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Pablo Garcia started as a tester in 1996 for Ericsson.

After passing through roles like Test Manager, Project Manager, Program
Manager he worked as Total Program Manager managing the complete
the Ericsson Development in India.

Now, over 20 years later he has run over 50 assignments besides running
his own test companies.

After working as a CEO for a international consultancy he has now
started his 5:th company “Sharpness” with specialist in development and
testing.

Pablo has spoken at national and International Conferences like NFI, Test
management Forum, many SIGISTS and Star West. He has also given
Testing courses since 2001 and released a book on test design.

Amongst other he has educated over 400 nurses in acceptance testing
during the last 8 years.
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Pablo Garcia started as a tester in 1996 for Ericsson.

After passing through roles like Test Manager, Project Manager, Program
Manager he worked as Total Program Manager managing the complete
the Ericsson Development in India.

Now, over 20 years later he has run over 50 assignments besides running
his own test companies.

After working as a CEO for a international consultancy he has now
started his 5:th company “Sharpness” with specialist in development and
testing.

Pablo has spoken at national and International Conferences like NFI, Test
management Forum, many SIGISTS and Star West. He has also given
Testing courses since 2001 and released a book on test design.

Amongst other he has educated over 400 nurses in acceptance testing
during the last 8 years.

Jag gillar att gora ratt fran borjan.
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Testarens storsta dilemma?

Befintliga metoder

Testning i Agile/Scrum/SAFe
Gemensamt for att testning

Att veta VAD man testar

Att veta HUR man testar

Att veta vad och HUR man mater
Att veta HUR man kommunicerar
Ha koll pa din Testmiljo och Testdata
Ett annat bra satt att se det pa
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1. Befintliga metoder

I Agile Testing I I ISTQB I I Context Driven Testing I I ATDD I

I More Agile Testing I I Risk Based Testing I I Gerillatest I

IAutomanuation I I Exploratory testing I I Monkeytest I I Model based testing I

I Structured Testing I I High Velocity Mobile Testing I

I Cosytest I

[1s0 29119 |

[1EcE829| [ sprint testing |

I Mamatest I

I Nike testing I I Pairwise testing I I MDD I

ADD I Paired testing I I Pizza Driven Development I
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1. Befintliga metoder

I Testing is easy, how hard can it be I I Automation is everything I
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1. Befintliga metoder
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2. Testning i Agile/Scrum/SAFe

Manifesto for Agile Software Development

We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:

Individuals and interactions over processes and tools
Working software over comprehensive documentation
Customer collaboration over contract negotiation
Responding to change over following a plan

That is, while there is value in the items on
the right, we value the items on the left more.

Kent Beck James Grenning  Robert C. Martin
Mike Beedle Jim Highsmith Steve Mellor
Arie van Bennekum Andrew Hunt Ken Schwaber
Alistair Cockburn Ron Jeffries Jeff Sutherland
Ward Cunningham Jon Kern Dave Thomas
Martin Fowler Brian Marick
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2. Testning i Agile/Scrum/SAFe Agilemanifesto
Principles behind the Agile Manifesto
We follow these principles:
Our highest priority is to satisfy the customer
through early and continuous delivery

of valuable software.

Welcome changing requirements, even late in
development. Agile processes hamess change for
the customer's competitive advantage.

Deliver working software frequently. from a
couple of weeks to a couple of months. with a
preference to the shorter timescale.

Business people and developers must work
together daily throughout the project.

Build projects around motivated individuals.
Give them the environment and support they need,
and trust them to get the job done.

The most efficient and effective method of
conveying information to and within a development
team 1s face-to-face conversation.

Working software is the primary measure of progress.

Agile processes promote sustainable development.
The sponsors. developers. and users should be able
to maintain a constant pace indefinitely.

Continuous attention to technical excellence
and good design enhances agility.

Simplicity--the art of maximizing the amount
of work not done--1s essential.

The best architectures, requirements. and designs
emerge from self-organizing teams.

At regular intervals, the team reflects on how
to become more effective, then tunes and adjusts
its behavior accordingly.

BN SHARPNESS




2. Testning i Agile/Scrum/SAFe

Agilemanifesto

TEST=0

Quality =0

Manifesto for Agile Software Development

‘We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:

Individuals and interactions over processes and tools
Working software over comprehensive documentation
Customer collaboration over contract negotiation
Responding to change over following a plan

That is, while there is value in the items on
the right, we value the items on the left more.

