AGILE SPORTS FRAMEWORK™

A Blueprint for Measuring Value, Improving

Player IQ and Creating Team Synergy
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Aboutthe Author and Creator of theAgile Sports
CNI YS 42N «

Victor Holman i business performance expemanagementonsultant, speakeignd

author. Histhought leadershipn business performangerganizational performancand
process improvemertias been demonstrateth books frameworks angbroducts h e’ s
publisted over the last 20 year¥/ictor has served as a performareepert, project manager
and management consultamd over 50 government agencies worldwide aamdundred
corporations of all size$l e begn featued in major television, radio and print media outlets
for his abilityto help small businesses outperform their competition by applying strategies,
frameworksand managementools that work fa large, successful businesses.

Victor ' s howeuwer sspoasargl hi®love foanalytics TheAgile Sports

F r a me wand pko¢¥sses ar@n adaptatiorbased on thegperformancemanagement and
systemgdevelopmentframeworksVictor has implementedndlessonshe haslearnedover
the yearsas a consultanictorbelieves that like small businesses, less taleisjgarts
programs can level the playing field by applyeniyjameworkthat transcendgheir analytics
programsbeyond management decision making antb quantitativevaluedeliveredby the
players

VictorcreatedtheAgi | e Sp or tvath tRerdeamethatoall iouivgthleteswill
understand how they can leverage their unigue set of skills, data and player 1Q to create
value and reach personal and team goals. Victor can help any teamAsgifdySportso

their existing data and analytics systems to help players measjiligy, increase 1Q and
create synergy. Hi&gile Sport#nalytics Software automates thfggile Sportprocess and
ensures teams reach their season goals.
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Purpose of theAgile Sports R YS 4 2 NJ u

Thersagiag, “what gets measured gets done”. TF&
asking anybody who hdeelda job and goes through an annual review procdls. human

brainiswired to achieveonce we are able toreateclear, measurale goals and a plan for

reaching themlf teams can successfully identify metrics that capture the intangible

attributes that drive team succesand present it in a format where players ceearly

understand and decide/hat they can do to create valyghena shift from the individual

mentality to the team first mentality will occur, and teams will achieve syn&yggergy is

the interaction or cooperation ahe playerso delivera combinedvaluegreater than the

sum of their separat@alue Synergy ishe state that every team should strive to reach and

maintain.Agile Sportfielps teams identify these strategiaad achieve synerggster.

This guide provides a framework that every team can apply to their existing analytic and
reporting system to trarate theirdatato results on thecourt, field or ice

Kevin Pelton wrote in an ESPN article tithdlyanced Stats Are Changing the Game and
Leaving Some Big Marlsehind

"Organizations risk realizimgp advantage from investment in an analytics progré they do
not also invest in understanding and planning how to integrate analytics into the decision
making process."

This is trueAnd many teams are capitalizing on data to make informed management
decisiors. But while team analysts utilize spatialtdaneural networks, and advanced
algorithms to discovenew ways to measuregilityand make decisionshey fail to truly

yield the benefits of analytidsy not translating these tools used for decisimaking into
tools that players can understand, cteavalue and translate to actions on tieurt, field or
ice. Success ianalytics cannot be achieved until they are translated st@mmon

language where plays can fully understand therand discover on their own, how they can
add more valugo help their teamachieveits goals.

Access to real time analytics necessary to accurately evaluate team and player performance

without the need of a coach’s “expert judgemer
game. With the data available today every athlst®uld be a student of the game and an
analyst. Teams that find success in today’ s cc

have a deep understanding of analytics, clearly defined goals, a plan to execute them, total
buy-in to the plan, and the laility to selforganize, create synergy and continuously improve.

TheAgi | e Spor tisbadedon the Scrum priftipleadllective empiricism, or the
concept that teams witlinigh 1Q gained through deliberate an@dpeatedinspection and
adaptationachieve synergy and reach their goals the fastésh Schwaber and Jeff
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Sutherland developed Scrufor application development and project executicamd this
Agile Sportguideapplies Scrumframeworkprinciples Agile methodologieand
performance managment processeto providea roadmagfor building aagilitydriven,
continuously improvingportsteam. Thisguidecontains the definition oAgile Sportsthe
roles of amagile portsteam, the method for managing and delivering a team built on the
principles which guidethd g i | e Sp or t,the téols thaideivs valuekci®ation and
the processeshat bind them together.

Why Is It Time For Change?

Professional sports am@dvancing at a lightning pace. Data is available on a scale never
before seenThe popularity osportscontinues to rise and salary caps are at asiaie high.
With change being a constant, teams that surface to the top are the teams that are able to
absorb the information coming in, translate it to meaningful information, makielqu
informed decisions and yield constant, quantifiable improvements. And with salaries
skyrocketing through the roof, more and more teams are finding themselves with big
contractsandlittle returns to show for itOver the next few years, theganizatons that are
able to architect rosters with playewgho can learn how t@addquantifiablevalue and
contribute to thet e a averall goals will reap the greatest returns. And teamsthat do
not adapt their data and player developmemiodels to reflect he speed of new information
and change will fid themselves on the bottom

The main challenge that is keepisgortsteamsfrom unlockinghe full potential of their

data is ther inability to translate complex data sets into ddteat players (the ones

executing the workran easilyunderstandandidentify ways to add value. Data is useless if it
can’t be eandactedyon laptagetsy z e d

Other challenges thahe Agi | e S p or thelpskeamsmesolve inckud¥ the
following:

The culture to onstantly hire new coaches expecting different results

Lack of player discipline or bitytoc o a thategy

Staff (player)arnover from discontent or greed

Inability to accurately measure playagilitybased on intangibles

Lack of clarity/transparenoyf goals

Lack of team identity and understanding how each player encompasses that identity
Adaptingto change(trades, injuries, firingstc.)

Lackof ballor puckmovementand court field or icespacing

Lack of investment to teaching players analyéesl sports 1Q

= =4 4 48 -4 -8 A -2 -1
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TheAgi | e Spor tuncovensbatirevays of kré¥ting team synergy, improving
team dynamics and applying ret@he ard historical analytics in order to reach team
goals.The rules ofhe Agile Sports Framewkr Thtegrates the pillars, roles, events, and
tools guidingthe relationships and interdions between them.

Agile Sportemploys an iterative, incremental approach to optimize performance and
adapt quickly to change. The conceptsagfle ports are desdbed throughout this

guide. Complete buin to philosophyteamstrategy and game placoupled with
commitment to continuously gain a deeper understanding of how to measure team and
playeragilitythrough analytics are key fundamentals to this process.

