƜÙƜƤƭƙƬƠƤƫ ƠƚƧƜƤ ƠƮÙƪƵƬƟƠƥƭƠƫ, ƜƥƵÕƜ ƥƜƤ ƬƠ ÙƪƩưƲƪƢÕƘƧƜ ƬƭƗƟƤƜ 

ƭƢƫ ƜƧƗÙƭƮƨƢƫ. ƌƤ ƠƮƘƦƤƥƭƠƫ ƟƤƜƟƤƥƜƬƚƠƫ ƟƜÕƗơƩƮƧ ƭƤƫ ƜƦƦƜƞƘƫ ÕƠ ƬƭƵưƩ ƭƢƧ ƠƧƚƬưƮ-

ƬƢ ƭƩƮ ƜƧƭƜƞƲƧƤƬƭƤƥƩƶ ÙƦƠƩƧƠƥƭƙÕƜƭƩƫ ƭƩƮ ÙƠƦƗƭƢ.  

3.  
Working software is delivered frequently 

(weeks rather than months)  

ƍƜƪƜƟƚƟƩƮÕƠ ƬƮưƧƗ ƦƩƞƤƬÕƤƥƵ ÙƩƮ ƦƠƤƭƩƮƪƞƠƚ, ƬƠ ƟƤƜƬƭƙÕƜƭƜÕƠƪƤƥƷƧ ƠƝƟƩÕƗƟƲƧ ƙ 

ÕƢƧƷƧ, ÕƠ ÙƪƩƭƚÕƢƬƢ ƬƭƢ ƬƮƧƭƩÕƵƭƠƪƢ ưƪƩƧƤƥƙ ƥƦƚÕƜƥƜ.  

4.  
Working software is the principal measure 

of progress 
ƐƩ ƦƩƞƤƬÕƤƥƵ ÙƩƮ ƦƠƤƭƩƮƪƞƠƚ ƠƚƧƜƤ ƭƩ ƥƶƪƤƩ ÕƘƭƪƩ ÙƪƩƵƟƩƮ.  

5.  
Sustainable development, able to mai n-
tain a constant pace  

ƌƤ ƠƮƘƦƤƥƭƠƫ ƟƤƜƟƤƥƜƬƚƠƫ ÙƪƩƗƞƩƮƧ ƭƢƧ ƜƠƤƯƵƪƩ ƜƧƗÙƭƮƨƢ. ƌƤ ưƩƪƢƞƩƚ, Ƣ ƩÕƗƟƜ Ɯ-

ƧƗÙƭƮƨƢƫ ƦƩƞƤƬÕƤƥƩƶ ƥƜƤ ƩƤ ưƪƙƬƭƠƫ ƣƜ ÙƪƘÙƠƤ ƧƜ ƠƚƧƜƤ ƬƠ ƣƘƬƢ ƧƜ ƟƤƜƭƢƪƩƶƧ ƘƧƜ 
ƬƭƜƣƠƪƵ ƪƮƣÕƵ ƠÙ' ƜƵƪƤƬƭƩƧ. 

6.  
Close, daily cooperation between business 
people and developers 

ƌƤ ÙƪƩƞƪƜÕÕƜƭƤƬƭƘƫ ƥƜƤ ƩƤ ƠƤƟƤƥƩƚ ƭƢƫ ƜƞƩƪƗƫ ÙƪƘÙƠƤ ƧƜ ƬƮƧƠƪƞƗơƩƧƭƜƤ ƥƜƣƢÕƠƪƤƧƗ 
ƥƜƣ' ƵƦƢ ƭƢ ƟƤƗƪƥƠƤƜ ƭƩƮ ƘƪƞƩƮ.  

7.  
Face-to-face conversation is the best form 

of communication (co -location)  

Ƅ ÙƤƩ ƜÙƩƟƩƭƤƥƙ ƥƜƤ ƜÙƩƭƠƦƠƬÕƜƭƤƥƙ ÕƘƣƩƟƩƫ ƞƤƜ ƭƢ ÕƠƭƗƟƩƬƢ ÙƦƢƪƩƯƩƪƚƜƫ ÙƪƩƫ 
ƥƜƤ ƠƧƭƵƫ ƭƢƫ ƩÕƗƟƜƫ ƜƧƗÙƭƮƨƢƫ ƦƩƞƤƬÕƤƥƩƶ ƠƚƧƜƤ Ƣ ƬƮƧƩÕƤƦƚƜ ÙƪƵƬƲÙƩ ÕƠ ÙƪƵƬƲ-

ÙƩ.  

8.  
Projects are built around motivated ind i-

viduals, who should be trusted  

ƅƠÕƠƦƤƷƧƩƮÕƠ ƭƜ ƘƪƞƜ ƞƶƪƲ ƜÙƵ ƗƭƩÕƜ ÕƠ ÙƗƣƩƫ ƥƜƤ ƠƧƟƤƜƯƘƪƩƧ. æƤƜÕƩƪƯƷƧƩƮÕƠ 

ƭƩ ƥƜƭƗƦƦƢƦƩ ÙƠƪƤƝƗƦƦƩƧ, ƭƩƮƫ ÙƜƪƘưƩƮÕƠ ƭƢƧ ƜƧƜƞƥƜƚƜ ƮÙƩƬƭƙƪƤƨƢ, ƥƜƤ ƠÕÙƤ-

ƬƭƠƮƵÕƜƬƭƠ ƭƢƧ ƤƥƜƧƵƭƢƭƗ ƭƩƮƫ ƧƜ ƯƘƪƩƮƧ ƬƠ ÙƘƪƜƫ ƭƢƧ ƜÙƩƬƭƩƦƙ ƭƩƮƫ.  

9.  
Continuous attention to technical exce l-

lence and good design 

Ƅ ƟƤƜƪƥƙƫ ƘÕƯƜƬƢ ƬƭƢƧ ƭƠưƧƤƥƙ ƜƪƭƤƵƭƢƭƜ ƥƜƤ ƬƭƢƧ ƠƶƪƮƣÕƢ ƬưƠƟƚƜƬƢ ƠƧƤƬưƶƩƮƧ 

ƭƢƧ ƠƮƠƦƤƨƚƜ.  

