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Project
Management
hitroducti
on: Why
. In today’s
Agile and fast-paced
Scrum business
. environment, the
Matter in ability to adapt
Modern quickly to
. changing
PI‘O]eCt requirements is
Manageme no longer a luxury

- it’s a necessity.
Traditional project
management

methods often
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rely on rigid,
upfront planning
that can leave
teams struggling
when priorities
shift midway
through a project.
This is where
Agile project
management
comes in. Agile is
a mindset that
values
collaboration,
customer
feedback, and
iterative progress
over strict
adherence to a
predetermined
plan. And at the
heart of many
Agile
implementations
lies a lightweight
yet powerful
framework:
Scrum. This
article provides
Scrum Basics: A

Very Quick
Guide to Agile
Project
Management,
covering the
essential roles,
artifacts, and
events so you can
start using Scrum
with confidence.

What Is
Scrum?
The Quick
Overview

Scrum is a
framework that
enables teams to
work together to
deliver wvalue
incrementally and
continuously. It is
not a methodology
with rigid steps
but a set of rules
and guidelines
that help teams
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work,

indparagegpedict and the

results, and adapt
their processes.
Scrum was
formalised in the

early 1990s by
Ken Schwaber
and Jeff

Sutherland, and it
has since become
the most popular
Agile framework
worldwide.

The core idea
behind Scrum is
to break a large
project into small,
manageable

chunks called
Sprints, typically
lasting two to four
weeks. Each
Sprint delivers a
potentially

shippable product
increment. The
team regularly
inspects what they
have built and

way they work.
This short
feedback loop is
what makes
Scrum incredibly
effective for
complex projects
where
requirements are
unclear or likely
to change.

The Three
Pillars of
Scrum

Before diving into
the roles and
ceremonies, it is
helpful to
understand the
three empirical
pillars that
support Scrum:

 Transparen
cy - All
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aspects of
the process
must be
visible to
those
responsible
for the
outcome. For
example, the
team’s
progress on
the Sprint
Backlog is
open and
clear.
Inspection -
Team
members
frequently
inspect
Scrum
artifacts and
progress
toward the
Sprint Goal
to detect
undesirable
variances.
Adaptation
-Ifan

inspection
reveals that
a process is
drifting or
that the
product is
not meeting
expectations,
the team
adjusts as
soon as
possible to
minimise
further
deviation.

These pillars are
embodied in every

Scrum event,
making
continuous

improvement a
natural part of the
workflow.

Scrum
Roles: Who
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What?

A Scrum team
typically consists
of three distinct
roles. There are
no sub-teams or
hierarchies;

everyone is equal
and accountable
for the outcome.

1. Product
Owner

The Product
Owner (PO) is the
single person
responsible for
maximising the
value of the
product. The PO
manages the
Product Backlog,
clearly expressing
backlog items and
ordering them to
best achieve the

the stakeholders
needs and the
market, and they
have the final say
in what the team
works on.
However, the PO
does not tell the
team how to do
the work - that is
the Development
Team’s
responsibility.

2. Scrum
Master

The Scrum Master
is a servant-leader
who ensures the
Scrum framework
is understood and
enacted. They do
not manage the
team in a
traditional sense;
instead, they
coach the team,
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remove
impediments, and
facilitate Scrum
events. A skilled
Scrum Master
helps the team
become
self-organising
and continuously
improve. This role
is crucial for
protecting the
team from outside
distractions and
fostering an
environment

where Agile
principles can
thrive.

3.
Development
Team

The Development
Team consists of
professionals who
do the work of
delivering a
potentially

releasable

Increment of
“Done” product at
the end of each
Sprint. Teams are
cross-functional,
meaning they
have all the skills
necessary to
create the product
increment. They
are self-organising
- no one (not even

the Scrum
Master) tells them
how to turn

Product Backlog
items into
increments of
value.

Scrum
Artifacts:
The Key
Documents
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Scrum uses three
main artifacts to
provide

transparency and
opportunities for
inspection and

adaptation.
Product
Backlog

The Product
Backlog is an

ordered list of
everything that
might be needed
in the product. It
is dynamic and
constantly evolves
as the product
and the market
change. The
Product Owner is
responsible for
keeping this list
prioritised and
refined. Each item
should contain a

of effort, and a
value. The
Product Backlog is
never complete -
it is a living
artifact.

Sprint
Backlog

At the start of
each Sprint, the
Development

Team selects a set
of items from the
Product Backlog
to work on. These
items, along with
a plan for
delivering them,
make up the
Sprint Backlog.
The team also
includes a plan for
achieving the
Sprint Goal. The
Sprint Backlog is
highly visible and
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is updated daily
during the Daily
Scrum so that
everyone can see
how progress is
tracking.

