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	Retro exercise 
	Comments
	Interim
	End of Project (EOP) 

	Introduction (100-03)
	Welcome, set tone, cover procedures.
	Define goal(s).

Discuss schedule and agenda.

	I’m Too Busy

(103-05)
	More important in the more time-consuming EOP.
	Probably not needed.
	As Norm suggests 

	Define Success

(105-08)
	At Interim learn from previous iteration’s experiment.

At EOP consider what the project has accomplished.
	Success =  learning from the recent experiment. 
	Success =  I would do that over again in the very same way.

	Create Safety

(108-16)
	Create a safe environment so people feel free to speak their minds.
	Set ground rules at first retro. Create poster to remind participants. 
	Consider additional issues if needed, since this is a larger retro or do research ahead.

	Artifacts Contest

(116-21)
	Tell participants ahead of time to find and bring artifacts.
	Do quickly.  Artifacts could be kept in a project “museum” near the timeline.
	As Norm suggests

	Develop, Mine Timeline

(121-27)
	Build a “disciplined framework” for looking at the entire project.
	Interim adds to evolving timeline. Mining activity will be short.
	Finish the timeline and spend more time mining.

	Emotions Seismograph

(127-30)
	Build a better understanding of the events that trigger emotions.
	Probably not enough time.
	Use on the completed timeline.

	Offer Appreciations

(130-34)
	Use anytime during any retro.
	It is not necessary for everyone to be appreciated.
	As Norm suggests (everyone is appreciated)

	Passive Analogy

(134-38)
	Takes a lot of time.
	Use a smaller artifact, like a Seinfeld episode or a cartoon.
	Useful in a residential retro, or people can view film ahead of time and then discuss.

	Session without Managers

(138-44)
	Use  “infrequently and only when project members have tried to establish a safe retrospective environment, but have been unable to do so.”  
	Probably not needed.
	As Norm suggests (if needed)

	Repair Damage through Play

(144-46)
	As needed to repair damage in relationships; does not need to be part of the retro – can be used just before/after retro.
	As needed between  retros.
	Immediately before, after, or during a residential retro. 

	Retro exercise
	Comments
	Interim
	End of Project

	Cross-Affinity Teams

(146-52)
	Need enough functional differences to create cross-affinity groups. 
	Difficult  when teams are small.
	As Norm suggests.

	Making the Magic Happen

(152-56)
	In EOP when there is one last important topic to discuss
	Not used.
	As Norm suggests.

	Change the Paper

(157-63)
	Help keep retro lessons alive.
	Halfway through project to see what is going wrong and to make suggestions for addressing issues.
	See what can be done differently on next project.

	CEO/VP Interview

(193-95)
	At the beginning of a failed project
	Use if project is having problems and heading toward failure.
	As Norm suggests

	Art Gallery

(195-97)
	Gives everyone’s “big picture” view of the project.
	If appropriate, quickly draw pictures and discuss. Add drawings to evolving timeline.
	At beginning of retro. 

	Make it a Mission 

(201-06)
	When findings have implications for the larger organization
	Not used.
	As Norm suggests.

	Closing the Retrospective

(163-65)
	To bring completion to the work and shift the focus from retro to the real world
	Define actions and the experiment for the next iteration. 
	As Norm suggests.


Interim:


Introduction

Create Safety – propose ground rules at first retro and keep them around


Timeline – build an evolving artifact in real time


Define Success


Offer Appreciations


Closing the Retrospective

Halfway:
Art Gallery

Change the Paper

Outside a formal retro session:

Repair Damage through Play 

Passive Analogy

Session without Managers

Any time there are problems in the project:

Repair Damage through Play

Session without Managers