Kent Beck James Grenning  Robert C. Martin
Mike Beedle Jim Highsmith Steve Mellor
Arie van Bennekum  Andrew Hunt Ken Schwaber
Alistair Cockburn Ron Jeffries Jeff Sutherland
Ward Cunningham Ton Kern Dave Thomas
Martin Fowler Brian Marick

Principles behind the Agile Manifesto

We follow these principles:

Our highest priority is to satisfy the customer
through early and continuous delivery
of valuable software.

Welcome changing requirements, even late in
development. Agile processes hamess change for
the s itive ad

Deliver working software frequently, from a
couple of weeks to a couple of months, with a
e to the shorter ti le.

Business people and developers must work
together daily throughout the project.

Build projects around motivated individuals.
Give them the environment and support they need,
and trust them to get the job done.

The most efficient and effective method of
conveying information to and within a development
team is face-to-face conversation.

Working software is the primary measure of progress.

Agilep promote inable devels
The sponsors. developers, and users should be able
to maintain a constant pace indefinitely.

G sonto techmidhl 11
and good design enhances agility.
Simplicity--the art of imizing the amount

of work not done--is essential.

The best architectures, requirements, and designs
emerge from self-organizing teams.

At regular intervals, the team reflects on how
to become more effective, then tunes and adjusts
its behavior accordingly.
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2. Testning i Agile/Scrum/SAFe

TEST=0
Quality =0

[Dmur S5crRuUM

MEETING

N\ :

24 HOuRs

POTENTIALLY
FPRODUCT SPRINT SHIPFPABLE
PrRobDuUcT
INCREMENT

/

COPYRIGHT ﬁ 2005, MOUNTAIN E0AT SOFTWARE
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2. Testning i Agile/Scrum/SAFe m

The Scrum Guide

The Definitive Guide to Scrum: The Rules of the Game

[ I

BB SHARPNESS




2. Testning i Agile/Scrum/SAFe m

TEST=0

Quality =4

. Developers are always accountable for Instilling quality by
adhering to a Definition of Done;

. During the sprint Quality does not decrease;

. The purpose of the Sprint Retrospective is to plan ways to
increase quality and effectiveness.

. The Definition of Done is a formal description of the state of the
Increment when it meets the quality measures required for the
product. _—
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2. Testning i Agile/Scrum/SAFe

SAFe 5 for Lean Enterprise

Organizational
Agility

Lean Portfolio
Management

Agile
Product
Delivery

Team and
Technical
Agility

Continuous
Learning
Culture
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\&
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2. Testning i Agile/Scrum/SAFe  [sare

o™y Measure
¥ 4% 1Grow
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2. Testning i Agile/Scrum/SAFe

Jag vet hur man gor.

GOr sahar XXOOMXXX
Automatisering l6ser allt Snabbare Reggressionstest Kul OCH snabbt
Billigare testning Testa allt
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2. Testning i Agile/Scrum/SAFe

Jag vet hur man gor.

GOr sahar XXOOMXXX
Automatisering l6ser allt Snabbare Reggressionstest Kul OCH snabbt
Billigare testning Testa allt

Med vart verktyg I I Med var metod I I Med var Konsult I s
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3. Gemensamt far a" tEStning (det mesta iallafall)

1. Veta VAD man testar.
2. Veta HUR man testar
3. Veta VAD och HUR man mater
4. Veta HUR man kommunicerar

5. Forsta dina testmiljoer och din testdata

—~—
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4. Veta VAD man testar

1. Vad finns det att testa.

2. Vad ska vi INTE testa. (Inga problem med buggar dar.)

3. Testar vi tillrackligt for att fa tillrackligt med information for att
kunna ta medvetna beslut?

—~—
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4. Veta VAD man testar

1. Vad finns det att testa.

2. Vad ska vi INTE testa. (Inga problem med buggar dar.)

3. Testar vi tillrackligt for att fa tillrackligt med information for att
kunna ta medvetna beslut?

Vi soker inte efter perfekta system, vi vill veta hur bra de ar fore
vi releasar till production.
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4. Veta VAD man testar
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4. Veta VAD man testar
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4. Veta VAD man testar

\_ Direktflode & Statusar(stepper) |

Il
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5. Att veta HUR man testar

1.Definiera Testdjup

2.Definiera Automatiseringsniva

—~—
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5. Att veta HUR man testar

1. Definiera testdjup
Mixa Testfall och Testcharters.

N14 v i fx

daablinaatilel | Spraifibaleater TIR:
g ieal
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5. Att veta HUR man testar

1. Definiera Automatiseringsniva
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6. Att veta VAD och HUR man mater.

Varfor behover vi mata?

