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Who we are and what we do

or  why you shou ld  l i s ten  to  us  about  ag i le  and dev 
s tu f f



Who we are

Team of 7
Integrated DevOps team 
members

Years of Experience
>100 years of professional 
developer experience total

Least experienced 3 years

Most experienced 27 years

Education
4 Master Degrees

9 Bachelor Degrees

1 Minor in US History

Backgrounds
Two ministers

Former prison guard

Army Veteran

Former gym owner

Former special effects prop 
designer



Technologies we use

 C#
 JavaScript
 TypeScript
 CSS
 SASS
 HTML
 SQL
 PowerShell
 Python
 Bash

Languages

 .NET Core

 .NET

 Angular

 Bootstrap

Frameworks

 REST APIs

 Azure DevOps

 Containerization

 Git

 Virtualization

Technologies



Our Code

Oldest code in 
Production since 1994

Newest code in 
Production mere 

moments ago

30 products in active 
development or 

maintenance

More than a million† 
lines of code



Agile

A t imeboxed i terat ive approach to  sof tware



What is agile?
From the agile manifesto

• Individuals and interactions over processes and 
tools

• Working software over comprehensive 
documentation

• Customer collaboration over contract negotiation

• Responding to change over following a plan

https://udayanbanerjee.wordpress.com/category/agile/



Methodology focus

Abrahamson P, Salo O, Ronkainen J, Warsta J (2002). Agile software development methods: Review and analysis (PDF) (Technical 
report). VTT. 478.



Agile is NOT

 A methodology

 A specific way of developing 

 A framework

 A process

 A “tool” you need to buy or license
◦ A SCRUM Certification does not make you agile



eXtreme Programming (XP)
Agile teams that have adopted the technical practices from Extreme 
Programming are the most successful.

Holz, B., & Hyde, P. (2018, April 09). Adopting Agile? Do What Successful Agile Teams Do (ID: G00350928). Retrieved from Gartner 
database.



We’re Agile-ish, and this is what we do

“Never let the truth 
get in the way of a 
good story” – Pliny the 
Elder

“Don't believe 
everything you see on 
the Internet” – 
Abraham Lincoln



How we do it… Agile Practices

 Acceptance test-driven development 
(ATDD)

 Backlogs

 Continuous Integration

 Continuous Delivery

 Continuous Deployment

 Events
◦ Iteration planning
◦ Daily standup
◦ Code review
◦ Reflection

 Information Radiators

 Iterative and Incremental Development

 Pair programming

 Personas

 Planning Poker

 Test Driven Development

 User story

 Story Points

 Timeboxing

 Velocity tracking

 Wiki



An Iteration

We f ina l ly  got  to  i t



What’s in our iterations

Meetings
Planning
Standing
Reviewing
Reflecting

Developing
Pairing / Mobbing
Testing
Pull Requests
Continuous Integration Continuous Deployment 
(CICD)



Player Characters (PC) and Non-Player Characters (NPC)

Players
Committed

Non-Players
Interested

Mario and Toad are registered trademarks of Nintendo of America Inc. Nintendo owns extensive intellectual property rights in all of its products, including 
video game systems, game titles, characters, game software, graphics, artwork, and screen shots.



 Meeting Conventions
◦ Planning poker

◦ Point assignment

◦ Three Hour Meeting
◦ Focused backlog grooming
◦ First day of iteration

 Topics
◦ Determine what we are going to do
◦ Team Calendar
◦ Work item discussion

◦ Who, What, Where, When, Why and How

◦ Advocate for fixing specific technical debt
◦ Implement process changes based on Reflection 

meeting

M
ee

ti
ng



Daily – Morning Standup

 Meeting Conventions
◦ First thing in the morning
◦ Standing
◦ Limited to fifteen minutes
◦ Every PC contributes

 Topics
◦ What we did yesterday
◦ What’s blocking us
◦ What we plan to do today

M
ee

ti
ng



Daily – Development

Process
◦ Select work item
◦ Create branch name branch after work item number and descriptive title
◦ Write tests based on acceptance criteria
◦ Hammer out (awesome) code
Artifacts
◦ Code

◦ Technical debt (we aren’t perfect)
◦ Bugs (never!)

◦ Tests
◦ Pull Requests

De
ve

lo
pi

ng



Daily – Mid Day (remote work addition)

 Meeting Conventions
◦ Time limited - in and out as fast as possible
◦ Breakouts if necessary

 Topics
◦ What’s blocking us
◦ Requests for aid

M
ee

ti
ng



On Demand – Pairing / Mobbing
De

ve
lo

pi
ng

*Warning*: long pairing sessions can be exhausting



On Demand – Work item creation and backlog grooming

 Meeting Conventions
◦ Small group

 Topics
◦ Possible future work
◦ Idea refinement

 Process
◦ Meet with customer
◦ Determine acceptance criteria
◦ Prioritize work

 Artifacts
◦ Work items with acceptance criteria

◦ User stories
◦ Technical debt
◦ Chores
◦ Bugs

M
ee

ti
ng

De
ve

lo
pi

ng



On Demand – Pull Request Review

 Process
◦ Automated Verification

◦ Build results
◦ Test runs

◦ Human Verification
◦ Code review
◦ Functional testing
◦ Code comments

◦ Code creator addresses issues by iterating and amending code

 Artifacts
◦ Merged code
◦ Work item resolution
◦ Identified technical debt
◦ Development build release

De
ve

lo
pi

ng



Automated Verification Pull Request Review (cont.)
De

ve
lo

pi
ng



Human Verification Pull Request Review (cont.)
De

ve
lo

pi
ng



Weekly – Code Review

 Meeting Conventions
◦ Single screen
◦ Topics lead by a PC with a goal
◦ Roundtable

 Topics
◦ Code that needs more review than what is covered by a pull request
◦ Discuss development techniques
◦ Discuss architecture and core concepts
◦ Knowledge sharing and education

M
ee

ti
ng



Last Day – Reflection

 Meeting Conventions
◦ One-hour long
◦ Last day of iteration

 Topics
◦ Energy level check
◦ What processes worked
◦ What processes need refinement
◦ What did we get done
◦ What didn’t we get done and why

M
ee

ti
ng



Questions?

Andrew Steele
andrew.steele@sandia.gov

twitter: @ahsteele

Robert H. Engelhardt
robert.engelhardt@sandia.gov

twitter: @rheone
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