ThroughtheAgi | e Sp or ttsamswilleometwvaluek ™

Team goalsind accountabilitypver personal achievements
Intuitiveness angports IQover set plays and coaching
Continuous improvement ovequick fixeghrough trades
Incrementaladaptationoverlong term plans

Analytics and empiricism over expert judgement
Discoveing new metricsover traditional statistics

= =4 -4 48 8

IntheAgi | e Spor twvaluesplacedeomwtherfund¥mentafecus is placed on team
synergy, and o player is more important than thieam. Each player maximizes the&lue
based on the needs of the teafor any particular game or matchy(@eeEstimating Player
“AgilityY t oward )Team Goal s

Benefits ofAdopting the Agile SportsPhilosophy

Teams followingheAgi | e Spor tcanekpechtme wor k ™

91 Adapt a higher quality style of playHighperformanceis achieed through
techniques such as real time analytiosntnuous mprovement iterative
adaptation team synergy

1 Gain knowledge through empiricismncreased knowledgeomes from focusing
more on highvalueperformance measuremenaligning player goals to team needs
improved decision makingelforganiation, andknowledge and improvement
through empiricism

91 Provide greaterfan satisfaction Greaterfan satisfaction is achieved by @tng
game playand continuous improvement.

1 Deliverresultsquicker. Goals are reached faster through datransparency,
inspection,adaptation selforganization angynergy
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1 Increase teamQ: Increasedsports 1Qandplayeragilitythrough playeragility cards,
performance dashboagland seHorganization

1 Maximizeagility: Forces players tbnd ways they can addalueand forcesgeams to
increase value on a Sprint &print basis.

91 Decisionrbased analyticsForces teams to make decisions based on analytics and
continuous improvement through expert judgment

1 Achieve synergyPromotes team plawalue creationand selforganizationand
increasedopportunitiesthrough team work

10Principles ThatDrivée 3Af S { LI2 NI a CNJ YSg

1. The highest priority is to reach organizational goals through team synergy and
collectiveteam Q.

2. Every member of the organization must know exactly how their role contributes to
the Sprint Goals

3. Fosteropemess honesy and transparency in player feedback and team analysis

All organization members have buy in and accountability toward reaching team goals

Players work togetheto determine how they will reacteam goals and ensure each

player urderstandshow their value ontributesto thet e a goals

Iterative processegontrol promotes continuous improvement and added value

Synergy anccontinuousimprovementare enhancedhrough analytics

The best results anstam performance comes from $erganizing teams

After eachSprintthe team reflects on how to become more effective, from the

players to theassistant coachet® the analysts.

10. Empiricism is achieved through a balance of vete@achesknown outcomes and
lessons learneérom the previous Sprirg. Knowledge i$ed back into the algorithms
for metric value readjustment.

o &

© 0N

@ Victor Holman 201 Offered for license uther the Attribution Sharédlike license of Creative Commons, accessible
at http://creativecommons.org/licenses/bga/4.0/ By utilizing this Agile Sports Guide you acknowledge and agree that
you have read and agree to be bound by the terms of the Attrilu8bareAlike license of Creative Commons.

Page |7



@ Victor Holman 201 Offered for license uther the Attribution Sharédlike license of Creative Commons, accessible
at http://creativecommons.org/licenses/bga/4.0/ By utilizing this Agile Sports Guide you acknowledge and agree that
you have read and agree to be bound by the terms of the Attrilu8bareAlike license of Creative Commons.

Page |8



TIVMLAOS SOLLATVNY SL40dS 119V Aq pasamog
NVWTIOH ¥QLDIA Aq padojarsg

TRANSPARENCY

vivd

ADUIANAS

NOILYAY3SE0 8 X2¥80334
‘¥1Y0 NO 03S¥8 SNDISII30
431S0Y $38S3SSY

HIY0D @9
L

ALIIN3OI WYL 3HL OLNI L4 ONY
SO33N WYL 111414 OHM Wi3L
30ISLN0 SH3AYTd 40 NDILYIIAILNIOI

S1n03S §
®

SO3IN W3l

SNOILYNTYAS ¥3AUTd o
ININIADHINI 404 SN ©

ALIJOTIA INRIS o

ALITI9Y TUNLIY SA ALITIH OINNKT o

ISATHNY @9
&

JNDJLND LNIYdS

ALY TWNLOY WYL @

ALIIZY TYNLDY ¥3AWTd @
(1-M) 0Y0I3W INRIS

{

M3INTY
INI¥dS

INILIIN
JAYI 1S0d

e

EIIMEL NI EL|
INI¥dS

AJ3LYYLS INIYdS

INI4dS
JNY3a0L

V SU3AYTd 8 SIHIWO0D
INYLSISSY ‘H¥0D

INYLINSNOD
S140dS 371

® S1N0dY

INILNOJS

A13A1L93443 0317ddY 3V

$385300td 8 SLIYHILHY
‘SIN3A3 SL40dS 3719¥ SINSNI

INLLIIN
ININNYTd LNI§dS

S3U03S 907 JIMLIN
ALITI9Y OINNYTd JINHNYO0JY3d
IN3LSAS INRAO3S ALITIZY o
SISKTHNY SO33N WH3L o 3NYA 03LYAILS3 ONY
ALITI3Y OINNUTd WYL o SISKTUNY LOYdMI L41S o LOYdNI ¥I3HL "SIIYLIN
O3NNYTd ¥3AHTd © ALITI9Y 0IONIWADIT o JINUNYDAY3d A3
STH09 LNGS o TV 40 1§17 03ZILNORd
SHaAv1d LSATUNY LSATUNY
Kc v& ® o
AN

01041804 711408 S3HaW0D "LSSY
SINDd SO33N g S3HIW0D
] | B oY SLNdNI

SOyYI
ALY

434V Td

NOILO3dSNI

NdOMINWY A

NOILv1ldvav

$1d0dS 3113V

ible

e that

NOILVZINVOHO-413S



SixPillars ofthe! IAf S { L2 NI & CNI YSg2NJ

There are x pillarsthat form the foundation otheAgi | e Sp or tastedrdatanie wor k ™
transformed into actin on the court field or ice data, transparency, inspection, adaptatipn
seltorganization and synergy

Data

The core oAAgile Sportsadaptation and decision makinocesss dataand analyticsThe

organization must fully commit to discoveringw ways of interpreting datameasuring

agilityand creating valueAgilityreferstoa pl ayer ' s abil ity to adapt t
order to help the team fulfill their needs and achieve their goals. Agslityscovered through

empiricism and evolutiongranalyticperformedand inspectedncrementaly.

Transparency

Alltools and eventsf the Agile Sportprocess must be visible the players and coaching
staff, who are responsibl@r deliveringthe outcomeon the court Transparency requires
that the definition and value of metrics be clear, as well as a definition of their successful
execution

For example:

1 A common languagef what constitutesagility must be shared by all participants;
and,
91 All stakeholdersnustunderstand thedefinition of sucess.

Inspection

Theteam must frequently inspect their performance analytics and progress toward their
Sprint Goals and overall goal to detgerformancevariances. Inspections should be
frequent and performed by thé&ead analystinspections are mostameficial when
performed regularly andecisionsare based ora combination of analytics and expert
judgment. he body of work for inspection should be at lease Sprint

Adaptation

If the lead analystletermines thatone or moreareasof the team or ph y egodlsgleviate
outside acceptable limit¢defined at the beginning of the proces@indthe resulting
performance is unacceptable, therategy must be adjusted. An adjustment must be
madeimmediately tominimizegoaland valuedeviation.
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Agile Spas consists ofive keyeventswhich driveinspection,adaptation,selforganization
and synergyThese events amescribed irthe Agile Sport&€ventssection of this document:

The Sprint

Sprint Planning Session
PostGame Meeting
Sprint Review Meeting
Sprint Retrospective

= =4 -4 —a 1

SeltOrganization

Selforganization is a fundamental conceptAgile SportsSelforganization does not
mean that players instead of managers control the team strategy and execution. Nor
does itmean letting players do whatever they want to do. It means that management
commits to guiding the evolution towards syneygyhichemergesrom the interaction

of playerscommitted to team goals anigarning through inspection, adaptatipeelf
organizaton and empiricism.