1-Att veta vart vi ar och vart vi ar pa vag
2-Att halla focus pa kvalitet

3-Agila team gor alltid forandringar, med metrics kan vi se hur bra
forandringarna ar.

Forenklat:
-Buggar | produktion (som mitt team skapade)
-Kravtackning.

—~—
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6. Att veta VAD och HUR man mater.

Buggar | produktion (som mitt team skapade)

Bugs in Prod, per month

—~—
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6. Att veta VAD och HUR man mater.

Kravtackning

Requirement Coverage (%)

120

100

80

60

40

20

Test Round 0 Test Round 1 Test Round 2 test Round 3

e Tested items wsPassed emmifailed
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6. Att veta VAD och HUR man mater.

Produktivitet

Produktivitetsmatning, hur mycket tid gar at att
skapa nya saker i jamforelse med tid att ritta
gamla saker. (Waste)

Waste:
Mat taud: Fixa buggar for andra
. . angen
Produktivitet: g. 5
Fixa nyskapade buggar efter
Kod
fix.
Testa 2 ggr . .
Releasa for 3:e gangen
Granska . .
) i Testa for 3:e gangen...
Testdesign/planering

—~
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6. Att veta VAD och HUR man mater.

Produktivitet

Produktivitetsmetrics handlar om hur mycket
tid som skapar nya saker och hur mycket tid
som ar bortkastad.Waste

20% - 80%
80% - 20%

—~
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6. Att veta VAD och HUR man mater.

Produktivitet

Produktivitetsmetrics handlar om hur mycket
tid som skapar nya saker och hur mycket tid
som ar bortkastad.Waste

20% - 80%

80% - 20%

—~

BB SHARPNESS




6. Att veta VAD och HUR man mater.
Happiness Index

Team 1
Mon Tue Wed Thu Fri 11-2=9
Tester 3 . . . .
Ds,\,: . . . . Keer:jtrack of the
. @ . . trends.
A\
(S =+
10 - @ Tfm()
> T ) Fea. 2
—>> oVe
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7. Att veta HUR man kommunicerar

En testares arbete: 50% insamling av information & 50%
kommunikation

Statusrapportera ofta. (varje fredag)

Anvand alltid grafer nar du kommunicerar

Anvand de 3 satten att avsluta en testrapport:

-Enligt vara uppgifter rekommenderar vi release.

-Enligt vara uppgifter rekommenderar vi INTE release.
-Vi rekommenderar INTE release, inte for att systemet ar bra

eller daligt utan for att vi inte haft chansen att testa tillrackligt for
att veta.

Anvand aldrig kanslor, bara fakta

—~—
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5.

8. Att ha koll pa din testmiljo och testdata

Testmiljoer ska vara definierade for behovet.
CT, FT, ST, UAT

Testmiljon ska spegla produktionsmiljon | alla kritiska aspekter.
Agil: Dev, Test, UAT
Testdata skall vara avidentifierat

Produktionsdata kan vara OK.
Fast bara om man hanterar den pa samma satt som | production,

och man har tillatelse av kund.

—~—
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9. Ett annat bra satt att se det pa

TESTNIVAER (TEST LEVELS)

Business Value Bugs|

Busi
u.smess : UAT
Requirements Integration Bug

System

|Requ|rement Bugs| M System Bugs Integrat

ion test
Technical EINESE
Bugs Value
& Bugs

[ I )
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9. Ett annat bra sdtt att se det pa

TESTNIVAER (test LeveLs)

Business

Business Value Bugs

. - UAT
Requirements |Integrat|on Bug
-Structured
System Testing
3 Integrat -Business
Requirement Bugs ode Bugs System Bugs :
9 g ion test Value Testing
. -Bus. Req.
Requiremen .
t Review Development Unit Test System Test Coverage
-Structured | 100%
Testing -Automation
-Interface | hot possible
-Solution -Static AnalySiS -Structured test
Description -Automation Testing .Data Flow
-Cheap to crucial -Measure Test
fix bugs -Code Coverage Quality -Req.
>80% “Req. Coverage
-Maintainability Coverage 100%
100% -Automation
-Automation Preferred
Important
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Sammanfattning

Bra testning ar inte att fanatiskt folja EN metod.

