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Abstract: In every industry, manual processes are transitioning to software technology. With rapid technological 

advancements, software development organizations are compelled to continually update and enhance their 

development processes. Agile practices in software programming emphasize client satisfaction and adaptability to 

change. Retrospective practices play a crucial role in process improvement within Agile software development, 

fostering greater collaboration among team members. Through retrospective practices, challenges and issues within 

the development process are identified, leading to the implementation of appropriate solutions. Team velocity is 

managed based on the progress of previous sprints. While retrospective practices may initially pose challenges for 

new teams, typically taking 3-5 meetings to fully adopt, they are instrumental in fostering a mindset conducive to 

productive retrospective meetings. A case study was conducted to assess the adoption of retrospective practices 

within the Pakistani software industry. The findings reveal that while retrospective practices are indeed utilized for 

process improvement, they yield both positive and negative impacts on software quality and team enhancement. 

Pakistani software teams implement a variety of retrospective practices tailored to meet specific software quality 

requirements, with overall satisfaction among team members regarding the practices employed within their 

respective teams. 
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I. INTRODUCTION 

Agile software development has gained widespread recognition 

as a mainstream practice in the global software engineering 

community, having been a prominent fixture in the IT industry 

for over three decades. Among the array of agile 

methodologies, Scrum stands out as the most widely adopted 

[1]. Agile methodologies are characterized by their flexibility, 

iterative nature, and emphasis on swift adaptation to changes, 

distinguishing them from traditional software development 

approaches [3,4]. Due to their demonstrated efficiency benefits, 

agile practices have become commonplace in software 

development [5,6,8]. 

Agile methodologies refer to a set of evolutionary and iterative 

methods, which are based on opportunistic and iterative 

enhancement processes of development. The acknowledgment 

of Agile strategies for the purpose of product improvement was 

decidedly impacted in the year 2001 [9,11]. Agile philosophy 

presents the coordinated system, express the qualities and 

standards of all agile practices [10,12]. Agile practices are used 

for the process improvement in software industry but it is 

difficult to accept agile practices in development environment 

completely [2, 3, 7].  

Moreover, integrating game elements into non-gaming contexts 

has emerged as a focal point for advancing product 

enhancement methodologies [13, 14]. Studies have validated 

that gamifying tasks within software development can mitigate 

certain challenges; however, it may also present obstacles such 

as discordance among team members, limited collaboration, 

and a lack of motivation [15, 16, 17]. 

To address these challenges, agile mentors have suggested 

conducting review sittings in the form of games, aiming to 

disrupt the daily paractice and enhance engagement during the 

session [18]. However, limited research has been conducted 

thus far to consider the impact of review games on the 

effectiveness of such meetings [19]. 

In agile process improvement practices, specifically the Scrum, 

have become norm in proficient software improvement process 

[20]. The Retrospective meetings is a well-known process 

improvement approach proposed in Scrum. It is a formal 

meeting held toward the completion of a Sprint to assess the 

progress of the team, to identify the gains and declines and 

possible improvements. That's what kniberg claims "the 

retrospective is the main most-significant thing in Scrum" [21].  

In Scrum teams, 80% team members made plans for using extra 

agile methods for the purpose of team collaboration and sprint 

planning for scaling Scrum like large scale agile frameworks 

for process improvement [22]. 

In the current era of software development demand of software 

quality and efficiency increase day by day. Software developing 

teams need to improve process to ensure the quality and 

efficiency in software so that they can satisfy their customers 

[4,59,60]. In software development, Scrum is the mostly used 

methodology because it focuses on the completion of software 

within time and budget [58]. But Scrum does not explicitly 

focus on the quality assurance activities during software 

development as traditional methodologies does. There are some 

agile practices that assess the positives and negatives of the 

development team at the end of the sprint. Retrospective 

practices are one of them. The fundamental goal of this research 

is to acquire a comprehension of interaction improvement 

through retrospective practices and approaches. We focus on to 

identify the retrospective practices and approaches that are used 

in Pakistan software industries and ways to proceed these 

retrospective practices with in the software organizations in 

Pakistan. For this purpose, we conduct a case study in a 

software company named as “10 Pearls” with the project 

manager and the development team. The team has been using 

these practices for 8 years in software industry. 