Thecoachclarifies toplayers what the team objectives are for ea&hor 10 Game Sprint,
and players (along witthe lead analysandassistant coach guidance) determine how
they will add value. But they are nonetheless setjanizng, with influence from those
who can assist them in achieving the team goal (suanalyst creating ways of
measuringagilityand thecoachadopting new offensive/defensive strategies). The
player s | o b-orgasizetaroundsteain thallenges, bounda, and constraints
identified by thelead analysbr coach The lessconstraints or controls put on a team
the better. Ifthe coachover managsehow the team plays, setfrganization ad team
synergy will be constraineahd creativity and production wibe limited

Synergy

Synergy is the state that every team should strive to reach and maintain. Synergy is the
collective ability for all team members to be able to interpret in real time the
opponents’ game plan and Kkno wead,basedtod v how
the team philosophy and game situation. Synergy occurs when a team learns which
strategies are most effective for their unique makeup and how to work as a single unit

to achieve theteamgoal.he Agi | e Sp delgsteans dentinthese r k ™
strategies and achieve synergy faste

Key Roles of aAgile SportgOrganization

The key members ofthegi | e S p or tase theleadanayst ooadtedplayers, and
the Agile Sport€onsultant Secondary roles include the ownarchitect,General Manager,
front office, scous, event staff, fans and other stakeholderBlayersare selforganizing and
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versatile (cover a wide range of skill sets and attribut8g)forganizing teamsetermine
the best wayto accomplish their goalsvith diredion from the coaching staffThe
continuous improvemeninodel inAgile Sportss designed tanaxmizeagility, performance
and synergy

In Agile Sportseans execute their plans anginprove performancencrementally This
allows them to evaluate (inspecand make adjustments (adapt) frequentiynd increase
their chances of staying on track and meeting team objectives

TheAgile Sport#\nalyticsApplication, developed by Victor Holman, supports the roles that
drive Agile Sports

LeadAnalyst

Thelead aralystis responsible for maximizing the results on the cdlrbugh analytics

and shaping the goals of the Sprias well as the overall objectivds.Agile Sportsthe

lead analyststhe head decisiommaker in the data/analytics teanThelead analysts
responsible for team data, the interpretation of data, and reporting performamtes
persontranslatesthe needs andjoalsof theteamto theplayef s p er fThelead n c e
andystclarnfies any details regardingh e t eam’ s f oc usemenhahdsar eas f or
responsible for maintaining @ashboard that lists angrioritizes the target metrics and

goals and recommends the planneilityfor each Sprintl t * $&adtardalgs ’
responsibility toanalyze what metrics and strategies drive organaral| success and
constantly search for new ways of interpreting dasa that players can understandaind

most important identify new ways of adding value to the team

Thelead analyshas the following additional roles:

I Communicates thed e a m’ s ss fpwaadg itseoverall goals angdresents the
resultsto key stakeholders

9 Identifies key analytics and recommenai®as for team and player improvement,
and ways the team can reach their letegm goals.

1 Gathersdata, identifies key attributes and analgs that align to team objectives,
prioritizes areas for improvement and managesplayer and team statistical
reporting.

Thelead analysts respmsible for maximizing player productivity and identifying areas of
concern as quickly as possible

Thelead aralystis responsible for managing ti#agility Points PortfolioAgility Points
Portfoliomanagement includes:
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9 ClearlydefiningSprintperformancemetrics and their associated valaad agility
scores

9 Ordering themetricsin the Agility Points Portfolido best achieve goals and missions,

1 Optimizingplayerperformancethrough their PlayeAgility Cards,

1 Ensuring that théAgility Points Portfoligs transparentand shows what théeamis
trying to accomplistduring theSprint and,

91 Ensuring tht playeis understand themetricsin the Agility Points Portfoli@nd what
eachcando in order toadd value anédccomplish the Sprint Goals

Thelead analysis one person. Thanay represent theanalyticeamorst akeh ol der group
recommendationsbut those wantig to changehe goals, metrics and/or theagility must
do so throughthe lead analyst

In order forthe lead analysto be successfyhll stakeholdersnustbuy intotheir decisions.
Thelead analyst s d e c itransparengin thee Agdity Points Pdfolio. No one is allowed
to changeplayeror team goalsexcept thelead analystHowever, coaches and players
decide who these goals are.

Playess

Theplayess consistof the athleteswhod el i ver t he organi zation’ s pr
are the indivduals responsible for setting and meeting their Sprint Goals and executing their

roeswhi ch contribute to the team’s overall obj e

Through their planned Play&gility Cards fayers canmanage theigame plan on how they
will add value and helpcheveteam goals(seePlayerAgility Cardsfor more details) With
the assistance of thiead analystind/or coaching staffthe playeis use data to identify how
they can add value and contribute to each gammvidedthe metrics are valued correctly,
theplayer s a n dovdrad effitiensy and effectivenessll be optimized

Players also provide recommendations to the lead analyst into areas they believe data could
be organized to help them play with more synergy

Playes have the following characteristics:

9 Players on the tearare selforganizing. No ondictates tothe players how to
achievetheir targetagility scoresluring the Sprint

1 Continuously building their skilet andsports IQto selforganize and bild synergy

9 Agile Sports Frameworkdoes notrecognizeranking or seniority for players
regardless olge, experience or salarylayers are measured by their ability to
create and add value,
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1 While somendividualplayers may havekey strengths oskilsets that clearly add
valug they are encouragetb identify and learn new skillsets that agdlue in the
areas the team needs skills the moshd

1 The whole team shares equai@untability.

In Agile Sportsthe way the playeswork together to createsynergy is the top priority. The
boundaries between player status and role are torn down for the goal of working as a team
instead of a group of individual playefBeam members are encouraged to be versatile and
grow beyond their skillset and specialBecause team members are versatile, they gitis
beyond their primary roles, and can be used more effectively. Some players may be reluctant
to give up the role where they feel comfortable or have the most expertise, for fear they may
lose relevance ovalue.The opposite is trewiththeAgi | e Spor t.Blayésleamme wor k ™
to create value in the areas where the team needs them the most, even if those areas are not
where theplayerperceivegheir value to be. This helgdayeis grow and learn how toreate

value, which ultimately will allow them to stan the league longer tsendinga message to

other teams that they are team players, goal oriented and willing to leathadapt their

game

Coach

Thecoachis theteam decision makeand works closlg with thelead analystWhile this role
functions much like a traditional coactihe selforganizing principles digile Sport®pen up

the possibilities of utilizing a playepachfor this role Rayers such as Lebron JamBsissell
Westbrook,Tom Brag, Aaron Rogers, Connor McDavid and Sidney Caosby few who
possess the qualities to possibly fulfill the dual function of player/codd¢tecoach s j ob i s
to guide the team toward synergy, where all players are working together on both sides of
the court, field or ice delivering theagility scoregshey commit to during Sprint Plannirfgee
Esti mat iAgity PIt awenr d“ tdleaanmoré&abautmeasuringagility). The
coachguides the team iexecuting the game plan aratljusting the strategy as necessary to
win gamesThey are the leader in team conversations and validating that all team members
have totalbuyi n i nt o stratlegy. Theg aremeésgonsible for ensuring the team stays
focused on the Sprint Goalsnd overall team objective3hecoachfacilitates

communication, empowers the team to selfganize anaptimize itsstrategy, ensures that
theteami s Vv oi c e ¢ allstakebotder droupse anadveorkath the lead analysto
prepare the game plan

Architect

Team achitecture is a key source eficcess andsk, andthe architectis responsible for
ensuring the teams built around players that complement each othiérthe team identity
and can build and sustavalue Thearchitectis the person who owns thegersonnel
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decisions for the team and who facilitates the creation and evolution of the ovesat
identity.

