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A new application of SCRUM to reshape 
education-Eduscrum 

eduScrum 
•  eduScrum uses the powerful ceremonies, roles and tools of Scrum. 

In this way the group owned scrum board gives the students an 
overview and the structure to make the group’s work transparent. 
Every lesson starts with the stand-up which sees to it that there is 
a focus and a bond, this also put them in the right work mode. The 
retrospectives help students to continuously improve their tactics. 
eduScrum is a framework for a cocreative process and supporting. 



Why we are giving thanks !! 

•  One college, specializing in adult learners, has seen a great deal 
of success.  
•  Mature leaners are no longer stymied by the fast pace of 

education in this high tech world. 
•  We are providing the workforce with truly educated students that 

are ready to work in teams.  



A labor of love 

•  www.eduscrum.nl  
•  www.scrumthink.info (NeuEon) 



Where we are going 

ScrumThink 
 

RE-THINKING AGILITY IN EDUCATION  
•  All are joining to gather metrics /

establish a white paper  
•  Bringing the eduscrum concept to US 

higher ed and online courses 
 



Liberating the United States Higher Ed 
Market 



Using	Agile	Methods	to	Enhance	Learning	
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Introduction	

Agile Learning is a ground breaking 
new approach to education at all 
levels. This concept is also being 
pioneered by a company in the 
Nether lands ca l led Eduscrum.  
E d u s c r u m h a s s u c c e s s f u l l y 
implemented these concepts in the 
elementary levels of education in the 
Nether lands . Th i s author has 
implemented this new pedagogy in 
over six undergraduate and graduate 
level classes (online and on-ground). 

Relevance	

In the current classroom of today, at 
all levels, there is “noise” that is 
heard by the students, and the lack of 
interaction and enthusiasm can be 
troubling. Agile Learning directly 
addresses these issues by making the 
students a true part of building the 
classroom experience and of the 
journey of learning. The students also 
are given the opportunity to practice 
the importance of teams and their 
role. Agile Learning eliminates the 
team member who hides behind the 
other team members. Agile Learning 
has built into the model the ability to 
ensure each student is properly 
a s s e s s e d  o n  h i s / h e r  o w n 
understanding of the material through 
a series of personal assessments. 
 

Findings	

In the six higher level educational classes 
where Agile Learning has been implemented, 
the author has seen an 20-30% increase in 
final grades year after year. The more 
important result is that year-end evaluations 
by the students have credited their renewed 
success in the class to the implementation of 
Agile Learning. The findings have also shown 
that students with “troubled” academic 
history have seen up to 10% returning to new 
sense of vigor as a student with better marks. 
The author can also supply videos of students 
at work in the classroom using the Agile 
Learning method. 

	

 
 

Description		

In the current academic environment, the syllabus is the main 
document that determines the direction for the course. The 
student of today is extremely technologically savvy, has been 
raised in the Internet age, and is used to receiving information in 
a dynamic and fluid setting. The approach in classes is one of 
sending information to students, and they consume then deliver 
the prescribed work from the syllabus. In this approach, learning 
is highly structured with little to no room for the students to 
insert creativity or actively group think into the learning process. 
There is an alternative to this archaic approach. 

 
 
 
 

Implications	

The implications of this new pedagogy are 
profound. The classroom now becomes as 
close as possible to the workforce they will 
be entering. The student is allowed to truly 
practice academic disciplines in a realistic 
team atmosphere. Agile Learning will be 
expanded to more classes where the author 
teaches over the coming year. The template 
set will be enhanced and the work done in 
the online world will also be enhanced. 
 

Goal			

The goal of this study is to introduce a new pedagogical approach 
called Agile Learning. Agile is a concept practiced in the software 
industry. Agile Learning structures the classroom experience in a set 
of autonomous teams with specific agile roles such as the Product 
Owner and Scrum Master. The students become part of a autonomous 
team that is highly accountable to each other for the production of 
work. The work is decided in conjunction with the teacher (the 
product owner). The team then enters into a series a of time boxed 
events called sprints and shows progress to the Product Owner at the 
end of the sprint. These sprints then ultimately accumulate to 
produce a final work product (e.g., the group project, final 
presentation etc.) 
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Project	Plan 
Agile Learning was designed to ensure that students are evaluated on 
two aspects, which are group and individual work. The Agile Learning 
tool set is designed around a series of templates and tools that the 
students use to navigate this new way to learn and work in the 
classroom setting. The tool set is under the author’s company 
www.srumthink.info. The research has shown that if students are 
given more of a stake in the direction of their learning, they are more 
engaged and ultimately rise in their educational pursuits. 
 