The remainder of the document is structured into various 

distinct sections. The next section is background about the 

Agile, Scrum and retrospective practices and collaborative 

games. In section III related work is presented and in section IV 

represents research methodology. In section V results are 

presented and we discussed the results in Section VI. In section 

VII, we concluded the paper.  

II. RELATED WORK 

The necessity for continuous process improvement is one of the 

guiding principles of all agile methodologies: " The team 

considers ways to improve effectiveness on a regular basis and 

modifies its behavior in response." (Highsmith and Fowler 

2001) [9,11]. An agile retrospective meeting is often conducted 

according to a defined framework that includes setting the 

stage, collecting data, producing insight, choosing what to do, 

and concluding the meeting [2]. During retrospective sessions, 

team members engage in sharing their evaluations and feedback 

regarding the previous sprint's accomplishments. Agile teams 

convene to deliberate on priority issues, devise resolutions, and 

strategize improvements. These sessions are regarded as 

reflective opportunities enabling team members to evaluate 

their performance and enhance self-awareness concerning 

work-related challenges and their problem-solving strategies. 

This heightened awareness fosters avenues for professional 

advancement and skill development. Researchers often classify 

these reflective practices into different levels, commonly 

including reporting and responding, relating and reasoning, and 

reconstructing. Some studies discuss more about general 

retrospective issues [49], while some associated the issues to 

explicit retrospective games [50]. The proposed planning was 

assessed by industry and students in a subsequent report [51]. 

The use of cooperative games in programming improvement is 

getting increasingly more consideration. A significant 

foundation for this examination region was the games presented 

by [44] as market and item research strategies and later 

embraced by [46] and [47] to improve necessities designing 

cycles. [48] Call attention to, that coordinating programming 

process improvement exercises in deft advancement conditions 

is not quite the same as in additional conventional ones. 

The gathered results suggest that retrospective games discuss 

topics according to the plan. The diagnosing phase of our 

ongoing study while setting up the meeting convention made 

use of the retroactive issues identified in the earlier work. 

Additionally, results-focused analysis supports that game-based 

reviews primarily resolve common retrospective problems [4]. 

Utilizing retrospective sessions in Agile programming 

enhancement can facilitate the iterative improvement of various 

aspects that may impact the final product's quality or the work 

environment. Incorporating interactive exercises or activities, 

such as games, during these sessions can foster a positive 

mindset within the development team. Derby and Larsen [34] 

gave the plan five sorts of games that could be utilized 

successively in a similar review meeting: set the stage, 

accumulate information, produce bits of knowledge, choose 
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what to do, and close the review. Gonçalves and Linders [42] 

and Caroli and Caetano [53] depicted separately 13 and 44 

games that can be utilized to work with reviews. In the writing 

different 85 [52] games or practices that utilization during the 

agile retrospective meetings. Some of them that are major 

utilized as retrospective game/practice referred to by creators 

are given in the Table 1 momentarily shows the review games 

that we utilized in our earlier examinations.  

III. BACKGROUND 

In this section, we present key concepts pertinent to our study's 

context: agile methodologies, Scrum framework, agile 

retrospectives, as well as games and retrospective activities. 

The operational framework of Scrum is illustrated in Figure 1. 

A. Agile 

Agile is a continuous way to deal with project management and 

software development that assists the team to facilitate their 

clients faster. Rather than putting in all on the line "big bang" 

sendoff, an agile team convey work in small, but consumable, 

increases. Requirements, plans, and results are assessed 

constantly so teams have a characteristic system for answering 

change rapidly [24]. 

The agile philosophy focuses that during the development 

process customer and developers communicate with each other 

with a working software rather than a document and welcome 

changes in the development throughout the development 

process [24]. 