Some ownersre moreclosely involved in player pgonnel decisions, while others leave

these decision$o the architect GM, scous and assistant coacle Thearchitectcan be the

owner, howeverthe rule of empiricism and analytics withintkeg i | e Sports Fr amewcg
suggest that the decision maks) forplayer personnel be aexpertin the sport an

analytics guru and able to maghayer acquisitions (drafts and free agents}he

performance needs and goals defined by tbad analystFor nonprofessional teams, the

architect is the coach.

General Manger

General Managersversee the business affithancial operations of the teajthus malng it
critical that the GMarchitectandlead analysshare common strategy for helping the team
achieve its goaldThelead analysts responsible for prioritizinghe needs and performance
goals of the team. Tharchitectis responsible for recommending the players that best fill
the unmet needs or goals identified by thead analystThe General Manager can be the
architect

TheGeneral Manager takes the feedbaekceived from the lead analyst, scouts and
architect during each Sprint Review Meeting, and integrates feedback into the decision
making process.

GMsalso have an important public relationsle. They oversee thday-to-day operations
andshort-andlongterm strategic planningEffective GMs surrounitiemselveswith a
rounded staff capable of makirsyirethey have all the informationnecessaryto make a
decision.

Assistant Coache

Assistant coachdselp theplayeis developtheir skills and knowledge of thgame They
sharetheir experience with thelayers, and telp theplayelis reach their Sprint target
metrics andmaximize theimagility. The key role oéssistant coachds to make sure player
IQs are growing, and that the players are developing syneatgsldssistant coacheare
former coaches or players with deep understandingtial data, improving offensive and
defensive efficiency, and teaching players how to react off thedogdlck They have &ack
record for promoting ball mament, playermovementand team synergyin addition to
exploitinganalytics from spatial data
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Scouts

The job of amout is to evaluate players on their strengtheeaknesseandability to add

value to the teamThe ultimategoalof scousis to idenify the playersvho can add the

greatest contri but i on.Scoasdetiverhepatythahidentitythese t eam’ s
players andheir availability statusffee agencyor trade). ThroughAgile Sportsascoutcan

persuade a player to join the team because tla@adand analytics supports the value they

can add to achieving the team’s goal s.

Scouts are team ambassadors and are responsible for creating relationships with players
around the league, specifically players who bay intothet e a AgilesSportphilosophy
andhelp the team achievestgoal.

Scouts must have a keen eye for identifyamgl ratingplayers in their leagualevelopmental
league,international leaguescollegeand high schoalvhose style is consistent with the team

identity. While there aresomestats and performancendicatorsthat can indicate an external

p | a ycempatikility with theteam's players and philosophgcous must be skilled at
evaluating the intangibles, or attributes that

TheAgile Sport€onsultant

TheAgile Sportonsultants responsible for ensurinpeAgi | e Sportis Fr amewor K
understood antexecuted successfulbigile Sport€onsultans do this byproviding

feedback and recommendations to ensuhat the teamadheres toAgile Spds principles,

processesand rules.

TheAgile Sport€onsultantis apassiveleader for theorganizationwho helps stakeholders
understandhow to effectively communicate with thplayeis how they camrmaximize value
and performance

Role ofAdvisorto the LeadAnalyst

TheAgile Sportonsultantadviseghe lead analystn several ways, including:

9 Providingtechnigues for effectivégility Points Portfolismanagement;

91 Helping thelead analystievelopclear and concisAgility Points Portfoligioals and
metrics

1 UnderstandindSprins and Sprint RerformancePlanning and using past known
outcomes for adaptation and refinement

1 Ensuring théead analysknows how toprioritize the Agility Points Portfolionetrics
to maximizeperformance and playeagility;

1 Comprehendingind executingagike principles

9 FacilitatingAgile Sport$ r a me weventkwhen requested
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Role ofAdvisorto the Playess

TheAgile Sport€onsultantadviseghe playersin the followingways:

1 Coaching thelayessin selforganizationandunderstanding how to add valge
1 Helpingplayers assess what they must do perform at the highest level
1 Removing obstacles that impede amplayer ar theteam' grogress;

Role ofAdvisorto the Organization

TheAgile Sportonsultantadviseghe organization in several ways, including:

9 Providing leadershim adoptingAgile Sport$ r a me wpooceks&s

1 Helping pan Sprints throughout the season

1 Helpingthe teamand stakeholders underahd and implement thégile Sports
F r a me wandnkaXifizeplayer and team performance

1 Recommendinghangesthat build upon the six pillars &fgile Sports

Agile Sport€Events

Prescribed events are usedte Agi | e S p or ttscrebtecansigenaandkio™
maximize team performance throughout eaSprint as theeam strivesto reachits overall
goal All eventshave amaximumtime frame and must be completed within that time to
avoid distraction from day to day operations and activities

Aside from theSprint whichcomprises othe otherAgile Sprts Events(The SprintSprint
Planning Session, Sprint Review Meeting, Sprint Retrospective and Post Game Meetings)
each evenin Agile Sportserves the purpose of increasitrgnsparency promoting
inspectionand selforganization, and buildg synerg. Failing to deliver on any of these
eventsthroughout the processanresult inundesirable performance

TheAgile Sport#\nalytics Softwaredeveloped by Victor Holman, supports the events that
drive Agile Sports

TheSprint

Thecoreofthe Agile Spar s F r a msaSmimt knMcrementascheduleof typically 5
or 10 gamesluring whicha set of specific target metrics and goals pl@aned and
accomplishedit isrecommendedhat each of theSprints have aconsistentnumber of
games to ensure corggency when measuring progress and effectiveness of various
strategies and game plans implemented throughout the seagdmen the Sprint is
completed, the next Sprint begins immediately
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Sprins contain andncludethe SprintPlanning Sessigthe scheduéd games, th&ostGame
Meetings, theSprint Review Meetingand theSprint Retrospective

During theSprintthe following rules apply

1 Adjustments cannot benadeto the Agility Points Portfolithat keeps team from
reaching the SprinGoal

1 Existing pgormance benchmarkdo not decreaseand,

91 Players can change the metrics they plan to achieve as long as it does not decrease
their plannedagility,

1 Goalsmay be renegotiated between théead analysandplayei(s)as more is
learnedregarding the valuef metrics

EachSprintis considered geriod of performancevera set amount of gameshere

evaluation and necessary adjustments are me@j@ins are used tget players accustomed

to hitting target goals an@mproving upon an area of weakness or etfattribute deemed

critical to achi evi ngEachpenthasaglefintiorzothégoaiw’ s over &
be accomplisheda plan that will be followed, how success will be defined, and the results.

For professional sports with longer seaspad.0 game sprint is optimal. For teams with less
than 50gamesin a seasona five game sprint is more effectiv&/hen aSprint durationis

too long thestrategy and plan to accomplish it melyange focus may diminishand
performancemaydecrease.The predictability of Sprints are increased through empiricism
gained througthincrementalinspection and adaptatigrand by measuring progretswvard
overall team goalsSprints also limit unidentified performance issue$t(or10) gamesor

less

Sprint Beakdown

In a season like the NBA and NHL, whmhsists of between-8 preseason gass and 82
regular gamestotaling approximatel\p0 game} therewould be9 Sprints with the first
Sprint beginning on the first game of the preseasbme Sprint breakalvn would be as
follows:

Sprints 1and 2 - Focus on gathering a performance baseline (preseason plusZifst 1
games)

Sprints 3through 7 —Making performance adjustments, evaluating player compatibility and
ROI, learning which performance improvemenmtstgies yield the greatest results. Making
trades based on thiead analystecommendations.
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Sprints 8and 9 — Fine tuning strategy, increasing synerggjusting goals based on historical
Sprintdata and performance.