10.  
Simplicityñthe art of maximizing the 

amount of work not done ñis essential 

Ƅ ƜÙƦƵƭƢƭƜ -- Ƣ ƭƘưƧƢ ƭƢƫ ÕƠƞƤƬƭƩÙƩƚƢƬƢƫ ƭƩƮ ƵƞƥƩƮ ƭƢƫ ƟƩƮƦƠƤƗƫ ÙƩƮ ƟƠƧ ưƪƠƤƗơƠ-

ƭƜƤ ƧƜ ƞƚƧƠƤ -- ƠƚƧƜƤ ƩƮƬƤƷƟƢƫ.  

11.  Self-organizing teams 
ƌƤ ƥƜƦƶƭƠƪƠƫ ƜƪưƤƭƠƥƭƩƧƤƥƘƫ, ƜÙƜƤƭƙƬƠƤƫ ƥƜƤ ƬưƘƟƤƜ ÙƪƩƥƶÙƭƩƮƧ ƜÙƵ ƩÕƗƟƠƫ ÙƩƶ 

ƩƪƞƜƧƷƧƩƧƭƜƤ ÕƵƧƠƫ ƭƩƮƫ.  

12.  
Regular adaptation to changing circu m-

stances 

ƏƠ ƭƜƥƭƗ ưƪƩƧƤƥƗ ƟƤƜƬƭƙÕƜƭƜ, Ƣ ƩÕƗƟƜ ƬƮƦƦƩƞƚơƠƭƜƤ ƞƤƜ ƭƩ ÙƷƫ ƣƜ ƞƚƧƠƤ ÙƤƩ ƜÙƩƭƠ-

ƦƠƬÕƜƭƤƥƙ, ƪƮƣÕƚơƩƧƭƜƫ ƥƜƤ ÙƪƩƬƜƪÕƵơƩƧƭƜƫ ƭƢ ƬƮÕÙƠƪƤƯƩƪƗ ƭƢƫ ƜƧƜƦƵƞƲƫ.  

 

ɬʅ ʀʚʉɻʅ ʂ SCRUM; 
«SCRUM is an iterative and incremental Agile software 

development framework for managing software pr o-

jects and product or application development .» 

 

H SCRUM ƠƬƭƤƗơƠƤ ƬƠ ÕƤƜ ƠƮƘƦƤƥƭƢ ƥƜƤ ƩƦƤƬƭƤƥƙ ÙƪƩƬƘƞƞƤ-

ƬƢ ƞƤƜ ƭƢƧ ƜƧƗÙƭƮƨƢ ƧƘƲƧ ÙƪƩƳƵƧƭƲƧ. Ƅ ƩÕƗƟƜ ƜƧƗÙƭƮƨƢƫ 

ƭƩƮ ÙƪƩƳƵƧƭƩƫ ƟƩƮƦƠƶƠƤ ƬƜƧ ƩÕƗƟƜ ƞƤƜ ƘƧƜƧ ƥƩƤƧƵ ƬƥƩÙƵ 

ƬƠ ƜƧƭƚƣƠƬƢ ÕƠ ƭƢƧ çtraditional , sequential approach». Ƅ 

SCRUM ƠÙƤÕƘƧƠƤ ƞƤƜ ƭƢƧ ƟƢÕƤƩƮƪƞƚƜ «self-organizing 

teams» ÙƩƮ ƠƚƧƜƤ co-located  ƥƜƤ ƠÙƤƥƩƤƧƲƧƩƶƧ ÕƵƧƩ ÙƪƩƯƩƪƜƥƗ ƥƜƤ face to  face ƞƤƜ ƵƦƜ ƭƜ ƣƘÕƜƭƜ ƭƩƮ ƘƪƞƩƮ. 

 

ɢʎʐʋʍʚɻ ʐʂʏ SCRUM 
Ƅ SCRUM ÙƠƪƤƞƪƗƯƭƢƥƠ ƭƩ 1986 ƜÙƵ ƭƩƮƫ Hirotaka Takeuchi  ƥƜƤ Ikujiro Nonaka  ƬƭƩ «New New Product Develo p-

ment Game», Harvard Business Review, 1st of January 1986. ƌƤ ƬƮƞƞƪƜƯƠƚƫ ÙƠƪƤƘƞƪƜƱƜƧ ÕƤƜ ƧƘƜ ÙƪƩƬƘƞƞƤƬƢ ƞƤƜ ƭƢƧ 

ƜƧƗÙƭƮƨƢ ƠÕÙƩƪƤƥƷƧ ÙƪƩƳƵƧƭƲƧ ÙƩƮ ƣƜ ƜƮƨƙƬƠƤ ƭƢƧ ƭƜưƶƭƢƭƜ ƥƜƤ ƭƢƧ ƠƮƠƦƤƨƚƜ ÙƩƮ ƝƜƬƤơƵƭƜƧ ƬƠ case studies ƜÙƵ ƝƤƩ-

ÕƢưƜƧƚƠƫ automotive , photocopier  ƥƜƤ printer . 

 

ſƮƭƙ ƭƢ ÙƪƩƬƘƞƞƤƧƢ  ƭƢƧ ƩƧƵÕƜƬƜƧ «holistic  or rugby approach», ƵÙƩƮ ƵƦƢ Ƣ ƟƤƜƟƤƥƜƬƚƜ ƞƚƧƠƭƜƤ ƜÙƵ ƘƧƜ cross-

functional  team ƬƠ ÙƩƦƦƜÙƦƘƫ overlapping phases. Ƅ ƩÕƗƟƜ ÙƪƩƬÙƜƣƠƚ ƧƜ ƟƤƜƧƶƬƠƤ ƭƢƧ ƜÙƵƬƭƜƬƢ ƬƜƧ ƬƶƧƩƦƩ çpassing 

the ball  back and forth ». 