 

B. Scrum 

Scrum is a lightweight agile management framework that aids in 

the management of software development operations through 

incremental and iterative processes. Scrum is used in businesses 

to adapt to changing client needs. Scrum emphasizes "What can 

be done" rather than "Why it can't be done." Client input is 

collected on a regular basis, which aids the company in 

controlling and mitigating risk at an early stage. Sprints are used 

to coordinate the development process. A sprint meeting is held 

at the start of each sprint process, during which the sprint time is 

determined and the development team picks high-priority 

features from the product backlog. Scrum is a methodology that 

assists personnel, groups and organizations to provide versatile 

solutions for complex problems [26]. 

1) Scrum Cermonies: Recommended events are utilized in 

Scrum to make routineness and to limit the requirement for 

gatherings not characterized in Scrum. These Scrum 

ceremonies are given below [26]: 

• Sprint 

• Sprint Outlining 

• Daily Scrum 

• Sprint Analysis 

• Sprint Retrospective 

a) Srpint: A Scrum Sprint encompasses a timeframe of 

one month or less, within which a fully completed, usable, and 

potentially releasable increment is developed. 

b) Sprint Outling: The sprint starts with planning by 

arranging the work for a sprint to be performed. This 

subsequent arrangement is made by the cooperative work of the 

whole Scrum Team. 

c) Daily Scrum:The motivation behind the Daily Scrum is 

to investigate progress toward the Sprint Goal and adjust the 

Sprint Backlog as required, changing the impending arranged 

work. 

d) Sprint Analysis: The purpose of the Sprint Review is to 

evaluate the sprint's outcome and determine any changes that 

should be made going forward. The Scrum Team talks about 

the progress made toward the product goal and shares the 

results of their work with important partners. 

e) Sprint Retropsective: The Sprint Retrospective is meant 

to help develop strategies for increasing both quality and 

sufficiency. The Sprint Retrospective finishes up the Sprint. It 

is timeboxed to a limit of three hours for a one-month Sprint. 

For more limited Sprints, the occasion is generally more 

limited. 

 

 

Figure 1.  Flow of the Scrum process, based on [23]. 

TABLE I.  RELATED RESEARCH ON RETROSPECTIVE PRACTICES 

Game Game 

Components 

Description Ref 

Sailboat A depiction 

featuring a 

sailboat, rocky 
terrain, gusts of 

wind, and an 

island. 

It additionally 

assists the group 

with recognizing 
obstacles, potential 

dangers, and things 

that cause them to 

convey extreme 

software 

[4,42] 

Mad/Sad/Glad Three columns IT helps discharge a 

weighty touching 

steam and associate 

colleagues' feelings 

to occasions that 
occurred in the 

Sprint 

[4,34] 

Mood++ five columns Enhance 

Mad/Sad/Glad 

by introducing two 
new types 

[4,54] 

Starfish an image of a 

starfish with 

five arms 

In opposite to 

Mad/Sad/Glad, they 

resemble the group 

to thought mostly 
from an impartial 

point of view, rather 

than an emotional 

point of view. 

[4,42] 

5Ls five columns In opposite to 
Mad/Sad/Glad, they 

resemble the team to 

thought mostly from 

[4,54,55] 
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an impartial point of 
view, rather than an 

emotional point of 

view. 

360 Degrees Circle Shape 

and a paper for 
each member 

The game gives an 

amazing chance to 
recognize 

colleagues' diligent 

effort, commitment, 

and help. It is 

particularly valuable 
after an intense cycle 

to raise camaraderie 

[4,53] 

C. Agile Retrospectives 

One of the important standards of all agile practices is the 

requirement for ceaseless cycle improvement: " During regular 

intervals, the group thinks about how to become more viable, 

then adjusts and modifies its behavior accordingly" [11]. 

In Scrum, a practice is followed by the Scrum team where all 

the members of the team meet up to review, fix, and further 

develop their cycle. This practice is called a review meeting. 

This is known as the sprint review in the Scrum framework [27]. 

