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Founding Wartsila

Wartsila was founded in 1834 in Tohmajarvi, Finland, starting as a sawmill and ironworks company.
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WARTSILA

Global leader

in decarbonising marine and energy

Founded in Net sales, MEUR
1834 5,842
Our personnel Nationalities
17,581 127
Country presence Locations

79 242

Figures from 2022



Large Scale Scrum
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Why are you always so
obsessed with spill-over?
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Individualistic Team
Practices

Agenda

Team and
organisational learning
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Knowledge on how to
Prevent Spill-over

Product Agility

F—LRBD

Average Spill-over per
Team per Sprint

Contract Game

Cross-team
Collaboration
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What is spill-over?
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Average Spill-over per
Team per Sprint

Contract Game

Cross-team
Collaboration
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AE)VA—)\— Definition
DES Spill-over
A7)V EF®D | Amount of items
) that are in
EFh &3> TLY | progress at the
5717 L% | end of the Sprint
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1000 3 3 0

10 10 6 4

Examples

Items Started

; ) Items Done Spill-over
During Sprint

Items Selected

Example 1

Example 2

Example 3
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NOT ABOUT PREDICTABILITY!

Not related to say-do metric or planning accuracy in any way
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Easy to measure

At end of Sprint

e Spill-over is end-state
e Spillover metric:

Is item in

progress? for each item in Sprint x

count spillover state

Transition to end-state
“spill-over”

Clone item:

* in-progress

* clear estimate

* put in next Sprint
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Total splll over
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Average Spill Over Items
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What causes

spill-over?

Individualistic Team

Team and
organisational learning

EF—LDREF—
IN=FHZT )~

VAT — I\

Product Agility

Average Spill-over per
Team per Sprint

Practices
70%7 @
Knowledge on how to
Prevent Spill-over
F—LRBD

Contract Game

Cross-team
Collaboration
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prevented!

(most of the time)
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Individualistic Team

Team and
organisational learning

EF—LDREIF—
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Product Agility

Average Spill-over per
Team per Sprint

. . Practices
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TYUT A
Knowledge on how to
Prevent Spill-over
F—LEBD
1 &

Contract Game

Cross-team
Collaboration
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Prevention tactic 1:Reduce WIP

-

o

High
WIP

Examples

Now
Start Sprint WIP 4 End Sprint
High chance of spill-over

John item 1

Pete item 2

Claire item 3

Alex item 4

) Now
Start Sprint WIP 4
High chance of spill-over

Deaslllgn Implementation
. all items
items

End Sprinj\

Example |: Each member has their own items

Example 2:WaterScrum
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Prevention tactic 1:Reduce WIP
/ ' ' Start Sprint < ' et > End Sprint ' \

LOW ow chance of spill-ove
WI P Item 1 ltem 2
Examples

\\ Example 3: One item at the time 18A'/
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Prevention tactic 2:

Split or Swap

Start Sprint

End Sprint

Item 1

Iltem 2

[tem 3

Iten) 4

Do not start item 4!
Either split or swap

19




@ %BEIZ\%ODS

A7) LA

=42 H (C

’\\\

——

=

ATV &L

)

F LU7RUN

Prevention tactic 3:
Don’t start last
day!

Start Sprint End Sprint

NI

ltem 1 Item 2 ltem 3 Item 4

TALZEEL ANES. U
77090V ahEBE

< TAT L4 [CEFURNT!

>

Now
Do not start item 4!
Write a test, learn
something, refactor,
automate something
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<®d 4: Tactic 4:
el Oh Fuck!

A7) ~Rta ATV RV Start Sprint End Sprint
FAT LA AT VEEIN TATLhA4 TATLhA4 ltem 4 Item 4
1 2 3 () - (RR) Item 1 Item 2 Item 3 (expected) (actual)
<%! s
RRBCERDLRVWEICTD Oh fUC'f- On the Iast. day
Ry we discovered this!

DEEAE, ZBFEHDS,
. . Don’t worry. It happens!
BAZEILF—/N—(31 worry. It happ

NV SO Max spill-over: 1
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Individualistic Team
Practices

Team
dynamics!

