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I. Introduction 1 
 

Key Concepts 
Scrum is an agile framework for managing work with an emphasis on software development. It is 

designed for teams of three to nine developers who break their work into actions that can be completed 

within timeboxed iterations, called sprints (typically two-weeks) and track progress and re-plan in 15-

minute stand-up meetings, called daily scrums 

A key principle of Scrum is the dual recognition that customers will change their minds about what they 

want or need (often called requirements volatility) and that there will be unpredictable challengesτfor 

which a predictive or planned approach is not suited. As such, Scrum adopts an evidence-based 

empirical approachτaccepting that the problem cannot be fully understood or defined up front, and 

instead focusing on how to maximize the team's ability to deliver quickly, to respond to emerging 

requirements, and to adapt to evolving technologies and changes in market conditions. 

There are three core roles in the Scrum framework. These are ideally co-located to deliver potentially 

shippable product increments every sprint. Together these three roles form the scrum team. While 

many organizations have other roles involved with defining and delivering the product, Scrum defines 

only these three. 

Product owner  

As the face of the team to the stakeholders, the following are some of the communication tasks of the 

product owner to the stakeholders:
 

ǒ demonstrates the solution to key stakeholders who were not present at a sprint review; 

ǒ defines and announces releases; 

ǒ communicates team status; 

ǒ organizes milestone reviews; 

ǒ educates stakeholders in the development process; 

ǒ negotiates priorities, scope, funding, and schedule; 

ǒ ensures that the product backlog is visible, transparent, and clear. 

Development team  

The development team is responsible for delivering potentially shippable product increments every sprint 

(the sprint goal).The team has from three to nine members who carry out all tasks required to build the 

product increments (analysis, design, development, testing, technical writing, etc.). 

Scrum master  

The core responsibilities of a scrum master include (but are not limited to):
 

                                                             
1 Wikipedia - https://en.wikipedia.org/wiki/Scrum_(software_development) 

https://en.wikipedia.org/wiki/Agile_software_development
https://en.wikipedia.org/wiki/Software_development
https://en.wikipedia.org/wiki/Stand-up_meeting
https://en.wikipedia.org/wiki/Empirical_process
https://en.wikipedia.org/wiki/Scrum_(software_development)#cite_note-22
https://en.wikipedia.org/wiki/Scrum_(software_development)#cite_note-22
https://en.wikipedia.org/wiki/Scrum_(software_development)#cite_note-25
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ǒ Helping the product owner maintain the product backlog in a way that ensures the needed work 

is well understood so the team can continually make forward progress 

ǒ Helping the team to determine the definition of done for the product, with input from key 

stakeholders 

ǒ Coaching the team, within the Scrum principles, in order to deliver high-quality features for its 

product 

ǒ Promoting self-organization within the team 

ǒ Helping the scrum team to avoid or remove impediments to its progress, whether internal or 

external to the team 

ǒ Facilitating team events to ensure regular progress 

ǒ Educating key stakeholders in the product on Scrum principles 

ǒ Coaching the development team in self-organization and cross-functionality 

Sprint  

A sprint (or iteration) is the basic unit of development in Scrum. 

Product backl og 

The product backlog comprises an ordered list of requirements that a scrum team maintains for a product. It 

consists of features, bug fixes, non-functional requirements, etc.τwhatever must be done to successfully 

deliver a viable product. The product owner prioritizes those product backlog items (PBIs) based on 

considerations such as risk, business value, dependencies, size, and date needed. 

 

Technical note  

The game is supposed to be in played in sessions of 20 minutes to half an hour on any type of computer 

(Windows, Mac OS X, Linux or in the Web browser). The demonstrator is multilingual: English, Spanish, 

Portuguese, Estonian and Greek are the currently supported languages. The software has been created using 

Unity. 

 

The game is available on the LEAP project portal, at this URL: 

http://leapproject.eu/leap-serious-games-for-building-experience-on-agile-design2/ 

 

The game has been developed specifically to be used on a screen with a 16/9 ratio resolution. Playing 

the game in any other resolution is going to lead to some cropping of the screen and make the game not 

playable. The launch screen has been programmed to display only the 16/9 resolution available for the 

computer, so no cropping should ever happen whatever resolution is selected. 

Please never select the Windowed mode, as the size of the window might result in cropping issue at the 

bottom of the screen. Always play full screen, even if you have to select a resolution lower than the 

native one for your computer screen.  

https://en.wikipedia.org/wiki/Requirement
https://en.wikipedia.org/wiki/New_product_development
https://en.wikipedia.org/wiki/Software_feature
https://en.wikipedia.org/wiki/Patch_(computing)
https://en.wikipedia.org/wiki/Non-functional_requirement
http://leapproject.eu/leap-serious-games-for-building-experience-on-agile-design2/
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II.  Word of caution  
 

The demonstrator is a work in constant progress. This means that the online version of the game is 

updated frequently in order to add new features and correct bugs, up to several times a day. So until the 

ǎƻŦǘǿŀǊŜ ǊŜŀŎƘŜǎ ƛǘΩǎ ǾŜǊȅ Ŧƛƴŀƭ ǾŜǊǎƛƻƴΣ ǘƘƛǎ Ƴŀƴǳŀƭ ƛǎ ŀƭǎƻ ŀ ǿƻǊƪ ƛƴ ǇǊƻƎǊŜǎǎΦ 

You might find for example that there are some discrepancies between some screenshots and the actual 

images included in the manual, or maybe some features in the software are not detailed in the manual. 