The social-mental component entails team members thinking 

on the goals, practices, and procedures of the group as well as 

the larger organizational environment and surrounds, and then 

adjusting as necessary (West, 1996). The Scrum team holds a 

meeting known as the Retrospective meeting following the 

conclusion of the Sprint and Sprint Review. Everyone in 

attendance is expected to fill out the survey and take part in the 

conversation. During this meeting, three key requests/questions 

should be discussed [28]: 

• What went well, which makes the Retrospective start 

out well, and which allows us to appreciate all the 

excellent things that have happened? 

• What didn't work, and how could we improve it? 

• What we've learned motivates us to consider what 

we've discovered about how we work? 

 

In like manner, the review is a chance for the group to think 

back over a cycle and perceive victories and deficiencies; to 

connect the relevant insight to individuals, the improvement 

cycle, designing practices, and devices; and to make an 

arrangement for enhancements to be established during the next 

iteration [29,30,31]. To be sure, the retrospective is one of the 

most often referenced agile practices with regards to 

programming process improvement [32,33]. The result of a 

review is "things to do" [34], which characterize distinguished 

issues as well as could be expected restorative activities to 

determine them [35]. 

D. Games 

Games have been a piece of human progress for millennia [15] 

and have helped in making day-to-day existence and reality 

seriously fascinating and drawing in [36]. As per [37], playing 

games is one of the actions that assist members to acquire a 

perspective which is portrayed by the complete entry into the 

thing they are doing, and a consequently changed sensation of 

time. This psychological state where an individual playing out 

a movement is totally submerged in a sensation of stimulated 

concentrate, full commitment, and pleasure during the time 

spent the action, is called stream [37]. Later on, [38] extended 

stream hypothesis and contended that a team can enter a 

condition of stream to expand their modernization. The 

renowned book by [39] titled “Theory of games and economic 

behaviour” is the foundation whereupon cutting edge game 

hypothesis is based. As indicated by game hypothesis, games 

fall into three general categories [40,17]. 

1) Categories of games: There are three categories of gams 

given below: 

a) Cooperative Games: Where people structure 

techniques that straightforwardly go against to other people. 

b) Competitive Games: Where players have interest that 

are neither totally gone against nor totally incidental; 

subsequently, potential open doors exist for coopration 

however not really for equivalent award. 

c) Collaborative Games: Where all players cooperate 

collectively, sharing a shared objective, and punishments. 

[41] instituted the expression "serious games" to state games 

which "are not planned to be played principally for 

entertainment," but rather are intended for teaching or taking 

care of an issue. 

E. Retrospective Games / Practices 

Review games are a type of cooperative games utilized for agile 

retrospective. They allude to a few organized social exercises 

motivated by game play and intended to assist the members 

with sharing their insight and encounters on a given subject, 

investigate this information in manners that may not happen 

during typical cooperation, distinguish stowed away 

suppositions, foster a joint comprehension of an issue, and 

produce creative thoughts regarding taking care of the issue [35, 

42, 43]. Exercises like moving sticky notes, writing on white 

sheets, gathering things, or drawing pictures urge fewer vocal 

individuals to add to the conversation, assist with beating 

restraints, and cultivate innovative reasoning [44, 45] by 

animating option mental cycles. They have additionally been 

professed to assist agile teams with obtain improved results 

from retrospective meetings [18]. 

IV. RESEARCH METHODOLOGY 

In this section, we present our research methodology and 

research questions to understand the retrospective practices 

followed by Pakistani software industry. Complete research 

process follows shown in the Fig.2. 

A. Objectives 

Main objective of this research is to identify retrospective 

practices and approaches used by the teams of Pakistan 

software industroy. As retrospective practices are followed to 

identify the points of improvement, this study will eventaully 

help in improvement of software and sftware development 

process.  

B. Research Questions 

To fulfill our research objectives, we defined the following 

research questions: 

RQ1: What is goal of using retrospective practices and 

approaches? 

