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Abstract— The software industry has always been 

challenged to deliver the products in faster, cheaper and 

better quality. One recent trend to address this challenge has 

been to build products using agile methodologies. Scrum is 

one such agile method of software development life cycle. 

Implementation of agile methodologies require the teams to 

have the right tools, processes and metrics to measure the 

success of the processes. The software component of this 

project are an agile project tracking tool. This tool will track 

the ongoing projects. Based on the data thus obtained, 

reports are generated. The reports will give an overview of 

the project and help managers to take decisions to lead the 

project in right direction. Hence, allowing to control the 

flow of the project.    

 Agile- Able to move quick and easily. 

 Sprint- A set period of time.  

 Backlog- An accumulation of uncompleted work. 

 Sprint backlog- A list of tasks to be completed in a 

particular sprint. 
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I. INTRODUCTION 

Tight deadlines, changing requirements of the stakeholders, 

limited resources and demanding customers- these are the 

things that are too familiar to anyone who has ever managed 

the project. Always, a manager wants to deliver the high 

quality projects to meet the customer specification fully 

within time and financial constraint. To achieve this, 

planning is the key. The project planning involves defining 

each major task, estimating the resources and time required, 

and provide the framework for the management review. 

Planning also defines an outline of the project activities and 

describes how the end product will be accomplished. 

A. Agile project planning and management: 

Rather than following the perspective plan, the agile project 

plan will always focuses on customer value first. It is an 

iterative process where the team interacts over tasks and 

adapt to current business reality. Agile project management 

emphasizes on delivering the high quality product within the 

budget and time.  

Scrum is an agile software development framework 

for managing product development. It is an iterative and 

incremental methodology where cooperative team of people 

work as a unit to reach a common goal. It encourages 

flexible product development strategy by enabling team to 

self-organize physical co-location or close online 

collaboration of all team members, as well as daily  

communication among all  members of the team and 

disciplines in the project.  

A key principle of Scum is, during the project if the 

customer changes their minds about what they want (i.e., 

requirements), it will be recognized. The unpredicted 

changes cannot be easily addressed in a traditional project 

management approach. As such, Scrum mostly focusses on 

maximizing the team’s ability to respond to emerging 

requirements and deliver quickly.  

Agile project teams are made up of many people 

and has the following three roles: 

1) Development Team:  

these are the group of people who do the work of developing 

the project. It includes programmers, testers, designers, 

analyst and anyone else who has hands-on role in product 

development is a member of this development team. 

2) Product Owner:  

he is the expert in the product and has very clear 

understanding of the customers’ need and priorities. He will 

prepare the Product Backlog which has all the requirements 

of the customer. This person is responsible for filling the 

gap between the customers, business, stakeholders and the 

development team. He is sometimes called a customer 

representative. Every day, he works with the development 

and help them clarify the requirements. 

3) Scrum Master:  

He is sometimes called the project facilitator. He is 

responsible for helping the development team by clearing 

the organizational roadblocks, and keeps the agile process 

consistent. 

B. Scrum Meetings: 

1) Sprint planning meeting: 

This meeting is held at the beginning of every sprint cycle 

and involves the entire team. The details and the outcomes 

of the meeting are as follows: 

 Usually, a sprint will last for 30-days. An average 

of 8-hours will be spent on planning .i.e., two-

hours per week duration 

 First 4- hour entire team (development team, 

Scrum Team, Product Owner) involved in 

prioritizing the product backlog. 

 Next 4-hours involves only dev team, hashing out a 

plan for the sprint, resulting in sprint backlog. 

 Select what work is to be done by looking at the 

Sprint Backlog. 

 Communicate, identify and commit on how much 

of work is likely to be done during the current 

sprint.  

2) Daily Scrum Meeting: 

During the sprint, every day the project team 

communication meeting occurs. This is also called the 

stand-up meeting and has the specific guidelines: 

 This meeting length is timeboxed to 15 minutes 

every day. 

 The meeting will happen the same time precisely 

even if some team members are missing. 