5ƻƴΩǘ ǿƻǊǊȅΣ ƛǘ Ƨǳǎǘ ƳŜŀƴǎ ǘƘŀǘ ŀ ƴŜǿ ǾŜǊǎƛƻƴ ƻŦ ǘƘŜ Ƴŀƴǳŀƭ ƛǎ ŀōƻǳǘ ǘƻ ōŜ ǇǳōƭƛǎƘed. 

If you have any question, please feel free to send an email to the lead developer at this email address, 

he will answer you promptly: olivier.heidmann@gmail.com. 
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III.  Gameplay concept 
 

The players are placed in a team, which applies the SCRUM methodology in order to manage a project 

up to completion. They are given the project by a client and currently two different scenarios exist, one 

for an urban and the other for an agricultural engineering project. All of the main roles of the SCRUM 

methodology are playable and will each one has its own impact on the final outcome. The player will 

need to balance both the requirements of its team and the demands of the client in order to achieve the 

maximum performance of the first and the satisfaction of the latter. 

 

The game begins on the first days of August and consists of 5 sprints, varying in in-game time duration 

according with the client demands. Each decision of the team is random in every gameplay (having in 

mind the current goals of the game) so each gameplay is unique. This is trying to reflect an actual team 

applying the SCRUM methodology and the random events that might occur in a workplace. 
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IV. Presentation of the interface  
 

1. The introduction screen  
 

 

Figure 1: The splash screen 

On the introduction screen of the demonstrator the user is greeted with the SCRUM and European 

Community Erasmus+ logo. This screen fades out in 2 seconds. 
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2. The main menu  
 

This screen displays five available actions possible: starting a new game, changing the interface 

language, getting some help about the game, getting some information about the LEAP project and 

exiting the game. On the bottom left of the screen is also displayed the current version of the software. 

.Ŝ ǎǳǊŜ ȅƻǳΩǊŜ ŀƭǿŀȅǎ ǳǎƛƴƎ ǘƘŜ ƭŀǘŜǎǘ ǾŜǊsion available (currently 1.4f). 

 

Figure 2: The main menu  

 

Figure 3: Choosing the scenario 
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Figure  SEQ Figure \* ARABIC 3: Choosing between scenarios 

 

¢ƘŜ άbŜǿ DŀƳŜέ ƻǇǘƛƻƴ ǿƛƭƭ ǎǘŀǊǘ ŀ ƴŜǿ ƎŀƳŜΦ !ǘ first it will prompt you to select a scenario and then to 

select the role you will play in the game. 

 

Figure 4: Choosing the role  

The player can also select with the left and right arrows which language the game is going to be using. 

The choices are: English, Estonian, Greek, Spanish and Portuguese. This choice can be changed only in 

main menu so be sure you have chosen the preferable language before starting a new game. 

 

Figure 5: Changing the interface l anguage 
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Selecting the help option will open a careen giving details about the menu buttons. 

 

Figure 6: About information  

 

Clicking on about will launch the LEAP project web portal (http://leapproject.eu/ ). 

 

Figure 7: The LEAP project portal  

  

http://leapproject.eu/
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3. The Dialog system 
 

A big part of the game is based on dialogs. Reading and answering them happens in the lower third of 

the screen where all the text and interactions appear (the .purple box in figures 8 and 9). 

In discussions where no user input is needed, pressing the next button on the lower right corner will 

advance the story. If the player needs to make a decision, instead of the next button, selectable options 

will appear below the question. In the following figures you can see two examples of the dialog system.  

 

Figure 8: A dialog where no input is needed  

 

 

Figure 9: A dialog where the player needs to select  an answer  
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4. The Recap Screen 
 

When the team finishes the project after going through all the sprints, the final outcome of your work 

will appear on a map, showing which buildings were built. 

 

Figure 10: The recap screen 

 

5. The Scoring Screen  
 

After the recap screen, the final screen of the game will be displayed, announcing you your score and 

your total performance. The scoring system consists of two separated scoring methods. You are graded 

for your role performance, how good you played as the role you chose, and the client score which 

ǊŜǇǊŜǎŜƴǘǎ Ƙƻǿ ƳǳŎƘ ȅƻǳ ǎŀǘƛǎŦƛŜŘ ȅƻǳǊ ŎƭƛŜƴǘΩǎ ŘŜƳŀƴŘǎΦ 



LEAP  2016-1-EL01-KA203-023624 

07/09/2017 LEAP SCRUM Manual Page 14 

 

 

Figure 11: The scoring screen  

The client can display three different possible reactions according to your performance to his demands. 

Having a score lower than 50 will result to an angry client, lower than 80 to a satisfied client and for 

scores bigger than 80 the client will be excited with your performance. 

Clicking the red button with the white cross will return you to the main menu. 

  






























