Bra testing ar en mix av olika testmetoder.

Bestam dig vad for testing du vill gora.: Testa klart,
rekkomendera release, eller inte.....

Uppfinn nya verktyg, metoder och ord. (tank sjalv)
Kolla med andra med din roll och ha kul
Anvand Metrics

Trana dig pa kommunikation _—
Rl SHARPNESS
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Competence Ladder
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Competence Ladder
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Incompetent
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Competence Ladder
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Competence Ladder
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Competence Ladder
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H Medvetet
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Inkompetent
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This book helps in how to go from doing
software testing to doing GOOD Software testing

29000

The 5 Secrets of good
software testing

From the viewpoint of a professional tester how

Author: Pablo Garcia Munos

With forewords by Andy Redwood
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Sprint 1

Production
Ver 1.0
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Sprint 1 Sprint 2

Production
Ver 1.0
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Sprint 1 Sprint 2

Production
Ver 1.0 Ver 1.1
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Sprint 1 Sprint 2

Production
Ver 1.0 Ver 1.1 Ver 2.0
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Sprint 1 Sprint 2 Sprint 3

Production

Ver 1.0 Ver 1.1 Ver 2.0 Ver 1.2 Ver 3.0
Ver 2.1
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Sprint 1 Sprint 2 Sprint 3 Sprint 4

Production
Ver 1.0 Ver 1.1 Ver 2.0 Ver 1.2 Ver 3.0 Ver 1.3 Ver 4.0
Ver 2.1 Ver 2.2 Ver 3.1
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Why?
-Lacking of structured testing
-Lack of competence =5 T
-If you are agile you should NOT....
-But | have promised
-I/We do not have time
-"OK” persons

-Lack of people/roles
-Quality Chain.
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Why?
-Lacking of structured testing
-Lack of competence T
-If you are agile you should NOT sie&is
-But | have promised
-I/We do not have time
-"OK” persons
-Lack of people/roles
-Quality Chain.
-Many teams do NOT want to deliv
with high quality ag
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Heroes/Drama
development

-The ones correcting bugs in production become
the heroes

-The Heroes are seen, have the highest salary
and are seen as "the best developers we have”

-The incentive model is wrong, the people doing
things right the first time are not seen, have the
lowest salary but deliver the most value to the

company.
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| HAVE NOTHING _
To SAY -

-The on acome

the herc

-The He alary

and are ave”

-The Inc doing
things ri e the
lowest ¢ ‘JSAY ) .'T_ REGULARLY the
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Henry Ford

“Quality means doing it
right when no one is
looking” 2|




What is the REAL
problem?

Poor Quality->
More Waste->
Extra Costs->
More People->
More Waste....

The Product Owners can not get strategic systems
fast enough for us to fight against the competition.
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What is the REAL ‘
problem?

Your company can
not fight against the
competitors._
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What does a bad system really

cost? —
BB SHARPNESS




A

Summary
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Questiong??
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Waste?

-What is waste?

-The time that we spend on o -
things that have no value.
-Developing on missing %

Requirements

-Testing the same thing for the 3:rd
time

-Fixing bugs on the weekend
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Waste?

-Normal value for time ®

Productive - Waste 4
20 80
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Waste?

-Normal value for time

Productive - Waste
20 80
80 20
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Waste?

-Normal value for time

Productive - Waste
20 80
80 20

Quality Journey
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5-How to do it

TEST LEVELS

|Business Value Bugs|

Bu.smess : UAT
Requirements Integration Bugsl

System

|Requ|rement Bugs| M System Bugs Integrat

= DD D
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Requirements Integration Bug
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TEST LEVELS

Business

Business Value Bugs

. UAT
Requirements Integration Bug
-Structured
System Testing
3 Integrat -Business
Requirement Bugs :-ode Bugs| System Bugs :
g g - ion test Value Testing
Requiremen . “Bus. Req.
t Review Development Unit Test System Test Coverage
-Structured | 100%
Testing -Automation
-Interface | hot possible
-Solution -Static Analysis -Strt'Jctured test
Description -Automation Testing .Data Flow
-Cheap to crucial -Measure Test
fix bugs -Code Coverage Quality -Req.
> 80% “Req. Coverage
-Maintainability Covoerage 100%
100% ) -Automation
-Automation Preferred
Important
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A

Summary
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