 

ƐƩ 1995 ƩƤ Sutherland  ƥƜƤ Schwaber  ƬƭƩ Austin, Texas, ÙƜƪƩƮƬƚƜ-

ƬƜƧ ƜÙƵ ƥƩƤƧƩƶ ƘƧƜ paper ÙƠƪƤƞƪƗƯƩƧƭƜƫ ƭƢƧ ÕƠƣƩƟƩƦƩƞƚƜ SCRUM 

ƬƭƩ «Business Object  Design and Implementation  Workshop» ÙƩƮ Ƙ-

ƞƤƧƠ ƬƜƧ ÕƘƪƩƫ ƭƩƮ ƬƮƧƠƟƪƚƩƮ «Object -Oriented Programming, 

Systems, Languages & Applications '95 (OOPSLA '95) ». 

 

ƏƶÕƯƲƧƜ ÕƠ ƘƪƠƮƧƜ ƭƢƫ SCRUM Alliance  Ʃ ƥƶƪƤƩƤ ƦƵƞƩƤ ÙƩƮ ƩƤ Ʃƪ-

ƞƜƧƤƬÕƩƚ ưƪƢƬƤÕƩÙƩƤƩƶƧ SCRUM ƠÕƯƜƧƚơƩƧƭƜƤ ƬƭƩ ÙƜƪƗÙƦƠƮƪƩ ƟƤƗ-

ƞƪƜÕÕƜ. 
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ɫʀ ʌʋʅʋʞʏ ɻʌʀʑʃʞʉʀʐɻʅ ʐʋ SCRUM Workshop ; 
ſƮƭƙ Ƣ ƠƥÙƜƚƟƠƮƬƢ ƜÙƠƮƣƶƧƠƭƜƤ ƬƠ managers, programmers, testers, analysts, product managers  ƥƜƤ ƩÙƩƤƩƧƟƙÙƩƭƠ 

ƗƦƦƩƧ ƠƧƟƤƜƯƘƪƠƭƜƤ ƧƜ ƟƩƮƦƠƶƠƤ ÕƠ ƘƧƜ ƟƤƜƯƩƪƠƭƤƥƵ ƭƪƵÙƩ ƜÙƵ ƭƩƧ òCommand and Controló ƙ ƠÙƤƣƮÕƠƚ ƧƜ ƟƠƤ ƭƤƫ Ɯƪ-

ưƘƫ ƭƢƫ SCRUM.  

 

ƏƮƧƙƣƲƫ ƵƦƢ Ƣ ƩÕƗƟƜ ÙƜƪƜƥƩƦƩƮƣƠƚ ƭƢƧ ƠƥÙƜƚƟƠƮƬƢ ÕƜơƚ. ƒƠƶƞƩƧƭƜƫ ƜÙƵ ƭƢƧ ƠƥÙƜƚƟƠƮƬƢ ƩƤ ƬƮÕÕƠƭƘưƩƧƭƠƫ ƣƜ Ƙ-

ưƩƮƧ ƦƗƝƠƤ ƵƦƠƫ ƭƤƫ ƜÙƜƪƜƚƭƢƭƠƫ ƞƧƷƬƠƤƫ ƞƤƜ ƭƢƧ SCRUM ƷƬƭƠ ƧƜ ÕÙƩƪƩƶƧ ƧƜ ƮƦƩÙƩƤƙƬƩƮƧ ƭƩ ÙƪƷƭƩ ƭƩƮƫ Sprint ÕƠƭƗ 

ƜÙƵ ƭƢƧ ƠƥÙƜƚƟƠƮƬƢ. 

 

ɞʆʌɻʅɿʀʑʐʅʆʝ ʑʇʅʆʝ ʐʋʑ ʎʀʈʅʉɻʍʚʋʑ 
ʅˍʰ ˉ˂ʰʾˋʽʰ ˍʹˌ ʶˁˉʰʾʵʶˎˋʹˌ ʻʰ ʵˇʻˇˏ˄ ʵʽʰ˒ʱ˄ʶʽʶˌΣ ŎŀǎŜ ǎǘǳŘƛŜǎΣ ˎ˂ʽˁˈ ˋʶ t5CΣ ˁʰʻ˗ˌ ˁʰʽ ˍˇ SCRUM Guide. 
 
ʇ˂ʽˁˈ ˍʹˌ ʶˁˉʰʾʵʶˎˋʹˌ ʶˁˍˎˉ˖˃ʷ˄ˇ ʴʽʰ ˍˇˎˌ ˋˎ˃˃ʶˍʷ˔ˇ˄ˍʶˌ όˉʶˊʾˉˇˎ олл ˋʶ˂ʾʵʶˌύΣ ˁˇˋˍʾʸʶʽ нрϵ ʰ˄ʱ ˋˎ˃˃ʶˍʷ˔ˇ˄ˍʰ.  
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ɩɪɨɚɩɚɢɬɨɭɥɞɦɚ 
ƁƤƜ ƧƜ ÙƜƪƜƥƩƦƩƮƣƙƬƠƤ ƥƗÙƩƤƩƫ ƜƮƭƵ ƭƩ SCRUM workshop ÙƪƩƭƠƚƧƠƭƜƤ ƧƜ ƘưƠƤ ƝƜƬƤƥƙ ƠÕÙƠƤƪƚƜ ƬƠ ƘƪƞƜ ƥƜƤ project 
teams.  
 

ɯɱɪɨɫ ɞɣɩɚɢɝɞɭɫɠɫ 
ƁƤƜ ÙƗƧƲ ƜÙƵ 10 ƬƮÕÕƠƭƘưƩƧƭƠƫ Ƣ ƠƥÙƜƚƟƠƮƬƢ ÙƪƘÙƠƤ ƧƜ ƞƚƧƠƤ ƬƠ ưƷƪƩ ƵÙƩƮ: 

¶ ƭƜ ƭƪƜÙƘơƤƜ ƥƜƤ ƭƜ ƥƜƣƚƬÕƜƭƜ ÕÙƩƪƩƶƧ ƧƜ ÕƠƭƜƥƤƧƢƣƩƶƧ ƞƤƜ ƧƜ ƥƗƧƩƮÕƠ ƩÕƗƟƠƫ ƭƲƧ  4 ƘƲƫ 6 ƜƭƵÕƲƧ 

ƙ 

¶ ƮÙƗƪưƩƮƧ ƙƟƢ ƪƩƭƵƧƭƠƫ ƬƭƩƧ ưƷƪƩ ƠƥÙƜƚƟƠƮƬƢƫ ƭƲƧ 4 ƘƲƫ 6 ƜƭƵÕƲƧ. 