Sprints 10+ Playoffs. Maintainingtate of synergy.

SprintPlanning Session
Themetricsto be achieved durinthe Sprintis determinedat the SprintPlanning Session
The Sprint Plan is eollaborative workamong thelead anayst, coaching staff and players

SprintPlanning Sessigmare limited to amaximum of eight hours for &n gameSprint

The majority of that time is dedicated to the coaching staff and analyst inspecting and
making adjustments from the previous SprifiheAgile Sport€onsultanensures that the
Sprint Planning Seiss takes place and thagverybodyunderstand its purpose. Thégile
SportsConsultanteaches theeamto keep the sessiowithin the eight hour time frame

SprintPlanning Sessisranswethe following:

I Whatareas can we improve and which goals carr@ach in the upcoming Sprint?
1 How will theplayers deliver the desired results?
1 What will theteamneedto doin order to achieve its Sprint Goals?

What areascanwe improve?

Thelead analystvorkswith the playeisto forecast theperformance results thgwill needto
deliverduring theSprint Thelead analystliscusses th&printobjectiveand metrics inhe
PerformanceMetric Log which are critical to reachitige Sprint Goal Theteam collaborates
onthe planto achieve theSprintGoal It usually taks a few Sprints for thiead analysto
create accurateagility estimates, but once metric impacts are better understood andres
are tweaked, results can become predictable.

The inpusto this meetingare the Performance Dashboaythe previous Sprintesults,
projectedcapabilitiesof the players during theupcomingSprint and past performance of
the players. Thevalueof metricsselected from thePerformance Dashboambmprises the
player s P |Agilityfoetide upcoming SprinDuring Sprint Plaring, players receive a
PlayerAgility Card which has the team performance metrics andrthssociatedagility
scoref or that player for each game within t
strength).Theselected metricgo be achieved on each PkyAgility Cardare the sole
decision of theplayers. Only theplayeis candeterminewhat performance goals they can
achieveduringthe upcomingSprint However, thecombinedplayer $otal PlannedAgility
shouldbe equal to or greater thathe lead analys BecommendedleamAgility. A key role
for the playerss is to encourage theieam mates to push themselves and shallenging
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goals that will help théeam maximize value arachieve its overall goarhis is a self
organization characteristic theAg | e Sports Framewor k™

After the players andlead analystorecastperformancefor the upcomingAgility Points
Portfolioandagility scoresre estimated the teamdevelops the Sprint Goal, which ahe
objectivesthat shouldbe metduringthe Sprintby execuingthe Sprint Strategy and
achievinghe metrics listedn the Agility Points Portfolio

How will players deliver desired results?

Now that theSprint Goahndthe selectedAgility Points Portfolianetricsare identified the
players mustdecidehow they willaccomplishtheir goalsduring theSprint This forms the
team s S pr i nTheAdlity Pants @atipolionetricsselected for thisSprint plus the
plandeveloped to delivethem is theSprintStrategy

Theplayers usually starby devebping personal and team strategieeeded toaccomplish
the Agility Points Portfolianetricsselected The valueof metrics listedmayvary from Sprint
to Sprint depending on the matchups throughout the SprifieTgoal is to increasagility
points eachSprint Thelead analystietermines what thekey metrics are t@achieve their
Sprint Goa(plannedagilityand expected wins/lossesPlayergorecast whatperformance
metricsthey believethey canaccomplishin the upcomingSprint The $rategyfor the first
few gamewf the Sprintis outlined duringthis meeting Theplayers selforganizeto execute
the SprintStrategy both duringthe SprintPlanning Sessicand as needed throughout the
Sprint Coaches and thAssistant Coacheaguiide players toward a st of synergy.

Thelead analystan help to clarify the selectefgility Points Portfolianetricsand make
trade-offs if higher value metrics are identifiemt team circumstances change

As a result ofthe SprintPlanning Sessigthe players should be ake to explain to the
lead analystcoach and keystakeholdershow they intend to accomplish th&print
Goalanddeliver the anticipated performandghrough their PlayeAgility Cards) This
forms the selorganizing concept ofheAgile Sport$&-rameworkwhere players
contribute to and have buin to the strategy and what they must do to create and
sustain value.

What will the Team need in ler to achieve its Sprint Goal

There will be times, based on the data and/or the feedback from players whendirizesc
evident that aplayerchange will need to be made in order to give the teamgkiisit

needs to reach its goals. Frequent inspections and continadaptationhelp makeplayer
decisions easier, as theadanalyst is able to provide the organizatiwith specific key
attributes and skills the team needs in order the fill performance or skill gap$scouts are
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able to identify the players who fulfill these needfieAgile Sport€onsultant andead
analystare responsible for ensuring that thedecisions are available and backed by solid
data.

Sprint Goal

TheSprint Goals a setof metricsfor the Sprintthat the individual players and the team as a

whole can meet to achiewés planned outcome (wintosses and totahgility). It provides

clarification into how reaching the goals of the Sprint contribute to the overall team goal

The Sprint Goals are identifieldiring theSprintPlanning Sessiameeting.The pl ayer ' s
plannedagility,t h e t e a m’agslitygnd therprojected wins/lossesomprise the Sprint
Goal.TheSprint Goad become theset of objectives thaéncouragehe playeisto work

togetherto achieve team goal¥Vhen the team deviates from its overall goal, the coach

makes adjustments to strategy and team analysévaluates metrizvalues in the upcoming

Sprint.

During practices and gamgdayers keepthe Sprint Goaln mind. Ifunplanned events

cause a player or players to not be able to achieve their Sprint objectives (such as injury,
suspension, major slumprade), they collaboate among themselves and with help from
assistant coacheasnd analystso identify how otherplayeis can pick up the slack to avoid
renegotiatingthe SprintGoal

PostGame Meeting

ThePostGame Meetings a 15minute event for theplayersto reflect onthe gameand
creatévalidate theirplan for the nexgame This allows the team to decide if the
adjustments made from the previous gamere effective

ThePostGame Meetings held atconsistent timegsuch as immediatelfpllowingthe game)
to reduce omplexityand promote consistengyDuring the meetinghe players review the
stat sheetsas theycompareto their individual and team goa(plannedagility) andthey
make self and team assessments on the following

A Howdid I perform this game againstyrassigned metris
A Whataread ' | | i mprove on next game
A What obstacles may jeoparditeam from meeting ourSprint Goa?

The PostGame Meetingllowsthe teamto inspectthe impactoft he pr evi ous game’ s
adjustmentsas well asnake adjustments jprogressis deviating away frorthe Sprint Goal

ThePostGame Meetingncreaseghe probability that theplayeisand teamas a whole

maintain buyin to the strategy ananeet ther Sprint Goa. Everygame the players should

understandtheir plan for workingogether asa selforganizing synergistideam to ahieve
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their goals. The PostGame Meetingffers quickdetailed discussionsecessary to determine
whether adaptation ore-planning is necessary to achieve tBerint Goal

The team member§players and coaching stafare the only onesequired toattend the
PostGame MeetingTheAgile Sport€onsultaniensures that thgpostgamemeetingtakes
place and that the key questions are answebgdeach of the playerdut theplayersand
coachareresponsble forconducting the meeting andssessing their performanc&heAgile
SportsConsultanteaches theplayeisto keep thePostGame Meetingwithin the 15minute
time frameand to be open, honest and true to themselves and their team mates

PostGame Meetings improve communications, eliminat®nfusion of team/player goals
quicklyidentify issues the team needs to resoj\and improveplayerIQ level They are an
opportunity for players to identify and address bad habits before team synergy detersorate
PostGame Meetings support thgillars ofinspect adapt, selforganizeand synergy

Sprint Review Meeting

Sprint Review Meetirgare held at the completionof eachSprint The purpose of the
meeting isto inspect theresultsof the Sprintand adapt the Agility Points Portfolionetrics
andagility for next Sprintjf needed. During th&print Review Meetinghe team andinvited
attendeesdiscussvhat they achieved duringhe Sprint what they need to improve upon in
the upcoming Sprint and any obstagler challenges that may keep the team from meeting
its overall objectivesBased on tfs collaboration, as well @y changes to thAgility Points
Portfolioduring theSprint the teamdeterminesthe nextmetricsthat needto be
incorporated to the upcming Sprinto optimizeperformance and produce winghs is an
informal meeting and the purpose is t@atherfeedback and fostetransparency among the
team.