Increment

An Increment is
the sum of all
Product Backlog
items completed
during a Sprint,
combined with the
increments of all
previous Sprints.
At the end of a
Sprint, the new
Increment must
be “Done,”
meaning it 1is
usable and meets
the team’s
definition of
“Done.” This
definition is a
shared

understanding of
what it means for
work to be

complete,
ensuring
transparency on
quality.
Scrum
Events:
The
Ceremonie
s That
Keep
Things
Moving

Scrum prescribes
five events
(sometimes called
ceremonies) to
create regularity
and minimise the
need for meetings
not defined in
Scrum. Each
event has a
specific purpose
and a maximum
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Sprint————Sprint

The Sprint is the
heart of Scrum. It
is a time-boxed
period (typically
one month or less)
during which a
“Done,” useable,
and potentially
releasable product
Increment is
created. Sprints
have consistent
durations
throughout a
development
effort and begin
immediately after
the previous
Sprint ends. No
changes are made
during a Sprint
that would
endanger the
Sprint Goal, but
the scope may be
clarified and
re-negotiated as

Planning

Sprint Planning
kicks off each
Sprint. The entire
Scrum team
collaborates to
define what can
be delivered in the
upcoming Sprint
and how that work
will be achieved.
The Product
Owner presents
the

highest-priority
items from the
Product Backlog,
the team
estimates effort,
and together they
set a Sprint Goal.
The time box for
Sprint Planning is
typically two
hours for a
two-week Sprint
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(proportionally
longer for longer
Sprints).

Daily Scrum

The Daily Scrum
is a 15-minute
event for the
Development

Team to inspect
progress toward
the Sprint Goal
and adapt the
Sprint Backlog as
necessary. It
happens at the
same time and
place each day.
Team members
typically answer
three questions:
What did I do
yesterday that
helped the team
meet the Sprint
Goal? What will I
do today to help?
Do I see any
impediments that
are blocking me

or the team? The
Scrum Master
ensures the event
stays focused, but
the meeting is for
the developers,
not for status
updates to
management.

Sprint Review

At the end of each
Sprint, the team
holds a Sprint
Review to inspect
the Increment and
adapt the Product
Backlog. The team
presents what
they have built,
and stakeholders
give feedback.
This is a working
session, not a
formal

presentation. The
Product Owner
may adjust
backlog priorities
based on the
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one hour for a
two-week Sprint.

Sprint
Retrospective
The Sprint

Retrospective
occurs after the
Sprint Review and
before the next
Sprint Planning.
The team reflects
on how the last
Sprint went
regarding people,
relationships,
process, and tools.
They identify what
went well and
what could be
improved, and
they create a plan
for implementing
improvements in
the next Sprint.
The time box is
typically 1.5 hours

event that drives
continuous
improvement.

How to Get
Started
with

Scrum
Basics

If you are new to
Scrum, the best
way to learn is to
try it on a real
project (or a
simulated one).
Here is a simple
step-by-step

approach to begin
with Scrum
Basics: A Very
Quick Guide to
Agile Project
Management:

1. Form a
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small team
- Three to
nine people
with diverse
skills.

. Define a
Product
Owner -
Someone
who can
represent
the customer
and have
authority
over
priorities.

. Create a
Product
Backlog -
List the top
features or
user stories
you want to
build.

. Plan your
first Sprint
- Choose a
short
duration
(e.g., two

weeks) and
pick a few
high-priority
backlog
items.

. Hold the

Daily
Scrum -
Meet every
day for 15
minutes to
synchronise.

. Deliver a

product
increment -
At the end of
the Sprint,
showcase
what you
built.

. Review and

adapt -
Conduct a
Sprint
Review with
stakeholders
and a
Retrospectiv
e with the
team.
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next Sprint
immediately,
incorporatin
g the lessons
learned.

Many teams use
physical boards
(whiteboards with
sticky notes) or
digital tools like
Jira, Trello, or
Asana to track
their Sprint
Backlog and
Product Backlog.

Common
Misconcep
tions
About
Scrum

Despite its
popularity, Scrum
is often

clarirications:

e Scrum is

not a
methodolog
y-Itisa
lightweight
framework.
You will
need to add
your own
practices for
engineering,
testing, and
deployment.
Scrum does
not require
daily status
reports -
The Daily
Scrum is for
the team to
plan their
next 24
hours, not to
report to a
manager.
Scrum does
not mean
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no planning
- On the
contrary,
planning
happens
continuously,
but it is
adaptive
rather than
rigid.

Scrum is
not only for
software
developmen
t - While it
originated in
software, it
has been
successfully
applied in
marketing,
HR, finance,
and even
construction.

Benefits of
Adopting

Scrum

Teams that
embrace Scrum
often report a
number of
advantages over
traditional project
management
approaches:

e Faster time
to market -
Because you
deliver
valuable
increments
in short
cycles,
stakeholders
can see
progress
early and
often.

e Higher
quality -
Regular
inspection
and
adaptation
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quickly. o Greater
¢ Better stakeholder
responsiven alignment -
ess to Frequent
change - reviews
When the ensure that
market the product
shifts, the actually
Product meets the
Owner can customers’
reprioritise needs.
the backlog
without Conclusion
derailing a
long-term Scrum provides a
plan. straightforward
Increased yet powerful
team approach to Agile
morale - project
Self-organisi management. By
ng teams focusing on short
feel iterations, clear
empowered roles, and
and continuous
motivated, feedback, it helps
leading to teams deliver
higher value early and
productivity often while
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adapting to
ever-changing
requirements.
Whether you are a
seasoned project
manager Or a
complete
beginner,
understanding
Scrum Basics: A
Very Quick
Guide to Agile
Project
Management is

the first step
toward making
your projects
more flexible,
transparent, and
successful. Start
with a small team,
a short Sprint,
and a willingness
to inspect and
adapt - you may
be surprised at
how quickly
Scrum transforms
the way you work.



