XPGame: the Rules narmA Tryx .

Step 1: Estimation
e (GO tO the play-table: you are now developers

The simplest thing ?
Cah this possibly work?

OOk at the contents of the bag

Take the Cards for iteratioh 1

TRead all the stories

ASK questions

Order the stories: how |ohg does this story take?

¢ Circle the estimation-uhits onh the story Cards

Step 2: Make a plah
e (GO tO the planh-table: you gre how customers

Game host Will give you a budget of estimation uhits

Choose story Cards for your budget
Order the Cards

rite the plah onh the score sheet
w DO we waht a plan?

Leave the story Cards on the plan table

ctep 3: Implementation

e Choose a time-guardian

o Take the first Card Of the plan, 0 to the play-table
o ThinK. Talk. How are you going to do this Story?

o Time-guardiah starts the time

o Implement the story

o TAhen ready, time-guardian stops the time

there i ro s
° ACCGptahCG test: IS story Correct? If there is any p blem

stop the time, €0 back
» Mark the story Card to the plan-table to

« Mark the story on the score sheet review your options!
e Take the hext story (until out of time)

FeedbacCk: |earh £rom your experience
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