
 Chap.3 Agile Software development

 1.Common Characteristics of agile method P73

 Interleaved specification, design and implementation

 System is developed in a series of increments

 Tool support

 2.The principles of agile methods P76 Figure3.2

 Customer involvement

 Embrace change

 Incremental delivery

 Maintatin simplicity

 People, not process

 3.Agile method fits 2 kinds of development
 Small, medium-sized product

 Custom system development within an organization

 4.The principles of the agile practice(P77)

 Incremental delivery: by small, frequent releases of the 
 system.

 Customer involvement: Continuous engagement of the 
 customer in the development team

 People, not process: Collective ownership of the 
 system code

 Embrace Change: embraced through regular system 
 releases.

 Maintain simplicity: by constant refactoring of the code.

 5.Extreme programming practices(P78)

 Collective ownership

 Continuous integration

 Incremental planning

 Pair programming

 Refactoring 

 Simple design

 Small releases 

 Sustainable pace

 Test first development

 6.What is a "User Story"? P79  A scenario of use that might be experienced by a 
 system user.

 7.What is "Refactoring"? P81
 Refactoring  means that the programming team look 

 for possible improvements to the software and 
 implements them immediately.

 8.The key features of testing in XP. P81

 9. Advantages of pair programming(~ sits at the same 
 computer to develop the software). P83

 Test-first development.

 Incremental test development from scenarios

 User involvement in the test development and 
 validation

 The use of automated testing frameworks.

 Collective ownership

 Informal review

 Encourage refactoring.

 10. Scrum(A agile method other than XP, in it the 
 development is managed.) terminology. 

 Development team:  A self-organizing group of 
 software developer, which should be no more than 7 

 people.

 Potentially shippable product increment: The software 
 increment that is delivered from a sprint. Not also 

 achievable.

 Product backlog: a list of "to do" items, such as feature 
 definition, software requirements , architecture 

 definition or use documentation,etc.

 Product owner: An individual whose job is review the 
 product backlog to ensure that the project continues to 
 meet critical business needs. Such as a customer or a 
 product manager or other stakeholder representative.

 Scrum: A daily meeting of the Scrum team that reviews 
 progress and priorities work to be done that day.

 ScrumMaster: The ~ is responsible for ensuring that the 
 Scrum process is followed and guides the team in the 

 effective use of Scrum.

 Sprint: A development iteration which last 2 to 4 weeks 
 long.

 Velocity: An estimate of how much product backlog 
 effort a team can cover in a singe sprint.

 11. The things that uses like about the Scrum method

 1.Product is broken down into a set of manageable and 
 understandable chunks that stakeholders can relate to.

 2.Unstable requirement do not hold up progress.

 3.Team has visibility of everything.

 4.Customers see on-tome delivery of increments and 
 gain feedbacks of the product.

 5.Trust between customer and developer is established.

 12.2 facets of Scaling agile methods.

 1. Scaling UP these methods to handle the 
 development of large systems that are too big to be 

 developed by a single small team.

 2. Scaling OUT the methods from specialized 
 development teams to more widespread use in a large 

 company that has many years of software 
 development experience.

 13. Problems of agile approach

 1. It is incompatible with the legal approach to contact 
 definition which is used in large companies.

 2. It is not suitable for software maintenance which is 
 the majority part of software cost for large corp.

 3.Not suitable for worldwide distributed team 
 development which is common now.

 14.The principles of the agile practice and its actual 
 practice

 Incremental delivery: does not always fit in with the 
 longer-term planning cycle of business planning and 

 marketing.

 Customer involvement: Cannot play a full part in the 
 development and not possible to represent every 

 stakeholders' views such as a regulator.

 People, not process: Intense involvement  might cause 
 people not interact well with other team members.

 Embrace Change: It might be extremely difficult to do 
 so when there are many stakeholder who gives 

 different priorities to different changes.

 Maintain simplicity: If under pressure of schedules, 
 team member may not have time to carry out desirable 

 system simplifications.

 15. Key issues in the systems engineering process.

 1. How large is the system that is being developed?

 2. What types of system is being developed?

 3. What is the expected system lifetime?

 4. Is the system subject to external regulation?

 16.Key issues of team planning in agile methods.

 1.How goods are the designers and programmers in 
 the dev team?

 2.How is the dev team organized?

 3.What technologies are available to support system 
 development?

 17.Key issue of documentation and decision making in 
 agile methods.

 1.Is it important to have a very detailed specification  
 and design before moving to implementation, perhaps 

 for contractual reasons?

 2.Is an incremental delivery strategy realistic?

 3.Are there cultural issues that may affect system 
 development?

 18.Six principal factors contribute to the complexity of 
 using agile methods is large-scale software development.

 1.If systems of systems, team priorities are usually to 
 complete its part system without regard for wider 

 systems issues.

 2.If Brownfield system(which include and interact with 
 a number of existing systems), there might be political 

 issues where a negotiation with the mangers of the 
 system is required.

 3. Where several systems are integrated to create a  
 system, there might be compatibility with incremental 

 development and frequent system integration.

 4.Large systems and their development processes are 
 often constrained by external rules and regulations 

 limiting the way that they can developed.

 5.Large systems have a long procurement and 
 development time. But there might be situations where 
 people move on to other jobs and projects so it become 

 difficult to maintain coherent team.

 6.It may have a diverse set of stakeholders with 
 different perspectives and objectives.

 19.Commonalities of approaches to scaling agile methods.

 1. A completely incremental approach to requirements 
 engineering is impossible.

 2.There cannot be a single product owner or customer 
 representative.

 3.Is it not possible to focus only on the code of the 
 system.

 4. Cross-team communication mechanism have to be 
 designed and used.

 5.Continuous integration is impossible.

 !20. The key characteristics of multi-team Scrum.

 1.Role replication: Each team has its Product Owner for 
 its work component and a ScrumMaster. There may be 

 a chief Product owner  and a ScrumMaster for the 
 entire project.

 2.Product architects: Each team chooses a product 
 architect and these architects collaborate to design and 

 evolve the overall system architecture.

 3.Release alignment: The dates of product releases 
 from team are aligned so that a demonstrable and 

 complete system is produced.

 4.Scrum of scrums: There is a daily Scrum of Scrums 
 where representatives from each team meet to discuss 

 progress, identify problems, and plan the work to be 
 done that day.