 All are welcome but only the core roles speak. 
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 All members of the development team come 

prepared with the updates for the meeting. Each 

member answers the following 3 questions: 

 What did I do yesterday to meet the sprint 

goal? 

 What will I do today to help? 

 Do I have any roadblocks that will prevent me 

working to meet the goal? 

Any obstacles detected will be escalated to Scrum 

Master and will be ensured to resolve outside the meeting.  

3) End Meetings (Sprint Review and Sprint Retrospective): 

These 2 meetings are held at the end of sprint cycle.  

At the Sprint Review meeting: 

 Present the completed work(give demo) to the 

stakeholders 

 Review the work that was completed and planned 

work that was not completed. 

 Give details on the incomplete work that cannot be 

demonstrated. 

 Usually lasts for 4-hours. 

 At the Sprint Retrospective meeting 

 All team members comment on the past sprint 

 Make continuous process improvement. 

 Two main questions asked here are: 

 What went well during the sprint? 

 What improvement could be implemented in 

the next sprint? 

 3-hour time limit. 

 Meeting will be hosted by Scrum Master. 

II. PROPOSED SYSTEM 

The proposed system is a project planning and tracking tool 

for Scrum Team. As the project is huge and cannot be 

completed as a whole, it is divided into many iterations. 

Further dividing them into stories and tasks, they will be 

assigned to the development team members to complete. To 

summarize, the customer picks the features to be added 

(stories) to each development iteration. The developers 

estimate the effort to complete the stories either at the story 

level or by decomposing the story into tasks and then 

estimate the effort. Based on the analysis of the previous 

iteration, the decision on the team development velocity will 

be made. If the team appears to be overcommitted, the set of 

stories will be renegotiated with the customer. Druid is 

created to support this process and thus address the issues 

experiences in a long-term real-life project. 

III. IMPLEMENTATION 

Druid is a Java Web Application designed to support team 

management according to the scrum methodology. 

However, this tool is found to be flexible enough to provide 

valuable support for other mainstream agile approaches in 

the heat of project delivery. Although unsophisticated, Druid 

provides a handy tool to support the team whether you are 

experienced with, or just launching into, the rewarding 

world of agile software development. 

Druid supports recording and tracking projects, 

iterations, user stories, and tasks. It models itself along 

the Scrum process of decomposing stories into tasks, 

analyzing the project through completion of tasks, and in the 

end, collating all stories to complete the project. 

Druid displays tasks and story statuses for 

developers and customers, with the facility to attach notes to 

stories and tasks, and generate distributed and integrated 

tokens with email notifications. The development team 

members should update the hours spent on task assigned to 

them, each day. This is done by manually making the time 

entry. The same will be stored in the database. This data will 

be used to make reports. The project burn down chart is one 

such report. 

 
From this graph, one can get a clear picture on 

where exactly the project stands. If the actual line is 

deviating from the estimated line in the graph, the manager 

will take some necessary actions and strives to make the 

actual line goes with the estimated (planned). 

Druid comes with an integrated online time tracker 

that generates both individual and team time sheets. Other 

highlights include the different charts for iteration velocity, 

Scrum burn down, distribution of task types, dispositions, 

and more, the facility to generate metrics such as team 

velocity and individual hours, and the facility to export such 

project and iteration information in XML and PDF formats. 

IV. CONCLUSION 

The project tracker tool built helps in tracking the project. 

The entire project is divided into many iterations and 

iterations are divided into stories and user stories are finally 

divided into tasks. These tasks are assigned to development 

team members and it helps the product owner and the 

manager to come to know what all work is assigned to 

whom and the status of the work. It is mandatory for the 

employees to fill in the values inside the tool regularly about 

their progress.  The tool helps in effective project planning 

and tracking. From the values entered by the users, various 

reports are generated like Schedule Variance Index, Effort 

Variance Index, Productivity, Burndown Charts etc.,. On 

analyzing these reports, various managerial decisions can be 

http://www.mypmhome.com/agile-software-development-methodology/
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taken to lead the project in proper direction and finish the 

project as expected by the product owner, within the 

deadline. Hence, the efficiency of Scrum implementation is 

understood. 
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