Team and
organisational learning

Knowledge on how to
Prevent Spill-over

Product Agility

F—LRB®D
1h{E

Average Spill-over per
Team per Sprint

less.works®D 7 O 7% 288
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Contract Game

Cross-team
Collaboration

See less.works blog: In-team and

cross-team collaboration practices
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< (T 5 E AR Avoid: Individualistic
F— AFE iInternal team practices

o BAVUN—DZENENRT7AM T LZIESH

o MEEEN(CEMkINEY - VI vILR7TOtER
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LA

Each member has their own items

Sequential process with functional specialization
Each member sticks to their single skill

Feature hogging, also known as “What Sprints?”

Blocked by dependencies

NEDTS595714 R Each practice leads to
BUTNE WIPOH | LR ration and
an
73 IE :E I J=-ﬂ-\
M. BEOHD, il o knowledae
HBEDFBI DD S sharing
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Try: Collaborative
iInternal
team practices

Design in Sprint Planning 2 and fine-grained

a1, LU C: i EIAY 7R
F—LARF

o XSV KTSUZUIT2TOHREE . HHDVRIE

N2/

i

DI RXY tasks
e 1H(CEHEDOTA— e Multiple daily
o HBWHDRY e Multiple pairs
s E7/OYUIZVY e Mob programming
o XUA—ZVYT e Swarming
o F—AAUN—ZE—ANEHICTD e Sacrifice a team member

Each practice leads to low || Each practice leads to low
WIP and | WIP and
high collaboration and || high collaboration and
high knowledge sharing || high knowledge sharing

24
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Product Backlog

What WIP?

Product Backlog Item 1

Product Backlog ltem 2

ask 1

Task 1 ask 2 ask 3
Task 4 ask 5 ask 6

ask 4

=B HREE

585 2D

. 70427 N\vooO
JLXILDOWIPTH B,
BRERSHEEDT )

T A (CRBITBNELR

Sprint Backlog

We care most about
WIP on Product
Backlog level as that
affects organisational

agility
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Design in Sprint
Planning 2 and
fine-grained tasks

Product Backlog Item 1

() () ()
Task 1 Task 2 Task 3
Task 4 Task 5 Task 6

~

Product Backlog Item 2

Task 1 Task 2 Task 3

Task 4

o XTIV LTSV PU2TRE T B
Z&ET, FEPEUNIREHEETES

o AHMNVKIEDIRIICKY ., FEZE D
HNNTEBLDICRB

e 1HICEHREBIOT I —(CLL) . [EHH
DEESHIEZ B

e Design in Sprint Planning 2 gives
everyone the same shared context

¢ Fine grain tasks give the ability to
split work

e Multiple daily give additional sync
points

26
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FBENT

Multiple
Pairs

Product Backlog ltem 1

Product Backlog ltem 2

Task 1

Task 2

A A A A
Task 1 Task 2
Task 3 Task 4

Task 3

o FEIHADLEMED IS

o YRVELWAKELTET BT EHNZLN

e Reduces synchronisation needs
e Tasks can often be larger
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Mobbing
(ensamble)

Product Backlog ltem 1

(- N o N o W

Task 1 Task 2

Product Backlog Item 2

Task 1

o VAT ALAEYZATDWIPH (! )

O

o XTIV LTS UZUT2HERNC EHZ LY

¢ |[tem and task WIP 1 (1)
e Often not much Sprint Planning 2 needed
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Swarming

Product Backlog Item 1

Qw__22 8
Task 1 Task 2 Task 3
Task 4 Task 5 Task 6

Product Backlog Item 2

Task 1 Task 2 Task 3

Task 4

o F—AZEEMNE UFZMAICLD
o 1&EFT. EENEHHEEFIBIETE S
15 P HVD B

o HADORTHENZENBIDSY X7 (CEX
VD

e Whole team in same space

e One central point for synchronisation
and overview

¢ |Individuals and pair on separate tasks

32
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Product Backlog Item 1 Product Backlog ltem 2
(o I o N o I o] A A
h A4 A4 A4 A4 A4 7/
Task 1 Task 2
Interruptions Task 1 Task 2
(bugs)
Task 3 Task 4 Task 3

ZLDIHE. F—AIIWLWDHODFiE%E o Teams often combine different practices
HEBTED e Sacrifice a team member can prevent

o F—IAAUN—F—ANIEHMICT B L interruptions to the whole team
T. F—LAZEADEIAHELIT S
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Contract
Game
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Individualistic Team
Practices

Team and
organisational learning

Knowledge on how to
Prevent Spill-over

Product Agility

F—LRB®D
1hiE

Average Spill-over per
Team per Sprint

Contract Game

Cross-team
Collaboration
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Product
Management

