DEVELOPMENT TEAM AGREEMENT AND EXPECTATIONS
COMPANY Goal: 
The COMPANY goal is INSERT COMPANY GOAL
COMPANY Development Team Goal:
The development team goal is to improve the COMPANY product as quickly and efficiently as possible. 
COMPANY Development Team Members:
The COMPANY Development team includes all full-time and contract employees that work on the COMPANY product.  The team is dynamic group, dispersed across the globe and changing frequently.  The team never truly stops working.  At any given time on any given day of the year, a member of the team is likely working on improving the COMPANY product.

COMPANY Development Team Expectations
1. Communication.

Effective, clear communication among the team is essential.  This is particularly important given the varied locations and hours of team members.  Effective management of our development queue and timelines is based on good communication.
Examples of great communication:  Regular, clear, frequent, unprompted, verbose communication about your projects, even if you are the only one working on the project.  Updates for every digestible chunk of work or every couple of hours.  Frequent questions to ensure things are done correctly.  Updates at the close of every work session so that people picking up will know where you left off.

Examples of bad communication:  Infrequent, disjointed, irregular communication about your projects.  Sustained periods with no updates.  Infrequent questions.  No updates after work sessions are complete.

2. Project Ownership and Quality.

Team members own their projects and are responsible for their project quality.

Examples of great ownership and quality:  Complete, on-time, bug-free projects.  If a project misses these targets, figure out why and make sure it doesn’t happen again.
Examples of bad ownership and quality:  Incomplete, late, buggy projects.  No ownership of missed targets.
3. Self-Awareness and Honesty.

For the team to be effective, team members must be comfortable with their strengths and weaknesses and communicate them appropriately.

Examples of great self awareness and honesty:  Quickly and skillfully execute projects that are within your existing skill set. Communicate clearly when projects are outside your scope of expertise and that you will need to learn new things to accomplish them.

Examples of bad self awareness and honesty:  No communication about strengths and weaknesses, struggle through projects that are outside of your skillset, eat up valuable team time that could be spent on projects that play to your strengths.

Ticketing:
Tickets are the essential tool for communication, project ownership, and project execution on the development team.

1. Process:  The PM will generally create, distribute and close out all tickets.  When you have completed a ticket, make sure it is attached to the upcoming milestone and reassign to the PM, leaving it open.  PM will then QA check before setting it to fixed, and then again prior to pushing code live. 

2. Assignments:  Tickets assigned to you are yours.  If you want to get someone else to contribute to a ticket, assign it to them and describe what help you need in the ticket.  Don't assume anyone will see a comment in a ticket unless you have assigned it to them.

3. Statuses:  Reassign open tickets to the PM when you have completed them.  The PM will QA and set to fixed, then QA again prior to push.  Be sure to QA yourself before you reassign to the PM.

4. Milestones:  Tickets should be completed prior to the milestone they are assigned.  Anytime a ticket slips past a milestone, something has gone wrong.  It is important to figure out what has gone wrong any time this happens.  If a ticket is going to miss a milestone, it is much better to identify the problem earlier than later.

5. Comments:  Comment in tickets early and often with lots of description so the team can keep up to speed on your work.  See "Communication" above.

6. Commits:  Commit code to tickets early and often with the most descriptive comments possible.  See "Comments" above.

Releases:

We strive to release code weekly.  Weekly releases force us to break projects down into digestible chunks and to release early and often.

I understand these expectations and want to join the COMPANY Development Team.

TEAM MEMBER SIGNATURE:

____________________________

Name: ______________________
Date: _______________________
