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Session Overview

A Where We Started

A The List, and Inflection Point
A Incentives

A Artifacts

A Ceremonies

A Our Conclusions
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Pre-Conditions

A Individuals were assigned ad-hoc chores ACAUTK)N

A No standar ds fdaon dita |

A Inconsistent follow-up from parents
promoted apathy

AfANot my jobo was fr eq | EsTIMATEDSTRENGTH: 47Kz
LIMIT EXPOSURE TO THIS AREA
AND REPORT ABNORMALITIES
A The noise level was HIGH IN YOUR LIFE AFTER EXPOSURE
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Mornings Were Particularly Bad

Did you €3v ‘ Did you brush
your . Are yoy Wearing = Your teeth? | Do you have
breakfaﬁt- underWear? X4 your book bag?
X2 X3 X4
Take | Did you put
Your medicine. Where's your away your Wash your face
X3 lunch? dishes? X2
= X5 X4
|s that what S
you think ls your Where's hair.
, . o your | combyourna
you're wearing® | bed made? homework? X3
X1 X3 X4
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The List

The first inflection point
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Genesis of the List

A Information radiators were successful at work

4 Build lights
4 Defect tolerance lights

When defect

count climbs,
light goes on -

@ Tl -

see what you can learn \



The Self Directed Morning Checklist

Take vitamins or medicine

Eat breakfast

Shower or wash face and neck
Take care of your hair

Do morning chores

Brush your teeth (2 minutes)
Backpack, shoes, and socks
Update information boards

© N Ok WDNPRE

What are you having for lunch?
What are you taking to school today?
What are you forgetting?

@ pluralsight
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Results of the List

A Fewer prompts needed from parents

Elle thought MAYBE

Dave wasn’t

A Children began to self-regulate a crazy fanati
c

A Children preferred sequential execution

A Some even began to focus!

Dave felt
A Noise level significantly reduced safe to pu5h

his luck
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Incentives

Kids donot car
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Work and Home are Different

Team members are volunteers

You can get fired

The work is often creative
Software development is about
solving cool problems

| can get a raise!

@ pluralsight

Team members are trapped on
the team

No one gets voted off the
Island

The work is often repetitive

No one get excited because the
bathroom is clean

| can not get punished!



Work and Home Have Similarities

When the team has work, the usual suspects
tend to slack or carry the weight

Natural tensions exist within the organization

Some jobs repeat, others are unique

No one wakes up thinking,
NToday, | pl an to screw

@ pluralsight



Incentive Models Considerations

Group accountability is ideal
And all but impossible with kids
Individual development is paramount

Individual incentive is key

Daily Points The goal is create healthy adults

Cotchas By stewarding a cohesive family

@ pluralsight



Intrinsic vs. Extrinsic Motivation

A Intrinsic Motivation

4 Comes from rewards inherent to a task or activity itself
4 The enjoyment of a puzzle or the love of playing

A Extrinsic Motivation

4 Comes from outside of the performer.

i Money

4 Coercion and threat of punishment

@ pluralsight

Children who expected to be (and were)
rewarded with a ribbon and a gold star for
drawing pictures spent less time playing
with the drawing materials in subsequent
observations



Incentive 1 Daily Points

Who thinks

deserves 5 point today?

A Possible to get one per day

A Awarded by consensus of the entire family

A 30 points earn a $10 book coupon

Did you meet your

A Book coupons commitments today?

Were you well behaved?

Did you causé promote
peace or turmoil today?

@ pluralsight



Incentive 1 Cotchas

A Tool for immediate feedback

A May be earned or lost Typical Activities

r

A Anyone may award or penalize B RSiate rink

+ Mom or Dad & AGo fishing

» Kids with a vote of 2 or more PR A Pichic or hike
P AFamily D&D night
A 20 Cotchas earn a family activity é‘i}ﬁ |

» Sometimes activities are singular =% AKid/parent date
due to busy schedules Y A Breakfast out

» Older kids means fewer times when all are presé A Movie
A Motorcycle ride

<.> pluralsight
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The Current Experiment

A Cotchas and Daily Points are gone
A Replaced with ¢é not

A So far so good

@ pluralsight



The Family Methodology

ATask Cards AWeekly AParents
ATask Boards Family AKids
AChecklists Meeting

: Mom and D
ACotchas A[S)fulyd can act ad
APoint Cards anaup

a “toﬂomously
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Methodology Vocabulary

Iteration
Acceptance Criteria
Task

Daily Scrum

Review and Retrospective

In Process (workflow
state)

@ pluralsight

A week

Can pass inspection
(peer)

Chore
Family Standup
Weekly Family Meeting

Promised



Artifacts

Tools of the process

@ pluralsight ‘ ’



Check Lists

A For repeated tasks

A Actually marking the box

4 Shows historical performance
over the course of the week

4 Is fun and feels like | got
something done

A Refreshed every week

r

A Everyone can see how | am doing

see what you can learn
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Index Cards

A For one time or ad-hoc reminders

A Write my report
4 Produce my podcast

For weekly deliverables
To be done when | choose

AThese are white
Al have them

A For my personal responsibilities = again next week

4 Clean my room
» Cl ean my pet Us

A For family responsibilities
A Sweep the porch
4 Clean the shared bathroom

@ pluralsight

cage

<

AThese are pink
ARotate to someone
else next week




Kid Information Boards

Kid Board
To Do ‘ Personal ‘ Shared Daily
Weekly Weekly Point
Card
Daily Checklist Cotcha
‘/I Holder
Promise
Personal
d Weekly
Done Personal Shared
Weekly Weekly
Personal
Weekly

see what you can learn
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=

Weekly cards
start here

=

Move here
for tomorrow

When done




Parent Information Boards

Parent Board
To Do Daily
Task Fé(;'rr:jt
aily Checklist
BIVI V]
Promise
d Task Task
Done
Task Task
Task Task

@ pluralsight

All cards are ad-hoc work

Parents use a continuous
flow model

This is great for real life!

< Queue limit 3
< When done