R&D

R&D
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Product start

Management

®
® O
=3 ol) R&D
(VU—-2)
®
® O
end R&D
(release)
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Product
Management

ITILA —‘/@mlﬁ (:HHEE?ME%(J}‘;L\

% A \ O
BE Svsvvoru-x ®by  R&D
(VU —RBHICAEREH) (U=2)
524
The Milestone point is arbitrary
A
% \ O
start content freeze end R&D
(release contract agreed) (release)

The Contract

37
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Product start content freeze end R&D
Management (release contract agreed) (release) ”
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#HY  R&D
(JU—2)

Product start

Management
The Contract B

end R&D
(release)
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C  wpm/ Deadlines /
Z TR Promises

13 EHARR D

IR (X3 B D?

Why Deadlines and
Promises?

& U U\IMERHIAY Hard external
(Bl: MEEHH. YR— constraints
#27) (e.g. regulator or end-of-life)
[E1HA Synchronisation

B: X=T71>TF%
YR—Y ., JOBREE)

(e.g. marketing campaign or
process change)

FEESANGESES Promised to customer
(]: BLFEHFORNCE (e.g part of a deal that was
EFNTL3B) sold)
BNtk Motivate

(e WVTUOMSIRBL D 7R UEABR)

(usually random deadline)
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Deadlines /
Promises

Why Deadlines and

Why deadlines

Promises? change?

Different scope for
constraints meeting constraint or
(e.g. regulator or end-of- temporary
lite) workarounds

Hard external

Synchronisation
(e.g. marketing campaign
or process change)

Delay in dependency

Promised to customer New opportunity with
(e.g part of a deal that was | higher impact than
sold) previous promises

Surprises discovered
in development

Motivate
(usually random deadline)
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No plan-driven
predictabllity

Predictability through
following plan in dynamic
environment leads to

rigidity and unrealistic
product- and people-
destroying commitments

Predictability through
continuous reprioritisation

leads to not being
predicable in plan but in
outcome
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Dealing with Deadlines

’.\ Agree on contract A Promises made A Make the deadline! h

7/ v/ v/ v/

Customer Sales Product Owner / Teams
Product Management

Contract game

43
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Dealing with Deadlines

A Agree on contract P\ Promises made A »

7/ v/ v/

“Make the .

Customer Sales Product Owner /

Product Managem

Contract game

COI Iabo rative Update priority ltemn 1
: ltem 2
. Prioritise different deadlines ltem 3
development : and reduce work in progress : ltem 4
' on high level 5 ltem 5

Communicate priority
and reasoning.

Together assess Ask for scope suggestions
m Agree on contract P\ trade-offs h to help with deadlines P\
\/ ./ \/ \J

Customer Sales Product Owner / Teams

Product Management 45



@
HA H t@ﬁ%éb\?‘i

P BOCER. N HRCEE
v/

v/

R ST 7059 b A —F—

70450 kX — ﬂ=
2445 — I 2

3 | . mRECo®H 00 1
Tﬂﬂ@@d) : : TA T2
B OWH I RIENE ST FAFALS

L Az v«wz’@ﬁ%ﬁ@f’ﬁ%%ﬁ : TATLA4

E‘Iﬁ% . h; ' FAFL5

B55IR & % IR
DWTET
P —@IChL— kT A CAICADE B,
oy RAOCER gy %501 N o-TsEsLTEs>
7/ 4 7/ e
g3 s —
i SES 70':'.?‘2”'?7* Vv — Cae

R ]

46



Scheduling

T A ltem ltem ltem ltem ltem ltem Item Item Iltem
for #1 for #1 for #1 for #1 for #5 for #5 for #5 for #5 for #5

Team B Iltem ltem ltem ltem Iltem ltem Item Iltem ltem
for #2 for #2 for #2 for #2 for #2 for #2 for #2 for #2 for #6

Team C Iltem ltem ltem ltem Iltem ltem Iltem Item Iltem
for #3 for #3 for #3 for #3 for #3 for #3 for #3 for #3 for #3

T D Iltem ltem ltem ltem ltem Item Item Iltem Iltem
i for #4 for #4 for #4 for #4 for #4 for #4 for #4 for 4 for #4