TheSprint Review Meeting afour-hour meetingfollowing eachSprint TheAgile Sports
Consulant ensures that theSprint Review Meetintakes place and that everyone
understand its purpose. Thégile Sport€onsultantensures that te meeting stays within
the four-hourtime frame

TheSprint Review Meetingvolves the following steps

1 The lea analyst invites théeeamand key stakeholder® the Sprint Review Meeting

1 Thelead analyspresents whichAgility Points Portfolionetricswere achieved and
which ones weraot;

1 Thelead analyspresentspotential new areas for improvemenand/or new
analytics to observe and evaluate;

1 Theplayesdiscuss what went well during tHgprint whatchallenges they faceand
how thosechallenges were overcomer will beresolvedin the upcoming Sprint

@ Victor Holman 201 Offered for license under the Attribution Shafdike license of Creative Commons, accessible
at http://creativecommons.org/licenses/bga/4.0/ By utilizing this Agile Sports Guide you acknowledge and agree that
you have ead and agree to be bound by the terms of the Attribution Skidike license of Creative Commons.

Page |22



1 Thelead analystliscusses thégility Points Portflio as it standsandprojectsthe
likely performance targets necessary lb@ met in order to reach team goals

1 The entire group collaborates drow it will collectively, and individuallyneet
performance goals in the upcomi@print,which becomes amput to the Sprint
Planning Session

1 Review ofanand management approval of the product that the organization is
putting on the court;

9 Discussion on any risksh@ngesgdistractions or obstacles) that may keep the team
from reaching its goal§ his allove teams to address off court issues that could
potentially affect team chemistry and gain binyon how issuswill be handled.

The result of thesSprint Review Meeting an updatedAgility Points Portfoliohat defines the
probableperformance goal$or the nextSprint TheAgility Points Portfolianay also be
adjustedto reflect changes that occurred in the previous Sprint or anticipated changkes in
upcoming Sprint, such as trades, lineup changes, injuries, etc.

Sprint Retrospective

The Sprint Retrgpective is a three houneeting,whichfollowsthe Sprint Review Meeting
andprecedes the upcomin§print Planning Session (preferably the first day @fieSprint
Retrospectivallows the team to inspect its performance and make adjustments for the nex
Sprint TheAgile Sport€onsultantensures that theSprint Retrospectiveakes place and

that attendees are clear on the objective of the meetiitpeAgile Sport€onsultant
teachesthe teamto manage the meetingvithin the time frame TheAgile Sport€onsultant

is aparticipant in this meeting and provides oversight the Agile Sportgrocess.

The purpose of th&print Retrospectives to:

1 Inspectthe previousSprintand evaluate its efficiency and effectiveness in terms of
playercollaboration,selforganizationgoal attainment andwins,

1 Identify and order theperformance targets that were hit and misseohd potential
improvements; and,

9 Identify any obstacles or challenges that may keept#an from reaching its goals

During the Sprint Reospective he Agile Sport€onsultanthelpsthe teamimprove, within
the Agi | e Spor t,dts periormmameewiraprokefenprocesgs, seHorganizing
processesand executiornin the next SprintThe team collaborates orwaysit canincrease
synergy andjuality of play

The results of the Sprint Retrospectivehe identificationof performance improvement
strategiesand player efficienciethat it will apply duringhe nextSprint The application of
these improvementand efficienciesn the upcomingSprintis thecore of theadaptation
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principle inthe Agile Sports-ramework Whileimprovementsare constantly beingought
out andimplementedthroughout the seasonpostseasorand even during gamethe
Sprint Retrospectivprovides another chase forthe teamto focus on inspection and
adaptation.

Game Management

Game managemensk ey f or any team’s success. The abildi
substitutions, call time outs, foul, etcan be the difference between regaining control of
momentumandbeing the victim of a 15point or 2+ goatun.

The coach is responsible for managing the game plan. Agde Sport®rganization, the
coach leverages player feedbamkd analyticto craft and gain buyn to strategy.

The assistant coaches are responsfblecreatingadvancel scouting repors for upcoming
games and offering the coasluggestionsluring the gaméased on that advancgcouting

Assistant coaches aresponsible fotracking dataduring the game, which, combined with
an analytic or stat toatan provide key insight for the coaching staff, and provide real time
decisions

Agile SporteC NI Y S g BOdg| u

Agile Sportsoolsare the productsand toolsthat providetransparencyof dataand
opportunities for inspectionadaptation selforganizationand synergyThetoolsthat drive
theAgi | e Spor tase désigredienairdaindatdtransparencyso thateveryone
in the organization haga commonunderstanding ofvhat the data means. This ensuitbst
management decisions and playagilityis optimized

TheAgile Sport#\nalyticsApplication, developed by Victor Holman, supports thels that
drivethe Agile Sport&r a me wor k ™

Performance Metrics Log

The Performance Metrics Log is a prioritized list of team and player metrics created by the
lead analystwhich reflects input from past data and performance, and stakeholders (such as
the owner, GM, and fans through poll§)puts include organizational goals and objectives,
past Sprint performance data and any new metrics identified during phiemtSReview and

Sprint Retrospective. The Performance Metric Log is the key input tAghity Points

Portfolio. As the team gets a better understanding of how metrics impact the game and add
value towards reaching player and team goals,lda&l analysis able to assign more

accurate metric vimes and Recommended Team Agildy upcoming Sprints.
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Sprint Performance Dashboard

The Sprint Performance Dashboard provides views and access into all the tools within the
Agile Sports-ramework. It offers angséts, coaches, players and scouts views accessibility
into team performance, strategy and Player Agility Cards.

Agility Points Portfolio

TheAgility Points Portfoligs an ordered list o&ll of themetricsin the Performance

Metrics Logdentified bythe lead analysto be included in the upcoming Sprirfthelead
analystis the owner of theAgility Points Portfoli@nd translateseam goals and objectives
into key performance metric§ helead analystssigns a agility scorego each

performance metic (seeEs t i mat i Aoigity' Plt awenr d* anéTaackingso a | s
Velocity). Thelead analystlso provideshe Recommended Tea#gilityfor the teamand
playersto strive for as their Sprint Goal.

TheAgility Points Portfoliés a continuous work in progres$hefirst iterations ofthe
Agility Points Portfolitays out the initiabaseline oimetrics TheAgilty Points Portfolio
evolves as thglayers and team performance evolvasd as new metrics are identified
TheAgility Points Portfoligs constantly changing as the lead analyst assea$ed the

most valuableperformance metrics and stats are whichtrhnat e t o t he team’

win and achieve its goalé/hen the season is over, tigility Points Portfolias used to

make off season player adjustment decisions

As players understand how thewle, on a gamdo game basisadds value and contribute

to the team’ s I|sadanalysidestifies aew daysate measuagilityand add
synergythe Agility Points Portfolip r ovi des more insight into
forecasted performancePerfomance mprovement opportunitiesiever stoppresenting
themselvesand thusthe Agility Points Portfoligs alwaysighlighting new ways to measure

agility.