RQ2: Which practices / approaches are following as 

retrospective practices? 

RQ3: How retrospective practices / approaches impact on 

software quality and software development team? 
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RQ4:  What are advantages and disadvantages of retrospective 

practices?  

RQ5:  How satisfied are the team members with the use of 

Retrospective practices and which practices are most likely by 

them? 

C. Cases Study 

As our research is a qualitative study, we follow the case study 

method and conduct formal interview with a development team. 

An interview and survey-based study are conducted with the 

software industry named “10 Pearls”. The company thoroughly 

follows retrospective practices in the Agile development and 

improvement process. 

D. Data Collection and Data Analysis 

This interview is a semi-structured interview and open-ended 

questioning throughout the interview. All the answer to our 

asked questions is noted and compared with the data in the 

literature about retrospective practices. We have also conducted 

a survey with the team members of the software industry to 

collect data regarding Retrospective practices. In the next 

section, all the results for each research question are discussed. 

 

Figure 2.  Research Methodology. 

 

V. RESULTS 

This section represents the results of our case study conducted 

with project manager and development team of “10 Pearl” 

software company.  In the following, we present detail results 

and analysis of the research questions: 

 

RQ1: What is goal of using retrospective practices and 

approaches? 

There are different ways to improve the process of software 

development. Retrospective practices are one of them in Scrum 

development. In this section we discuss some practices that are 

followed as retrospective practices for the process improvement 

by the Scrum team in our case study. The main purpose of these 

retrospective practices is enhancing the communication and 

collaboration of the Scrum team members. The practices that 

are followed in the retrospective meeting are given below: 

• What challenges and problems were faced during the 

sprint? 

• How to overcome these problems and challenges? 

• How to improve the development process? 

• Any need of changing in process or team  

• Highlight the mistakes 

• Engage whole the team in good environment 

according to the goal of the projects  

RQ2: Which practices / approaches are followed as 

retrospective practices in Pakistan software industry? 

There is a variety of retrospective practices followed in Scrum. 

According to our case study analysis, retrospective practices 

and approaches vary from project to project and team to team 

and sometimes these are planned according to the budget and 

timeline of the project. The most common practices used by the 

Scrum team in Pakistani software industry according to our case 

study are GoRetro and 4L’s. Cardwriting and starfish are also 

used depending on the above mentioned factors. Detail of these 

practices and their benefits are given in the following: 

A. GoRetro Retrospective Practice 

GoRetro is an online tool for managing retrospective meetings. 

It facilitates the entire retro process, make it simple, 

collaborative and data driven [57]. All the process remained on 

board for every retrospective meeting. GoRetro is mostly used 

by the Scrum teams according to our case study analysis 

because of its simplicity, accessibility and better 

communication medium.  Team leads/managers can assess the 

progress of team, individual members of the team. It also 

provide features that help in analyzing team sentiments that 

how team members feels about the specific aspects of the 

product. Working pattern of GoRetro tool is as follows: 

• All team members are given a piece of card like sticky 

notes to comment and turn it  

• No limit for cards and columns to provide comments 

• Voting facility for team member to give their opinion 

on problems 

• Team member easily manage the cards to column and 

deal according to the need 

B. 4L’s Retrospective Practice 

1) The 4L's method effectively manages both the favorable 

and unfavorable aspects of the Sprint while also fostering 

ongoing enhancement. Prior to commencing the activity, the 

facilitator partitions a board into four columns or displays four 

labeled posters [59]: 

2) Liked: What did the development team like in the sprint 

about the processes that followed in the development? 

3) Learned: What did the team learn new points from the 

sprint. 

4) Lacked: What did the activities and tasks performed by 

the team is better in the sprint? 

5) Longed For: What did the activities and tasks that team 

want to perform but not present during the sprint. 

4 L’s retrospective practice is also frequently used by the Scrum 

teams because in this practice, progress of all team members 

can be traced individually. Team leads/project manager can 

assess the team improvement such as whether team velocity is 

improving or not, which team member is working better on a 

project or there is need to change any team member from a 

project progress. 