 

ɝɢɚɪɣɞɢɚ ɞɣɩɚɢɝɞɭɫɠɫ 
Ƅ ƟƤƗƪƥƠƤƜ ƭƩƮ workshop ƠƚƧƜƤ ƬƠ 2 ƢÕƘƪƠƫ (16 ƷƪƠƫ - 2 full  days)ƥƜƤ ƥƜƦƶÙƭƠƤ ƭƤƫ ƝƜƬƤƥƘƫ ƞƧƷƬƠƤƫ ƞƤƜ ƭƩ SCRUM. 

 
ƏƜƧ custom course  ÕÙƩƪƠƚ ƧƜ ƞƚƧƠƤ ƬƠ ưƷƪƩ ƭƢƫ ƠƭƜƤƪƠƚƜƫ ƬƠ 2 ƢÕƘƪƠƫ (16 ƷƪƠƫ - 2 full  days) ƙ 3 ƢÕƘƪƠƫ (24 ƷƪƠƫ ð 
3 full  days) 

1. ƐƩ ƟƤƙÕƠƪƩ ƥƜƦƶÙƭƠƤ ƭƤƫ ƝƜƬƤƥƘƫ ƞƧƷƬƠƤƫ ƞƤƜ ƭƩ SCRUM 
2. ƐƩ ƭƪƤƙÕƠƪƩ ƥƜƦƶÙƭƠƤ ƠÙƤÙƦƘƩƧ ƣƘÕƜƭƜ ƥƜƤ ÙƠƪƤƬƬƵƭƠƪƠƫ ƜƬƥƙƬƠƤƫ. 

 

ɫɭɥɥɞɬɞɯɨɦɬɞɫ 
ƐƩ ƜƧƷƭƠƪƩ 20 ƗƭƩÕƜ 
 

ɜɤɱɫɫɚ ɞɣɩɚɢɝɞɭɫɠɫ 
Ƅ ƞƦƷƬƬƜ ƟƤƟƜƬƥƜƦƚƜƫ ÕÙƩƪƠƚ ƧƜ ƠƚƧƜƤ: 

¶ ƂƈƈƄƊƆƇƄ (ƵƦƢ Ƣ ƩƪƩƦƩƞƚƜ ƠƚƧƜƤ ƬƭƢƧ ſƞƞƦƤƥƙ) 
ƙ 

¶ ſƁƁƈƆƇƄ 

 

ɩɢɫɬɨɩɨɢɠɬɢɣɨ ɩɚɪɚɣɨɤɨɭɡɠɫɠɫ 
To ÙƤƬƭƩÙƩƤƢƭƤƥƵ ÙƜƪƜƥƩƦƩƶƣƢƬƢƫ ƠƚƧƜƤ ƮÙƩƞƠƞƪƜÕÕƘƧƩ ƜÙƵ ƭƢƧ ITEC-CONSULTING Ʋƫ PMI R.E.P. ƥƜƤ ƭƩƧ Certified 
Instructor, ƥƜƤ ƟƚƟƠƤ ƬƭƩƧ ƬƮÕÕƠƭƘưƩƧƭƜ, ÙƜƞƥƩƬÕƚƩƮ ƜƧƜƞƧƷƪƤƬƢƫ, òcertificate of attendanceó ÕƠ:  

¶ 16 contact hours  ƞƤƜ ƭƢƧ ƮÙƩƝƩƦƙ ƭƢƫ ƜƚƭƢƬƢƫ PMI-ACPSM 

¶ 16 PDU's/SEUõs ƞƤƜ ƭƢƧ ƟƤƜƭƙƪƢƬƢ ƭƲƧ ƭƚƭƦƲƧ ÙƤƬƭƩÙƩƚƢƬƢƫ, PMP, PMI-ACP, CSM, SCRUM 

 

ɣɨɫɬɨɫ ɞɢɫɠɜɠɫɞɱɦ 
ƐƩ ƥƵƬƭƩƫ ƭƲƧ ƠƤƬƢƞƙƬƠƲƧ ÙƠƪƤƦƜÕƝƗƧƠƤ: 

¶ ƂƤƬƢƞƙƬƠƤƫ 

¶ ƇƜƯƘ ƥƜƤ ƜƧƜƱƮƥƭƤƥƗ 

¶ ƇƜƧƩƧƤƥƵ ƯƜƞƢƭƵ ƞƤƜ ƭƩ ÙƪƲƤƧƵ ƭÕƙÕƜ 

¶ SKYPE teleconference  2 ƯƩƪƘƫ ÕƠƭƗ ƭƩ ƭƘƦƩƫ ƭƢƫ ƠƥÙƜƚƟƠƮƬƢƫ 

¶ ƍƪƵƬƝƜƬƢ ƬƭƩ ƥƤƧƢƭƵ ƥƜƤ ƭƩ email ƭƩƮ ƠƤƬƢƞƢƭƙ 

¶ ƍƜƞƥƩƬÕƚƩƮ ƜƧƜƞƧƷƪƤƬƢƫ ƍƤƬƭƩÙƩƤƢƭƤƥƵ  

 
ƌƤ ƢÕƠƪƩÕƢƧƚƠƫ ƟƤƠƨƜƞƲƞƙƫ ƭƲƧ open SCRUM workshops ƝƪƚƬƥƩƧƭƜƤ  ƠƟƷ... ƁƤƜ custom groups ƠÙƤƥƩƤƧƲƧƙƬƭƠ ÕƜơƚ ÕƜƫ. 