Deadline 1 Deadline 2
Contract game
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# 1A #1E # 1A # 1@ # 5@ # 51T #5MEF # 5T #5MEF ]
TATF TATF LA TATF L TATLA TAFI TATF A TATF L TAF LA AT L
# 2@ # 2/ # 2/ # 2 [ # 3 #2mF #2MF #2m)1F #emEly |
TATF L TATF LA TATF A TATF LA TATF LA TAT A TATF L TATF LA FAF L
# 3m@lF # 3@y # 3m@lF # 3@lF #3mE(F #3@(F #3m(F #3m0F #3[AF
TATF I TAF A TAFA TAFA TAT L VEEIN TAT L TAT LA FAFI
tamy | [tamy || [#amsr | | [#amiy | #4783 1 478 (3 1 478 (3 #4113 Py
TATF L TATF LA TAF LA TAT A TATF L TATF L TAT LA TAF LA gy
HAE 1 HAH 2
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Scheduling

feam A fgre;; e 4 "Ic:fr;
Team C flgf’?s L ) fgrer;s
TeamD | | 1574 e I I.er;4

Contract game Deadiine 1 Deadline 2

Collaborative development

Item

for #1

Iltem

h ltems for #1 for #1

Not Not Not Not Not Not Not Not
* ltems for #2 scheduled scheduled scheduled scheduled scheduled scheduled scheduled scheduled

ltems for #3 ltem

had ltems for #4 for #2
ltems for #5 It

Product Owner em

e for #2

Deadline 1 Deadline 2
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Contract Game - Spillover

Start Deadline
The Plan ltem 1 Item 2 Item 3 ltem 4 Item 5 Item 6
Why bother!
Spill-over, who cares!
These iterations are fake
Reality ltem 1 ltem 2
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What causes

AENA—N—%
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Individualistic Team
Practices

spill-over

Team and
organisational learning

EF—LDREIF—
IN=FEHWIZ T+

Knowledge on how to
Prevent Spill-over

Product Agility

F—LBD
3 1El

Average Spill-over per
Team per Sprint

Contract Game

Cross-team
Collaboration
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Product Agility

Iltem 1

Iltem 2

| guess we’ll need to continue item 2

I’ll prioritise it because it is spill-over

.P.\

A

Product Owner
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F — [KEHF Cross-team
SINL— 3y Collaboration

F-—LARTITL2%

| | PULKTBUHREZ SRR | guess Team A will
TATALT | 7ATAL2 Item 1 Item 2 need to continue item 2
| | BREZSB2fehEND &,

ZEIF—IN—TEDDS They chose it because it is spill-over
Fsss=s=s=s=ssss=ssss=s=9y ~=s=s==°==° ' Fsss=s=s=s=ssss=ssss=s=sy ~=s=s==°=° '
(] (] ] (]
! A A el alale) ! ! el alalal (2Nl ale '
(] (] ] (]
. F—AA F—AD - . Team A Team D '
; AAAA A AAOAA : ; AA A A AAAA A :
' F—LAB F—LAC ' (] Team B Team C '
(] (] ] (]
] e ] [] '
o« A7UVREE T c s+ Sprint Planning 1 '
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- &8 (1) Summary (1)

o ZELA—/N—0OFHHIZFE(CZAE) A — e Measuring spillover does not only
IN— DA FTHL measure spillover but also:
- EOREEF—LDBEBTETTLSDH ;
sng s . - How well teams are collaborating
- \ — \V: > \
RT \\A 75033 <2 TWNSD - Whether there are contract game
- F—LDATVY FHROBERTEED dynamics ongoing
BRCEEZEBELTLDD - Whether teams understand their
choices and responsibilities during the
Sprint
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e AENA—N—Z@HEITLDCTBL
[F. TEEDOKXDIRZECDENS:

- F—LADOHBEOMmE L
- POOZEIEDE £
- F-LEOmBmEOMmE L

Summary! (2)

e Therefore, managing to lower spillover
usually leads to:

- |Increased team collaboration
- Increased PO flexibility
- |Increased cross-team collaboration
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BEZARRIC
AENF—N—[CHELTLED?
Why are you always so obsessed with
spill-over?

HEHNBZIERETHY . CNISFEFETS
ET, F-LAASIUVF-LEOR@EDE@LL. £
ER7TOYI+F—F =2y T(CDORBHB
It is an easy to measure metric and focus on it leads to

increased in- and cross-team collaboration
and healthy Product Ownership
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