C. Starfish Retrospective Practice 

It is a data-gathering activity to foster the thinking around 

practices and the value the team gets from them. It helps team 

members understand each other’s perceived value on such 

practices [56]. Following are the set of actions in the Starfish 

retrospective practice. 
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1) Start: The activities and tasks that are not part of the 

development process should start and make part of the 

developemnt process. 

2) Stop: The activities and tasks that are not benefical for 

the development process should remove from the tasks list and 

stop working on such activities 

3) Continue: The processes and activites are doing well in 

the development process no need of changing in the working 

process. 

4) Less: Effrots required to perform activites and task much 

smaller then the benefits. you see some value, but would rather 

cut down a little bit. 

5) More: Activites and tasks that perform by a team in 

development process focused more and perform more than 

usual so more results and benfits comes from such activites and 

tasks. 

D. Card Writing Retrospective Practice 

The purpose of the card writing retrospective practice is that 

every team member should communicate in the meeting and the 

work performance of each member should be placed in front of 

all team members. The following steps are followed for the 

action of this retrospective practice: 

• A piece of card is given to each team member 

• Everyone has to write for every team member either 

positive or negative about his/her working 

performance 

• Team leads or project manager collect all the cards 

form team members 

• Team lead will read it loudly in front of everyone 

RQ3: How retrospective practices / approaches impact on 

software quality and software development team? 

As we discussed in RQ2, retrospective practices vary from team 

to team and project to project according to the allocated budget 

and time period, there is need to understand that how these 

practices impact the software quality, software process and the 

development team. Our analysis reveals that, overall, 

retrospective practices have positive impact in all the aspects. 

Following major points that are relevant to software quality, 

process improvement and team are given in the list below: 

• Every team member communicates and discus issues 

and challenges regarding project he/she is facing. 

• Problems and challenges are resolved in the 

retrospective meeting. 

• Risks are identified and mitigation plan are prepared. 

• A sprint postmortem is performed and in the 

retrospective meeting progress of the project is 

monitored. 

• Manage velocity and retrospective meeting plan 

according to the project quality demands. 

On the other hand, impact of retrospective practices on the 

development team at the start of retrospective practices with a 

new team is challenging and team members have no mindset 

about the retrospective practices. Initially 3-5 retrospective 

meetings have no positive impact on the new teams and 

gradually team make mindset with retrospective practices. 

Some positive factor for retrospective practices are given 

below: 

• Appreciation of team increases 

• Everyone can participate in all meetings and give his 

point of view 

• Team performance improves and no one face biasness 

• Discussion on each phase of development in front of 

whole team 

RQ4:  What are advantages and disadvantages of 

retrospective practices? 

Retrospective practices play an important role in software 

improvement but as we discussed earlier, sometimes it becomes 

difficult to adapt such practices by the teams and organizations. 

We discussed about the advantages and disadvantages of 

retrospective approaches practiced by the project manager and 

team members of “10 Pearls” to know the perception of 

Pakistani industry. Advantages and disadvantages of 

retrospective practices are listed below: 

E. Advantages 

• All team members have clarity with the objectives and 

goals of the meeting 

• Challenges and problems are identified  

• Appropriate solutions are identified for the challenges 

and problems  

• Collaboration among team members increased and 

relationships among them are strengthen 

• Risks are identified and mitigated  

• Project management process is improved 

• Development process is improved 

 

F. Disadvantages  

• Retrospective practices are time consuming 

• Proper planning and execution is required 

• Difficult to make mindset of team towards 

retrospective practices 

• Sometime teams have been built but could not deliver 

to improve processes  

• Title of games are confusing for non-native English 

reader 

RQ5: How satisfied are the team members with the use of 

Retrospective practices and which practices are most likely 

by them?  

This research study is conducted with the Pakistan software 

industry for process improvement in software development. 