 

ƐƩ ƥƵƬƭƩƫ ƠƥÙƜƚƟƠƮƬƢƫ, ƭƵƬƩ ƞƤƜ open course, ƵƬƩ ƥƜƤ ƞƤƜ custom course, ƠÙƤƟƩƭƠƚƭƜƤ 
ƜÙƵ ƭƩ ÙƪƵƞƪƜÕÕƜ ƈſƂƇ ƌſƂæ ƞƤƜ ƠƪƞƜơƵÕƠƧƩƮƫ ÙƩƮ ƠƚƧƜƤ ƜƬƯƜƦƤƬÕƘƧƩƤ ƬƭƩ ƆƇſ. 
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High Lever Content  Out line and Learning Object ives 

for SCRUM Workshop  
 

 

 

I .  General Knowledge  
I.A. Agile Manifesto  
I.B. SCRUM Foundations  

I.B.1. Empirical and defined processes  
I.B.2. Sprint  
I.B.3. 4ÈÅ 3ÉÇÎÉÆÉÃÁÎÃÅ ÏÆ Ȱ$ÏÎÅȱ 
I.B.4. The Five SCRUM Values 
I.B.5. Applicability of SCRUM 

 

I I .  SCRUM Roles 
II.A. Overview of SCRUM Roles 
II.B. SCRUMMaster  

II.B.1. Responsibilities  
B.2. Authority  

 

II.C. Product Owner  
II.C.1. Responsibilities  
II.C.2. Authority  
II.C.3. Constraints  
II.C.4. Single Overall Product Owner per Product  
II.C.5. Organizational Respect  

 

II.D. The Team 
II.D.1. Responsibilities  
II.D.2. Authority  
II.D.3. Teamwork  
II.D.4. Team Characteristics  

II.E. Impact on Traditional Roles  
II.E.1. No Project Manager  
II.E.2. Specialists  

 

I I I .  SCRUM Meetings  
III.A.  Sprint Planning Meeting  
III.B.  Daily SCRUM Meeting  
III.C. Sprint Review Meeting  
III.D.  Sprint Retrospective Meeting  
III.E. Release Planning Meeting  

 
 
 
 
 
 
 

IV. SCRUM Ar ti facts  
IV.A. Product Backlog  

IV.A.1. Definition  
IV.A.2. Contents 
IV.A.3. Management and Refinement  
IV.A.4. Responsibility and Participation  
IV.A.5. Item Readiness  
IV.A.6. Item Estimation  

 

IV.B. Product Increment  and the 
Definition of Done  
IV.B.1. Definition of Product Increment  
IV.B.2. Development of a Product Increment  
IV.B.3. Definition of Done (DoD)  
IV.B.4. Understanding the DoD  

 

IV.C. Sprint Backlog  
IV.C.1. Definition  
IV.C.2. Purpose  
IV.C.3. Management  
IV.C.4. Responsibility  
IV.C.5. Update Scope 
IV.C.6. Update Frequency  

 

IV.D. Burndown Charts  
IV.D.1. Sprint Burndown Chart  
IV.D.2. Release Burndown Chart  

 

V. Scaling SCRUM 
V.A. Working with Multiple 

SCRUM Teams 
V.A.1. Scaling Teams 
V.A.2. Scaling Product Owners 
V.A.3. Scaling the Product Backlog  
V.A.4. Scaling the Sprint Meetings  

 

V.B. Working with Distributed 
SCRUM Teams 
V.B.1. Product Owner in a Different Location  
V.B.2. SCRUM Team Split among Different Loc a-

tions  
V.B.3. Importan ce of Infrastructure and Eng i-

neering Practices

mailto:Theofanis.Giotis@12pm.eu


 

SCRUM Workshop Theofanis.Giotis@12pm.eu Revision: 6 ƆƩƮƦƚƩƮ 2015, 00:18 p. 12 of 20 
 

Detail Level Content  Out line and Learning Object ives 

SCRUM Workshop  
 

I .  General Knowledge   

I.A. Agile Manifesto  Define and describe the four values of Agile as stated in the Agile Manifesto. 

I.B. SCRUM Foundations   

I.B.1. Empirical and defined pr o-
cesses 

Define and describe the two terms, including a description of inspect, adapt, 
and transparency as the three legs of an empirical  process. Describe how the 
SCRUM Framework is based on empirical  process. 

I.B.2. Sprint  a.  Iterative and Incremental 
Describe how SCRUM uses iterative and incremental development, and 
identi fy the benefits of developing products in an iterative-Ȥincremental fash-
ion. 

b. Protected 
Identify in which ways the Sprint is protected and what it protects. Describe why 
the Sprint is protected. 

c. Timeboxed 
1) Describe what a timebox is, and identify the meaning of Sprints 

being ȰtimeboxedȢȱ 
2) Describe the typical duration of a Sprint. Identify the trade-Ȥoffs be-

tween shor ter and longer duration Sprints. 

I.B.3. 4ÈÅ 3ÉÇÎÉÆÉÃÁÎÃÅ ÏÆ Ȱ$ÏÎÅȱ Define the role of Ȱdone,ȱ and describe the importance of having a potentially ship-
pable product increment at the end of each Sprint in order to optimize business val-
ue, mitigate risk, and maximize transparency. 

I.B.4. The Five SCRUM Values Identify the five SCRUM values, and use examples of how SCRUM practices support 
the application of each. 

I.B.5. Applicability of SCRUM Identify the environments in which the application of SCRUM would lead to excellent 
results. 

I I .  SCRUM Roles  

II.A. Overview of SCRUM 
Roles 

Identify the three SCRUM roles and describe why these roles form the SCRUM Team. 

