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Site Reliability Engineering: Measuring and 

Managing Reliability 
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This course teaches the theory of Service Level Objectives (SLOs), a principled way of describing and 

measuring the desired reliability of a service. Upon completion, learners should be able to apply 

these principles to develop the first SLOs for services they are familiar with in their own 

organizations 

Learners will also learn how to use Service Level Indicators (SLIs) to quantify reliability and Error 

Budgets to drive business decisions around engineering for greater reliability. The learner will 

understand the components of a meaningful SLI and walk through the process of developing SLIs and 

SLOs for an example service. 

Intended Audience: 

The primary audiences for this course are business decision makers and technical roles within the 

game development vertical. Technical roles include, but are not limited to: 

 

 Game designers 

 Game developers 

 Game artists 

 Game producers 

 Game administrators 

 

Skill Covered: 

In this course, students learn how to: 

 How to make systems reliable 

 Understanding SLIs, SLOs and SLAs 

 Quantifying risks to and consequences of SLOs. 

COURSE OVERVIEW 

Course Modality 

Instructor-led 

training 

Course Level 

Advanced 
Course Time 

13 hours 

Course Language 

English 
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COURSE CURRICULUM 
  

Module 1: 

Introduction to SRE 

This module is intended to bring you up to 

speed on the concepts underpinning SRE, 

CRE, and SLOs. If you're already familiar with 

these concepts, you may still find new 

information and perspectives in this module, 

but it is not necessary to complete it. 

Module 2: 

Targeting Reliability 

 

In this module we're going to talk about how 

you measure the desired reliability of a 

service. We will address what to consider 

when setting SLOs for your application within 

your organization. We'll look at the three 

principles we use to measure the desired 

reliability of a service: figuring out what you 

want to promise and to whom, figuring out 

the metrics you care about that make your 

service reliability “good”, and finally, deciding 

how much reliability is good enough. 

 

Module 3: 

Choosing a Good SLI 

 

In this module we will start off by taking a 

look at some characteristics of monitoring 

metrics that can make them useful as SLIs and 

contrast these against other metrics that are 

less useful. Because the choice of where to 

measure an SLI is a key variable, we 'll cover 

the five main ways you can measure an SLI 

and compare their pros and cons. 

Module 4: 

Quantifying Risks to SLOs 

In this module we'll be taking a critical look at 

the availability risks for our example service. 

We want to answer the question: “are our 

SLO targets and error budgets realistic?” 

Module 5: 

Consequences of SLO Misses 

In this module, we'll cover best practices for 

documenting your SLOs, the rationale behind 

a formal error budget policy and how best to 

create one and finally, we'll look at an 

example error budget policy in order to 

understand the trade-offs and incentives that 

play out during negotiations when trying to 

write an error budget policy. 
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Professional Cloud DevOps Engineer 

A Professional Cloud DevOps Engineer is responsible for efficient development operations that can 

balance service reliability and delivery speed. They are skilled at using Google Cloud Platform to 

build software delivery pipelines, deploy and monitor services, and manage and learn from 

incidents. 

 

 

 

 

 

 

 

 

 

 

 

 

 

RECOMMENDED EXAMS 


