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ID  Story  Prio     Est    How to demo  Notes

1

2

As a client I want to 
deposit money so that I can 
increase my balance.

As a client I want to see my 
transaction history so that I 
can get information about 
transactions in the past.

30

10

5

8

Log in, open “deposit” page,
deposit �CHF 10, go to “my 
balance” page and check 
whether balance has increased 
by CHF 10.

Log in, click on “transactions”.
Make a deposit. Go back to
“transactions”, check whether 
the new deposit shows up.

Need a UML sequence
diagram. No need to
worry about encryption
for now.

Use paging to avoid
large DB queries.
Design similar to view
users page.
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SOFTWARE DEVELOPMENT BY BBV

Reason for the project. Provides a focus for the team.

Return On Investment

Sprint

An iteration of work during
which an increment of
potentially shippable
functionality is implemented.

Sprint Architecture Workshop

The team discusses the architectural changes 
needed to fulfill the sprint goal.

Sprint Review      

During this meeting the Scrum
Team shows the product owner,
management, customers... what
they accomplished during the
sprint, and the output is assessed
against the Sprint Goal.

Sprint Retrospective 
Meeting

The team and the 
ScrumMaster reflect 
on what went well 
and what to improve 
in the next sprint.

Sprint Pre-planning 
Meeting

The Team and the Product 
Owner discuss the user 
stories, preconditions and 
risks for the upcoming 
sprints.
Goal: 
• Team gets broader under-
 standing of the Product  
 Backlog.
• Product Owner gets  
 support in writing good  
 Stories (size, how to demo,  
 understandability, ...)
• Support Product Owner in 
 release planning
• Risk analysis and mitigation 

 Product Backlog

A list of uniquely prioritized backlog items with 
estimates in ideal days:
•  User Story: Functionality that is valuable to  
 the user of the system. Functional and  
 non-functional requirements.
•  Precondition: Things that have to be done to  
 get the team performing.
•  Spike: Brief experiment to learn more about  
 an area of application. Timeboxing allows  
 estimation.

 Product Burndown Chart

"Big picture" of a project's progress. It shows how much work was left 
to do at the beginning of each Sprint.

Sprint Burndown Chart

Shows the total estimated 
hours remaining in the sprint 
(X axis: days in the Sprint, 
Y axis: effort remaining in 
ideal hours)

When the product has enough value to outweigh the cost of deployment then a 
release is shipped to the customer

Product Increment

The working result of a Sprint 
that could be shipped to the 
customer.

Development

The team works on the 
Stories and Tasks.

Story Acceptance

The product owner marks 
Stories as finished or gives 
feedback as to what she/he 
expects further.

                                                     
Manifesto for Agile Software Development

We are uncovering better ways of developing 
software by doing it and helping others do it.

Through this work we have come to value:

• Individuals and interactions over processes  
 and tools 
• Working software over comprehensive 
 documentation
• Customer collaboration over contract 
 negotiation
• Responding to change over following a plan

That is, while there is value in the items on the 
right, we value the items on the left more. 

http://agilemanifesto.org

  Story Board / Sprint Backlog

Defines the work for a Sprint – a subset of the Product Backlog and 
additional work items such as meetings (e.g. reviews).
User Stories divided into tasks with estimation (in ideal hours).

• Vision

• Initial Requirements

• Stakeholder Buy-in

• Team is assembled

• Initial Architecture

Software 

Requirements

Specification

Prioritized 

feature list 

Product Owner
Maintains the Product Backlog and

represents the Stakeholders’

interests.

ScrumMaster
Is responsible for the Scrum process 

and ensures its correct usage.

Maximizes the Team’s performance 

by removing any impediments that 

put the sprint goals at risk.

Team
An interdisciplinary and self-manag-

ing group of people responsible for 

meeting all the sprint goals to 

which it has committed itself.

Other Stakeholders
Other persons or organizations 

with an interest in the project.

QA
• Acceptance Test

• System Test

• Performance Test

• Final Test

www.bbv.ch/DiscussWithUs
info@bbv.ch    www.bbv.ch

Plan

Plan defects for upcoming 
sprints or fix immediately 
in current sprint

Measurement of how much the team gets done in a sprint, based on past sprints.

Sprint Planning Meeting

The team and the product owner negotiate what will be done 
during the sprint.
Part I: The product owner explains what she/he wants to be built in
this sprint. Timeboxed. Result: sprint goal(s).
Part II: The team breaks the user stories down
into tasks and estimates them. Timeboxed.
Result: Sprint backlog.

                                                    
Daily Scrum Meeting

Daily meeting moderated by the ScrumMaster and timeboxed 
to fifteen minutes. Every team member answers three questions:
1. "What have I done since the last Scrum Meeting?"
2. "What will I do before the next Scrum Meeting?"
3. "What prevents me from performing my 
  work as efficiently as possible?"

Principles behind the Agile Manifesto

We follow these principles:

• Our highest priority is to satisfy the customer
 through early and continuous delivery
 of valuable software.
• Welcome changing requirements, even late in
 development. Agile processes harness change for
 the customer's competitive advantage.
• Deliver working software frequently, from a
 couple of weeks to a couple of months, with a
 preference to the shorter timescale.
• Business people and developers must work
 together daily throughout the project.
• Build projects around motivated individuals.
 Give them the environment and support they   
 need, and trust them to get the job done.
• The most efficient and effective method of
 conveying information to and within a 
 development team is face-to-face conversation.
• Working software is the primary measure of 
 progress.
• Agile processes promote sustainable development.
 The sponsors, developers, and users should be   
 able to maintain a constant pace indefinitely.
• Continuous attention to technical excellence
 and good design enhances agility.
• Simplicity – the art of maximizing the amount
 of work not done – is essential.
• The best architectures, requirements, and designs
 emerge from self-organizing teams.
• At regular intervals, the team reflects on how
 to become more effective, then tunes and adjusts
 its behavior accordingly. 

http://agilemanifesto.org