II.B. SCRUMMaster   

II.B.1. Responsibilities  a.  Process - Related Responsibilities 
Describe the responsibilities of the SCRUMMaster to implement the SCRUM 
Framework, teach and coach people on how to perform in the various roles. 

b. Acts as a Change Agent 
Describe how the SCRUMMaster will  use the learning points of the SCRUM 
Team to push for changes in the organization in support of SCRUM and how 
the SCRUMMaster might do this. 

c. Serves the Product Owner and Team 
Identify how the SCRUMMaster helps the Product Owner and Team in being 
better able to do their  jobs by assisting them, facilitating creativity and fos-
tering empowerment. 

d. Removes Impediments 
Identify how the SCRUMMaster removes impediments 

e. Coaches the Product Owner and Team 
Identify how the SCRUMMaster coaches the Product Owner and Team by 
teaching and helping improve productivity, work ing practices and tools. 

f. Protects the Team 
Identify how the SCRUMMaster will  shield the Team from interruptions 
or interferences during the Sprint and help ensure the organization re-
spects the commitment of the Team during the Sprint. 

g. Guides the Team 
Describe how the SCRUMMaster will  model the values and principles of Ag-
ile and SCRUM, encouraging the team to challenge themselves while re-
maining true to the spirit of SCRUM. 
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B.2. Authority  Describe how the authority of the SCRUMMaster is largely indirect and spr ings 
mainly from a deep knowledge of SCRUM principles and practices. The SCRUM-
Master has no authority to make decisions on behalf of the Team, cannot commit to 
dates of delivery or scope but may enforce the SCRUM process. 

II.C. Product Owner   

II.C.1. Responsibilities  a.  Drives Product Success 
Identify how the Product Owner will drive product success by maintaining the 
Product Backlog and guiding the Team with upȤÔÏ-date knowledge of user and 
market  need. 

b. Creates the Product Vision 
Describe how the Product Owner creates a Product Vision and shares it with 
the Team to provide it with a clear goal. Analyze how the creation of a Product 
Vision can motivate a Team to deliver a high quality product. 

c. Creates and Maintains the Product Backlog 
Identify the responsibil ity of the Product Owner to create an initial Product 
Backlog, and refine and continuously maintain it. The Product Backlog should 
be regularly  updated as new information is uncovered. 

d. Collaborates with the Team 
Define and describe the Product OwnÅÒȭs responsibil ity to continuously col-
laborate with the Team to better understand requirements and support the 
Team to identify how to solve them. 

e. Collaborates with Stakeholders 

Define different types of stakeholders and describe how the Product Owner 
facilitates collaboration between all stakeholders. 

f. Participates in Sprint meetings 
Identify the requirement for the Product Owner to participate in both the 
Sprint Planning meeting and the Sprint Review meeting and that the Product 
Owner may also participate in the Daily SCRUM meeting and Sprint Retro-
spective. 

II.C.2. Authority  Define and describe the Product OwnÅÒȭs authority over the Product Backlog items 
and their  priorities. Also describe the Product OwnÅÒȭs authority in determining 
when product increments will  be released, without overruling 4ÅÁÍȭÓ estimated ef-
fort required to complete those increments and without violating the Sprint com-
mitment. 

II.C.3. Constraints   

II.C.4. Single Overall Product 
Owner per Product  

a. Define the role of the Product Owner in achieving the objectives of the Sprint. 
b. Describe the importance of having a single person playing this role. 

II.C.5. Organizational Respect  Identify that the Product Owner should be given the authority to make the necessary 
decisions to achieve the ROI on the Product, as described in the SCRUM Framework. 

II.D. The Team  

II.D.1. Responsibilities  a.  Self-Organizing and Whole Team Accountability 
Analyze the reasons and implications of self-ȤÏÒÇÁÎÉÚÁÔÉÏÎ ÁÎÄ ×ÈÏÌÅ 4ÅÁÍ 
accountability in SCRUM, and identify the reasons to not have an appointed 
Team leader. 

b. Delivers a Product Increment 
Describe the importance of creating a potentially shippable product incre-
ment in every Sprint, and what it means for the Team composition and collab-
oration. 

c. Manages the Sprint Backlog and Sprint Progress Tracking 
Describe how the Team creates and maintains the Sprint Backlog and tracks 
Sprint progress. 

d. Participates in Sprint Meetings 
Identify the role the Team plays in Sprint Planning meeting, Sprint Review 
meeting, Daily SCRUM meeting, and Sprint Retrospective. Describe how the 
team interacts and contributes to reach each meeting goal. 

II.D.2. Authority  Describe the authority given to the Team and the balance with the responsibil ity the 
Team is accountable for. Identify the scope in which the Team authority is valid. 

II.D.3. Teamwork  Describe how building a highly productive Team takes time and patience and that the 
Team will  need to be guided through this journey by the SCRUMMaster. Identify why 
it  is more important that the Team succeeds than any individual member of the 
Team. 

II.D.4. Team Characteristics  Identify the desirable characteristics of the Team in terms of its size, proximity, skills, 
and time availability. 
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II.E. Impact on Trad i-
tional Roles  

 

II.E.1. No Project Manager  Analyze why the project manager role is not present in the SCRUM Framework. 

II.E.2. Specialists  Describe how highly specialized roles like business analyst and software architect are 
likely to change in SCRUM. 

I I I .  SCRUM Meetings   

III.A.  Sprint Planning 
Meeting  

For the Sprint Planning meeting, describe the following: 

¶ The objective of the meeting and required outcomes. 

¶ Who participates in the meeting. 

¶ When the meeting occurs. 

¶ How long the meeting is allowed to last. 

¶ Any necessary inputs for the meeting. 

¶ Activities and techniques the SCRUM Team can employ to achieve the objec-
tives of the meeting. 

¶ The goals of the two parts in which the meeting is usually split. 

III.B.  Daily SCRUM Meet-
ing  

For the Daily SCRUM meeting, describe the following: 

¶ The objective of the meeting and required outcomes. 

¶ Who participates in the meeting. 

¶ When the meeting occurs. 

¶ How long the meeting is allowed to last. 

¶ Any necessary inputs for the meeting. 

¶ Activit ies and techniques the SCRUM Team can employ to achieve 
the objectives of the meeting. 

III.C. Sprint Review Mee t-
ing  

For the Sprint Review meeting, describe the following: 

¶ The objective of the meeting and required outcomes. 

¶ Who participates in the meeting. 

¶ When the meeting occurs. 

¶ How long the meeting is allowed to last. 

¶ Any necessary inputs for the meeting. 

¶ Activit ies and techniques the SCRUM Team can employ to achieve 
the objectives of the meeting. 

III.D.  Sprint Retrospective 
Meeting  

For the Sprint Retrospective meeting, describe the following: 

¶ The objective of the meeting and required outcomes. 