Retrospective practices are used for process improvement in the 

software industry. The statistics for the satisfaction of using 

retrospective practices are shown in Fig. 3. According to the 

results, all team members (100%) are satisfied with the 

retrospective practices. The results indicate that these practices 

are compatible for the process improvement of the software 

industry in Pakistan. 

Fig 4 shows the responses of team members on the likeness of 

retrospective practice already followed in their industry. The 

result shows that 70% of members give preference to the 

GoRetro tool, 20% to 4 L’s and 10% members give preference 

to card writing. These results depict the preference of team 

members working in ’10 Pearls’ software industry of Pakistan. 

VI. DISCUSSION 

Software development increase day by day and being a part of 

every industry. Agile software process development is followed 

in the software industry. Customer demand a high quality and 

efficiency with every project. In agile practices scrum frame 

work followed. The purpose of this study to recognize the 

practices and approaches that are used for the process 

improvement of the software product in agile methodology in 
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Pakistani software organization. As well as how to use 

retrospective practices and approaches followed in Pakistan. 

 

Figure 3.  Satisfaction with retrospective practices 

 

Figure 4.  Best Retrospective practices according to team 

Retrospective meetings are compulsory part of the scrum 

framework and these practices are following in scrum 

framework. Retrospective meetings are planned according to 

the time frame and budget of the software product. 

Retrospective practices and approaches vary from project to 

project or team to team. In the retrospective meeting complete 

postmortem of the sprint is performed and all problem and 

challenges are identified. Due to the Retrospective practices the 

communication and collaboration among the team increases. 

Each team member participates in the meeting and discusses the 

problems. The appropriate solutions for the problem are also 

identified in the meeting. 

VII. CONCLUSION 

Agile software development is a process that mainly focus on 

the customer satisfaction. This software process model warmly 

welcomed the changes in the project even in the last phase of 

the development. Scrum is one of the agile practices and 

retrospective meetings are the mandatory part of the scrum. 

Retrospective meeting is used for the process improvement of 

the program development and to better the communication 

between the development team. So, case study – interview and 

survey are conducted for this research with the project manager 

of a software company name “10 Pearls” in Pakistan. The RQ1 

in the study concludes the goal of the retrospective practices 

and the factors noted in the retrospective meeting. These factors 

include the discussion of challenges and problems occur during 

the sprint and the suitable solutions for these problems. The 

engagement of each team member is also observed to facilitate 

the participation of each member equally.  The results for RQ2 

indicate that retrospective practices including Starfish, 4L’s, 

card writing and the GoRetro tool are used in the Pakistani 

software industry. Planning and use of retrospective practices 

vary from project to project and from time to time with the 

demand for quality.  RQ3 explores the impact of these practices 

on software quality and development team. Retrospective 

practices have both positive and negative impact on the process 

improvement and team. The whole team communicates on the 

identified problems and finds a suitable solution for these issues 

and problems. Risks are identified and mitigated. Retrospective 

practices are difficult for new teams and has negative impact on 

the team average after 3-5 meeting team mindset set on the 

retrospective meeting.  RQ4 investigates the benefits and 

drawbacks of the retrospective practice. These practices 

improve the process quality. Collaboration between the team 

also increases. Some drawbacks are difficult to make mindset 

of the team for retrospective practice and these practices are 

time consuming. The result for the RQ5 shows that all team 

members are satisfied with the retrospective practices and the 

GoRetro tool is mostly preferable. Future research might 

examine different cooperative games and the use of 

retrospective practices/approaches in other agile practices like 

Extreme Programming, Kanban and Lean Development. We 

will also extend the scope of this study and cover other software 

industries as well. 

VIII. CONTRIBUTION AND FUTURE WORK 

In this research study retrospective practices and their impact of 

retrospective practices in Pakistani software industry. Main 

purpose of this study to process improvement of the software 

development. 

Potential future research could investigate alternative 

collaborative gaming experiences and the use of retrospective 

practices/approaches in other agile practices like Extreme 

Programming, Kanban and Lean Development. We will also 

extend the scope of this study and cover other software 

industries as well. 
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