TheAgility Points Portfoli@an be refined byeprioritizing metrics, fine tuningecommended
agility, or addinghew performance metrics tthe Agility Points PortfolioTheAgility Points
Portfoliometricscanonly be updated by thdead analyst

Higherpriority Agility Points Portfolianetricsare usuallynore aligned to theeam’ s over al

goal and rore clear tharlower priority metrics More precise estimates are made based on
experience from pasAgility Points Portfolisand increasedinderstandingof agility score

for each metric Theplayers are responsible foestimatng thevalue they plan to dliver.
Thelead analystnayhelpthe playerby clarifying what must be done to achieve success or
by renegotiating metric valudgut the players, the oneswho deliver the outcomes

deter mi ne how t. Thheforcdplayerd te pushihemselge arnd girce they
are setting their performanceagls (with the assistance of thead analysand coaching
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staff) they are more inclined to achieve those ¢gpand identify new ways they can create
value.This, in turn, makeplayers who are capable of eating their own value, much more
valuable to the team. This is the win/win for bgtfayers and evners in theAgile Sports
Framewor k™

TheAgility Points Portfoli@oes not replace existing performance reportingslan
extensiono f t h eandlygcgoragramandincreases empiricism

Sprint Performance Plan

TheSprint Performance Plaathe set ofAgility Points Portfolianetricsselected for the

Sprint plusthe Sprint Strategyor realizing theé e a Bprirg Goal TheSprint Performance
Planis aforecast by theplayeis about whatmetrics will be achieved and the strategy to
achieve those goals arttklivera successfuBSprint The coach is responsible for providing the
Sprint Strategy for both the team and the players.

TheSprint Performance Plaadds transparency to the team and player game plans and the
performance resultsiecessaryo reachSprint Goal.

TheSprint Performance Plaprovides enough déail to clarify what each player and what
the team as a whole is expected to deliver. Progresgatds the Sprint Performance Plan is
discussed durinthe PostGame Meeting. Players submittheir PlayerAgility Cardsbefore

the Sprint the team crafts its strategy, and tHgprint Performance Plas created Thisplan
becomes more precise each Sprastthe teanlearns more about how metrics impact their
ability to achieveSprint Goa.

Asthe Sprint iscompleted, the estimagd remaining progress to reach theaimi gverall
goalis updated. Whemerformance metrics and/or strategiés the plan are éemed
successful for a series of consecutive Sprints (two or more), the value of the metric is
reduced, so that new areas of performance can take focus and be improved Tipisrs
measuredhrough Burndown Charfsomparing sprint performancand utilizing trending
tools, which measure thé e a pregtess towards achieving its performance gdsée
Burndown Chartfor more information).TheSprint Performance Plaa a highly visible
outline of the goalsthat the playe's and eamplanto achieveduring theSprint along with
the Sprint Strategy

PlayerAgility Cards

TheAgile Sport$ r a me wpoovides* simple way falayersto plan andachievesprint
goals and overall team godlsough PlayeAgility Cards. Playehgility Cards are each

p | a ylig of the metricqalong with theiragility scoreythe lead analystleems as
important toward achieving the Sprint Goal. Think of Pladgitity Cards as menu for
players, where they have a budget and must select a nemtif items, or metrics whose
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total agility equalsor exceed the budget, or Plannedgility. PlayerAgility Cardsare like
fantasy sports for the athletes, where they eauility points based on their actual
performance Eachsprintthe player can reviewand adjust their Playehgility Card,which is
provided by thdead analystPlayerAgility Cardsrepresenteachplayers individualplan for
helping the team achieve iSprint GoalsPlayerAgility Cards play into inspect, adapt, and
selforganize fundbnality.

TeamAgility Cards

TeamAgility Cards are like Play@mility Cards, but include metrics which the team as a

group commits to achieving during each sprikamAgilityCar ds measure the tea
planned and actual values and are the inputs for Btt@yerAgility Cards. Together they drive

team goals and maximize playayility.

Burndown Charts

In Agile Sportsburndowncharts are used for tracking progretssvard achieving the key
performance metrics identified by tHead analystn the Performane Metrics LogBurn
down charts are graphical representatiosiof team performance metrickeft to achieve
versusthe schedule The outstandingcey metricto achieve(or backlog) is often on the
vertical axis, with time along the horizontatis The defirtion for successfully achieving a
key metric must be understood by all stakehatsl®Remember, the metrics in the
Performance Metrics Log are key metrics that kbx&d analystdentified as critical for
achieving synergy and reaching team goals. Burndcvents allow the team t@redict when
they will be playing at the levekeeded to achieve their season gad@sirndown Charts &r
part of theinspect and adapt functionality.

10 Gamelncrement

Thel0 Gamdncrement is thevalueof all theAgility Points Prfolio metricssuccessfully
deliveredduringthe current Sprint and thesumvalue of thepreviousSprins. The number

of wins is themain goafor measuring success the Sprint andagility points reflects team
growth, or its ability to achievgreatersuccess in the key areas that impact goal attainment
See a4 U A Y I (0 AAgHtyet (128 $ NWNIRG andTiradkind\lbcityar more

explanation on how to measuiaggility. The concept is through incremental inspection and
adaption, empiricism is increased and metric value becomes a key indicator for predicting
team success.

SprintScouting Reports

Scouting repds areakeystoneof thet e a gamestrategy andolayer acquisition strategy.
Inthe Agile Sport$ r a me w theaksiBtant coaches are responsible for evaluating
opponent performance and providing pgame scouting reports for the games within the
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Sprirt. Pregame scouting reports help the coach plan the team strategy for the upcoming
Sprint.

In addition to the pregame scouting reports, there are also player scouting reports which are
provided by the scout teamc8uts areresponsible for evaluatinglite playersacross the
globeon their strengthsweaknesseandability to add value to the team, based on data and
observation

At the end of each Sprint thepaching staftleliver Sprint ScoutindReports that identify
playerst hat f i t t h,dheitpaoatyrankings, the areas where they can add
value to theteamand its missionandwhichof thesep | a yrights Wil soon be available
through free agency or traddhe Scouting Reports are presented briefly during3pent
Review Meetingnd sent to front office for further assessment.

PostGame Surveys

Following each game, th@ayers, coaches, assistant coaches and analystagkestgame
survey which captures the mood of the team andt oh ourt effectivenesf?ostgame
surveys consis of five questions covering the following topics: Game Plan, Team Synergy,
Defensive Support, Strategy Execution and Value Cre®iesults of the surveys are
displayed in the reporting section of tf&print Performance Dashboaathd can be used to
create parallels between strategies and team synergy

Sprint Schedule

The Sprint Schedule captures all of the games and activities during the $prihé Agile
SportsAnalyticsApplicationthe following activities and deadlines are captured in the Sprint
Shedule:

1 Game dates, opponents and times

1 Sprint Review/Retrospectivaeetings(typically onthe first nongame day following
previous sprint)

9 Sprint Planningneetings(typically onthe first nongame day following previous
sprint)

1 Submitting PlayeAgility Cards and Teargility Cardgthe day of the last game of
the previous sprint)

1 Submitting Post Game Surveys (following each game of the sprint)

1 Submitting Post Game Review Notes (following each game of the sprint)

1 Submitting theSprint Strategy (the ddpllowing the last game of the previous sprint)

The Importance ofArtifact Transparency
Agile Sportselies on transparency order for the team to succeed ransparency in the

data, transparency in the playemds feedback,
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transparency in the outcome®ecisions to optimize valueake personnel decisions and
craft a strategy are dependent dhe quality and transparency of the data that theam
collects and analyzel transparencys achieveddecisions can be basea gquantitative
analysisif the data and analysiare nottransparent, theresultingdecisionswill be poor,
valueand performancewill diminish andteamwinningmaybe compromised

TheAgile Sportonsultanworks with the lead analystthe team and maagement to
ensurethe tools areclear and understood by all stakeholderst * #gile Spats
Consultant s | detécttraneparency issudsy inspecting theools, seeking out trends,
paying attentionto feedback andhighlightingdeltasbetweenplanned and actualresults.