¶ Who participates in the meeting. 

¶ When the meeting occurs. 

¶ How long the meeting is allowed to last. 

¶ Any necessary inputs for the meeting. 

¶ Activit ies and techniques the SCRUM Team can employ to achieve 
the objectives of the meeting. 

III.E. Release Planning 
Meeting  

For the Release Planning meeting, describe the following: 

¶ Circumstances in which the Release Planning meeting may be helpful. 

¶ The objective of the meeting and required outcomes. 

¶ Who participates in the meeting. 

¶ When the meeting occurs. 

¶ How long the meeting is allowed to last. 

¶ Any necessary inputs for the meeting. 

¶ Activit ies and techniques the SCRUM Team can employ to achieve 
the objectives of the meeting. 

¶ The importance of updating release plans based on Sprint  results and esti-
mations 

IV. SCRUM Ar ti facts   

IV.A. Product Backlog   

IV.A.1. Definition  Identify the Product Backlog as an ordered and emerging list of user needs plus any-
thing else that is required to fulfill  the Product Vision. 
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IV.A.2. Contents a) Describe how the detail of the Product Backlog items will  be tied to their  po-
sition (or order) and how the Product Backlog contents will  change over time. 

b) Describe how the Product Backlog will  contain functional, non-Ȥfunctional, 
architectural, and infrastructural elements as well  as risks that need to be 
removed or mitigated. Wherever possible, items on the Product Backlog 
will  be in vertical slices (i.e., each providing value to the user). 

IV.A.3. Management and Refin e-
ment  

Identify the need for the Product Backlog to be refined periodically in order for it to 
remain good enough for the next level of planning. The whole SCRUM Team can par-
ticipate in the refinement of the Product Backlog. 

IV.A.4. Responsibility and Partic i-
pation  

Identify why the Product Owner is ultimately responsible for the content and state 
of the Product Backlog, though anyone is able and encouraged to contr ibute to the 
Product Backlog. 

IV.A.5. Item Readiness  Describe that, in order for an item to be considered ready for inclusion in a Sprint, 
each Product Backlog item should be small enough to fit into a Sprint and must be 
clear in the expectations of the Product Owner (i.e., by specifying acceptance criteria). 

IV.A.6. Item Estimation  Describe that the Team is responsible for estimating the items on the Product Back-
log and that this estimate should be made in the simplest, most consistent, and most 
realistic manner possible. SCRUM does not require any specific estimation 
techniques. 

IV.B. Product Increment 
and the Definition of 
Done 

 

IV.B.1. Definition of Product I n-
crement  

Describe that, at the end of each Sprint, the Product Owner should have the oppor-
tunity to realize value from the investment put in to date as an increment of func-
tionality perceivable to the final user of the Product. (i.e., they could begin the de-
ployment process for the work that has been done this Sprint, if  they choose). 

IV.B.2. Development of a Product 
Increment  

Identify that the Team will  be developing every item from the Product Backlog with 
the view that this will  be completed to a state of potentially  shippable. 

IV.B.3. Definition of Done (DoD)  Identify that SCRUMȭs minimal DoD means potentially shippable. If the Team is using 
anything other than that minimal DoD, it should be explicitly captured. 

IV.B.4. Understanding the DoD  Analyze the consequences of an inadequate DoD for the Team, the product, and the 
organization, and identify that any ȰÕndoneȱ Product Backlog must be returned to 
the Product Backlog. Analyze the consequences of having a product in aÎ Ȱunsta-
ble/ undefinedȱ state due to accumulated Ȱundoneȱ work. 

IV.C. Sprint Backlog   

IV.C.1. Definition  Identify the Sprint Backlog as the 4ÅÁÍȭÓ plan for how it is going to turn the Product 
Backlog items selected for a Sprint into potentially shippable functionality. 

IV.C.2. Purpose  Describe the Sprint BacklogȭÓ two main purposes: a detailed view of the Team's ex-
pected work for a Sprint and a tool for the Team to manage itself  during the Sprint. 

IV.C.3. Management  Define and describe at least one technique for managing the Sprint Backlog (e.g., a 
Sprint Backlog task board). 

IV.C.4. Responsibility  Describe the responsibility of the Team for creating and maintaining the Sprint Back-
log. 

IV.C.5. Update Scope Identify that the Sprint Backlog should, at all times, show what items are being 
worked on and by whom. Sometimes the Sprint Backlog should also show how much 
effort is still  required to complete these items. 

IV.C.6. Update Frequency  Describe the need for the Team to update the Sprint Backlog at least once a day. 

IV.D. Burndown Charts  Describe the circumstances under which Burndown Charts are useful. 
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H ITEC-CONSULTING Ǻǵ PMI R.E.P. 

 

 

 

Ƅ ITEC-CONSULTING, ƥƩƪƮƯƜƚƜ ƠƭƜƤƪƠƚƜ ÙƜƪƩưƙƫ ƮÙƢƪƠƬƤƷƧ ƠƥÙƜƚƟƠƮƬƢƫ ƬƠ pro-
ject  management ƥƜƤ consulting ƬƭƢƧ ƂƦƦƗƟƜ, ƠƚƧƜƤ Ƣ 1Ƣ ƠƨƩƮƬƤƩƟƩƭƢÕƘƧƢ ƠƭƜƤƪƠƚƜ 
ƬƭƢƧ ƂƦƦƗƟƜ ƜÙƵ ƭƩ Project  Management Institute  (PMI) ƥƜƭƘưƩƧƭƜƫ ƭƩƧ ƭƚƭƦƩ 
PMI Registered  Education  Provider  (R.E.P.) ƜÙƵ ƭƩ 2003. To 2014 Ƣ ƠƭƜƤƪƠƚƜ ƘƞƤ-
ƧƠ ƥƜƤ PRINCE2 Authorized Training Organization  ƜÙƵ ƭƢƧ PeopleCert 
 

ſƮƭƙ Ƣ ÙƤƬƭƩÙƩƚƢƬƢ ƟƚƟƠƤ ƠƨƩƮƬƤƩƟƵƭƢƬƢ ƬƭƢƧ ITEC-CONSULTING ƧƜ ÙƪƩƬƯƘƪƠƤ 
ƠƥÙƜƤƟƠƮƭƤƥƘƫ ƮÙƢƪƠƬƚƠƫ ƬƠ Project Management ƥƜƣƷƫ ƥƜƤ ÙƪƩÙƜƪƜƬƥƠƮƜƬƭƤƥƗ 
ƬƠÕƤƧƗƪƤƜ ÙƪƩƠƭƩƤÕƜƬƚƜƫ ƞƤƜ ƭƤƫ ƠƨƠƭƗƬƠƤƫ ƭƢƫ ƟƤƠƣƧƙƫ ÙƤƬƭƩÙƩƚƢƬƢƫ: Project 
Management Professional - PMP® ƥƜƤ PRINCE2 Foundation/Practitioner. 

