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Collaborative Learning Research

- Research suggests

- Students tend to achieve at a higher level and retain information
longer

- Significant effect size (.78) in “individual vs collaboration” studies
- Students feel more positively toward the classroom community
- Students develop “teamwork” skillsets required by industry

- Why the effect?

- Individuals feel accountable for the group’s success
- Motivation increases due to natural need for social acceptance

Johnson, Johnson, and Stanne. Cooperative Learning Methods: A Meta-
Analysis. University of Minnesota Press, 2000.
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Why Collaborative Learning Fails

- There is no well defined problem to solve
- There are no clear roles & responsibilities
- There is no well defined process to follow
- There is a lack of communication



Scrum Management

- A type of project management
- Subset of Agile Project Management
- Initially developed for software development
- Used in product development by Google, Xerox, Microsoft, many
others
- Can be used for any project . . .
- Particularly for projects where the end product cannot be fully
defined/visualized at the outset
- Benefits include:

- Structured communication (between client and team and within
team)

- lterative process of improvement



Scrum Management

- Presentation Goals

- Understand scrum management terms and applications
- Gain insight into how to use scrum in your course team projects
- Provide qualitative data on student perceptions of scrum

- The course

- ePublishing Management: Applying scrum management
principles to a 7-week website development project for a client
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Scrum Applied

Iteration

= _

|
product product single phase sprint deliverables
owner phases/deliverables deliverables (time & tasks)

- Product owner (the teacher)
- Trains students in the scrum process

- Defines the phases and deliverables for the product, scheduled
due dates, and contact liaison (if applicable)
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Scrum Applied

Iteration

= _

|
product product single phase sprint deliverables
owner phases/deliverables deliverables (time & tasks)

- Product phases/deliverables

- The phases of production and associated deliverables for the
product (defined as “User Stories”)



Website development Phases &

Deliverables
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Gantt Chart of Website Development
Phases, Deliverables, and Due Dates

Phase Product Backlog/Deliverables Week 1 [Week 2 | Week 3 | Week 4 | Week 5 | Week 6 | Week 7
Discover Interview (3/16)
Market research; Creative brief (3/23)
Structure Site map (due 3/30)
Content list; Wireframes (due 3/30)
Design Branding (due 4/13)

Web template (due 4/13)
Media content (video/photographic) (due 4/13)

DAM (due 4/13)
Build & Test Site production (due 4/27)
Usability testing (due 4/27)

Launch Presentation to client (Final Day)
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Scrum Applied

sprint

- _

|
product single phase sprint deliverables
phases/deliverables deliverables (time & tasks)

- User Story (used to better define deliverables for the
production team)

- As a . . .(who will be the user of this function?)
- I needa. . .(whatis the function?)
- So thatl can. . .(whatis the benefit?)

Example: “As marketing media designers, we need to write a creative
brief, so that the client's purpose and the scope of the project is agreed
upon”.
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Scrum Applied
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product product single phase sprint deliverables
owner phases/deliverables deliverables (time & tasks)

- Single phase deliverables (Sprint backlog)

- A subset of the deliverables/user stories to be worked on at the present time
- Sprint (time & tasks)

- The period of work (and due date) for the deliverables

- The tasks assigned to team members



The Scrum Board

LIVE (10 unfinished) Change Backlog Project History

Select stories or tasks and click the new sprint button to move them to a new sprint

STORIES

As marketing media
designers, we need to
write a creative brief, so
that the client's purpose
and the scope of the
project is agreed upon.
(7p)

To Do | Select All In Progress Select All Verify = Select All
Write Target Write Walk through Write
Audience (1p) proposed creative brief Measuring
objectives and guidelines Success (1p)
purpose (1p) (1p)
Paige Hannah Whole Group Jordan
Type up Write Create Google
interview Heading/ Drive (1p)
notes, share Summary (1p)
on drive (1p)
Whole Group Dirk Dirk
Proof/Pretty Proof/Pretty
Up Up
Dirk Dirk
Write
Competition/si

milar venues
(1p)

Hannah

New sprint

Done

To conduct a
client
interview (1p)

Whole Group

Write
Requirements
and Schedule

(1p)

Jordan



The Scrum Board
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The Burndown Chart
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- Plotting “work left to do” vs “time”
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Stand up Meetings (Scrums)

- Each class day

- Brief planning meeting
with three central
guestions:

- 1. “What have you done
since the last meeting?”

- 2. “What will you do
between now and the next
meeting?”

- 3. “Is there anything

preventing you from doing
what you have planned?”
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Scrum Applied

- The “Scrum Master”

- One student in each team chosen to lead
scrums

- Maintains scrum board

- ldentifies impediments to progress and reports to
the product owner (teacher)

- Product owner (teacher)
- Must meet with teams during some scrums
- Judicious conflict resolution

- Keep checking and encouraging scrum board
maintenance




Communication Plan

- How and when will students communicate outside of
class?
- Google plus community

- Facebook groups GO()816+
- How will student share the work
- DAM SyStem facebook ' |EED
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| essons Learned

- Use Scrum for advanced projects only, where students already
posses a technical foundation (constructivist approach)

- Should motivate self-learning to complete task, but this depends on
the person

- Scrum master sometimes ends up doing the work of team
members

- As a teacher, it can be a strange feeling to relinquish control of
learning—don’t micromanage

- Deadlines for each sprint are necessary with consequences
- Build in time for iterations (revisions) and reflection
- Results may be disappointing even though learning is taking place

- Team must evaluate each other, and have this count as part of the
grade



Student Perspectives

- 52 student responses on effectiveness of Scrum Management
Spring 2014, 2015

- Generally Negative 27/52 (52%)

- “It was a little unnecessary in that we all kind of knew what we had to do
without checking it, but it did help as it kept a record for us.”

 “l think the benefits of this system might be better noticed on a larger
scale with a bigger project and team.”

 “l would prefer to use a work breakdown structure more than this next
time. | just feel like it is easier to manage with one and the deadlines are
more “set” than in scrum management.”

- Generally positive 25/52 (48%)

- “worked really well for our group when dealing with the different phases
and understanding the tasks that were expected for each phase.”

- “split overwhelming goals into smallertasks that each member could set
their sights on.”