TheAgile Sport€onsultanis responsible foensuring theorganizationmaintairs tool
transparencyandencourag@splayer feedbackThis involvesbservation,an understanding
of team culture persuasionandadaptation

Monitoring Team Progress Agile Sports

Monitoring team progress is one of the cornerstones of the inspectidaption self
organizationand synergy pillarsThis section outlines th&gile Sportprocess for monitoring
team progress.

Monitoring Sprint Progres

DuringSprins, team and player performance and value can be compared to their projected
performancein the SprintStrategy Thelead analystracks performance anglayers assess
their actualagilityevery PostGame Meeting to project thehancesof adieving ther Sprint
Goask. By trackingerformancethroughout the Sprint, theeam can manageheir progress

and make adjustments to ensure that thage on track andieliver the value necessary to

win games and contribute to the team goal

TheAgile Spds AnalyticsApplication, developed by Victor Holman, measures team progress
toward achieving Sprint Goals.

Monitoring Progress towards Team Goals

At any point inthe seasonthet e a m’ s  a nangeachn bp mmdared to their
projected performance taletermine how the team is progressing towards their goal
Thelead analystracks thisprogress at leastverySprint Review Meetingisingtools
such asurndown chartsThe outstanding key metrics to achieve parformance
backlog) iglisplayedon the \ertical axis, with time along the horizontal
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Thelead analystomparesPlayer Plannedgilityand Team Plannedgilityto the actual
agilitythey delivered in ordeto assess progress towaeatthieving theigoal. This
informationis transparent to the orgaization

Trending methods and tools can lsed to forecast progresBut the best results are

yielded from strategies based &mown outcome, and understanding what is necessary for
the team to win gamesnlong seasons where countless variables ety known
outcomesmay be used fopredicting Sprint performance and fine tuning metric value.
These known outcomes are the foundation that shapeldasl analyst agility scoring

system.

5STAYVAY I Adled3patS 3 3¢ Ay

When an Agility Points Portftio metric or goal is described &sdzO O S Atldefe datist be

a consensus omwhat success meangveryone in the organizatiomust buy into that
shareddefinition of successn orderto ensure transpareey. This definition of success
used to assess 8pt Goals and validate that the team is on pace to reach its overall goal.

The same definition guides thedam in knowing whicigility Points Portfolianetrics it can
commit toduring Sprint Planning Sess®itheultimate goalof each Sprint is to defer wins
and performance results thaan be defined as successful

Players produce performance goals éachSprint. Eaclsprintincrement isadded to
previousincrementsduring that seasorand thoroughly assessed and reviewed (during
Sprint Reviews ahRetrospectives), ensuringsaccessful season once completed

As tams maturetheir definition of succeswill become clearer and wilhclude morestrict
criteria for better results. Every seas should have a definition ofiscess that is a standard
for how theteamis expected to perform.

Estimatingt f I 8AGiliNE tdward Team Goals

When alead analyssets thekey objective®f a sprint, theyprioritize the performance
metrics(in the Agility Points Portfolij) assesshe complexity of eacmetric based on the
schedule and individual matchups within the Sprint, asdigis an Agility Scoring Systeta
them. Agility performance metricyary from Sprint to Sprirdnd player to playebased on

the competition of thescheduleand what the team needs im to do. Thisassesses the
feasibility of each metric anfibrces players to challengthemselves in other areas when
goalsrelated to their strengths and skillsets are difficidtaccomplishi{for examplejn
basketbalkhe chances oWinning the matchup bscoring or rebounding against a guard like
Russell Westbroois low, therefore the guard in that matchup is forced to find other
performance metrics they will win in that matchup, thus creating value)
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't s very i mpotdmshat adalyadefined hnel coenmadn understanding
of the agility point systemlt offers amethod of tracking progress and player contribution
toward the overall team goalheagility system takes time and adjusting before it can
become a precise system.

Theagility point system encourages players to take on greater responsibility and
accountability for identifying solutionfer how they can add value and contribute ttoe

team gal. When players set these goals for themselves, subconsciously their play on the
courtis translated to reflect them. Players subconsciously remember that they need to focus
on their help defense, cragigthe boards or makngthe extra passor closing out faster

This subconscious connection to each player and their individual performargets as they
relate to the overall team objective is what creates synesgflessnesand ultimately

translates into wins.

Tracking Velocitydsingthe! 3At S { LI2Nlia CNJ Y S
At the end of each Sprint, thteamlooks at the performance goals reachaxdd adds up the

number ofagility points associated with thosgchievedmetrics. The total number agility

points gained istheeam’ s vel ocity, or production on the <c
few Sprints, the Analyst will start to see arid and will be able to calculate the average

velocity. Theagility point system will allowplayers totracktheir progress with a single

number,andit encouragyes then to aim formore key metrics in an effort to accumulate

agility points in the Sprint andain velocity. Players see thegilitybased on points

accumulated by hitting performance targets rather than scoring points.

The average velocity is the total numberagfility points gaineddivided by the total number
of Sprints completed. Forexamgpl i f the team’ s velocity was..

Sprint 1 =120 agility points
Sprint 2 =125 agility points
Sprint 3 =170 agility points
Sprint 4 =135 agility points

. t h e tbertofadilitypoutengained through the first four Sprints ist6T he average
velocity §137.50. After theteam has run &ew Sprinsteamanalysts can determineelocity
andst art forecasting the team’' s progrfeess toward
objective is to use velocity to make sure the team is constantly improving, gadgits and
attributes that addagility.
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Transitioning From TraditionaAnalyticsto the Agile
SportsCNJ YS & 2 NJ u

When you adopt a new approach and process for managing an organizagoa will be

obstacles. Foronehter e s a | e ar nganizatiort niust overcomé. intaddition,e o r
there will be push back frormome players and other organizational staff.

Organizations thatlecide to adopt the principles tiie Agile Sport$ r a me wnoust k ™

invest intraining key team members and educating stakieleos.Agile Sport$r a me wo r k ™
requires that the organization accept some changes in roles and procdssesriticathat

all team membersincluding coaches and analystgeive the propeAgile Sports

F r a me wminirigdidthat managementommitsto ongoing training to reinforcAgile

Sportsvalues unt il they become paThisersiresthdte or gani za
everybody is on board, understasthe new process and most important, understadeir

role and responsibilities.

Agile Sportgraining in combination with hiring ai\gile Sportgonsultant to oversee the
transition andto consultthe organization on how to implement the framewoi& the
recommended strategy for transition.

To learn more about transitioning your teamttoe AgileSportsFramework contact Victor
Holman. Victor is available to work with teams to discover how they can apply these
concepts to their existing analytic platforrts measureagility, improve player IQ and create

synergy.

Victor Holman can be contacted attor.holman@lifecyckperformancepros.comor by
telephone at (888) 868733.
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