 
ƐƩƧ ƉƗƤƩ ƭƩƮ 2007 Ƣ ITEC-CONSULTING ƮÙƘƞƪƜƱƠ ƬƮÕƯƲƧƚƜ ƜÙƩƥƦƠƤƬƭƤƥƙƫ 
ƬƮƧƠƪƞƜƬƚƜƫ ÕƠ ƭƢƧ RMC Project Ʋƫ RMC Authorized Training Partner  ƥƜƤ 
RMC Authorized Product Distributor  ƞƤƜ ƭƢƧ Ƃƈƈſæſ & ƇƑƍƎƌ. 
 
H RMC Project Management, ƣƠƲƪƠƚƭƜƤ ÙƜƞƥƩƬÕƚƲƫ ƠƭƜƤƪƠƚƜ ƢƞƘƭƢƫ Ƭƭo 
ưƷƪƩ ƭƢƫ ƠƥÙƜƚƟƠƮƬƢƫ ƭƩƮ Project Management. ƁƤƜ ƭƢƧ ƩƪƤƬƭƤƥƩÙƩƚƢƬƢ ƭƢƫ 
ƜÙƩƥƦƠƤƬƭƤƥƙƫ ƬƮƧƠƪƞƜƬƚƜƫ, Ʃ ƅƠƩƯƗƧƢƫ ƁƤƷƭƢƫ, æƤƠƮƣƶƧƲƧ ƏƶÕƝƩƮƦƩƫ 
ƭƢƫ ITEC-CONSULTING, ƠƥÙƜƤƟƠƶƭƢƥƠ Ʋƫ RMC Instructor  ƬƭƜ ƥƠƧƭƪƤƥƗ ƞƪƜ-
ƯƠƚƜ ƭƢƫ RMC Project ƬƭƢƧ Minneapolis, Minnesota, USA  ƭƩƧ ƉƗƤƩ ƭƩƮ 2007.  

 

 
 

 

ƐƩ ÙƤƩ ƞƧƲƬƭƵ course ƭƢƫ RMC Project ÙƜƞƥƩ-

ƬÕƚƲƫ ƠƚƧƜƤ ƭƩ òPMP® Exam Preparation Course 
òƬưƠƟƤƜƬÕƘƧƩ ƜÙƵ ƭƢƧ ƟƤƗƬƢÕƢ Rita Mulcahy  ƥƜƤ 
ÙƠƪƤƦƜÕƝƗƧƠƤ: 

¶ PMP® Exam Prep, 8th edition, ƝƤƝƦƚƩ 600 ƬƠƦƚ-
ƟƲƧ - Ritaõs Course in a book! 

¶ Hot Topics Flashcards , 5th edition, ƝƤƝƦƚƩ 600 
ƬƠƦƚƟƲƧ! 

¶ PM FASTrack® Exam Simulation Software, ÕƠ 
1.600 ƠƪƲƭƙƬƠƤƫ ÙƪƩƠƭƩƤÕƜƬƚƜƫ! 

 
O Eric Rudolf, , Director of Marketing ƭƢƫ RMC Project Man-

agement, ƟƙƦƲƬƠ: òAs RMC continues to expand its global reach, 
we have two primary goals: to enter areas of the world where growth 
in project management is still in double and even triple digits annua l-
ly, and to work with companies who are already market leaders in 
their respectiv e regions. By partnering with ITEC-CONSULTING, we 
have accomplished both.ó 
 

ƌÕƩƚƲƫ, Ƣ Rita Mulcahy, Founder ƥƜƤ CEO ƭƢƫ RMC Project 
Management, ƬưƩƦƚƜƬƠ: òAs founder and CEO of the most innova-
tive project management training company in the United States, Iõm 
extremely excited to bring my companyõs classes and products to the 
worldõs fastest-growing project management markets. Having the o p-
portunity to share our 15 years of training experience with the rest of 
the world is an immense opportunity, and we can õt wait to get start-
ed.ó 
 

ƐƘƦƩƫ, Ʃ Theofanis Giotis,  Co-Founder ƥƜƤ CEO ƭƢƫ ITEC-

CONSULTING ƠÙƠƬƙÕƜƧƠ: òAs co-founder and CEO of the most well 
known company in Greece that delivers Project Management Training, 
I am very proud that ITEC-CONSULTING is the only authorized RMC 
Project Management Partner in Greece. The last 3 years, I have pe r-
sonally trained more than 500 professionals in Project Management 
based on PMIõs PMBOKÈ Guide. As of July 2007, I have trained over 
35% of all Greek PMPs. ITEC-CONSULTINGõs purpose is to remain a 
leader in the field of Project Management and to grow faster offering 
world class servicesó 

 
ƅ Rita Mulcahy, CEO ƮƣƬ RMC ƦƝƥ 

ƪ ƆơƪưƘƨƣƬ ƂƥƸƮƣƬ CEO ƮƣƬ ITEC-Consulting 
 

1Ƣ ÙƜƞƥƵƬÕƤƜ ƬƮƧƗƧƭƢƬƢ ƬƮƧƠƪƞƜƭƷƧ RMC Project  ƬƭƩ æƩƮƝƦƚƧƩ ƭƩƧ ƉƗƤƩ ƭƩƮ 2011  
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