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Manifesto for Agile Software Development
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Manifesto for Agile Software Development

B — B/ R S RS A TTE,
SA{THIRRTE B, BB ST T A TMEM -
MEFIED] 5F FEmnIe
TAERYESG: BF RS
ZREE 5T amws
I N2, =T a5

R, REamEENE,
Al JTEEWATHINME.

Copyright (C) 2002-2022 DENG Guolin, all rights reserved



% guolin

FEIMINE EFRE

uolin Project Management Campus

Agile Principles
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Agile .- =
Mindset “ -

Agile is a mindset defined by values, guided by principles, and manifested through
many different practices. Agile practitioners select practices based on their needs.

PMI, Agile Practice Guide,
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PMI, Agile Practice Guide,
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” Section Summary
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Life Cycle Selection
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| Uncertainty and Complexity Model
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| Characteristics of Life Cycles
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Characteristics
Approach Requirements Activities Delivery Goal
Predictive Fixed Performed once for Single delivery Manage cost
the entire project
Iterative Dynamic Repeated until Single delivery Correctness of
correct solution
Incremental Dynamic Performed once for Frequent smaller Speed
a given increment deliveries
Agile Dynamic Repeated until Frequent small Customer value via
correct deliveries frequent deliveries
and feedback
\_
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Predictive, Iterative and Incremental

Predictive / Waterfall

Analyze Design > Build > ‘ Test | Deliver
Iterative Incremental
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Agile

Iteration-Based Agile
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| Section Summary

© EanEHIREEN AERNMNAER
* Be Adaptive
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Building an Agile Environment

< Servant Leadership
< Agile Team Composition
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| IR BYSNE: Servant Leadership %ﬂﬁgﬁ;

* Coaching and Facilitation
* Delegation

* Empower team members
* Supportive

* Trust

* Remove impediments
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” SEHEIBA Agile Teams

« TR NBYBL R Dedicated people
« IEERBERB AR Cross-functional team members
« EErh TR S B HA Sk ERAYEE
Colocation or ability to manage any location challenges
- BAMERIIESHEBA
Mixed team of generalists and specialists
« FEERI T {EIRLE Stable work environment
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| SUEEFIAEE (Roles)

* Product Owner
* Team Facilitator
* Cross-functional team members
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Agile Workplace

* Co-located or Remote

* Caves and Common

Kanban Board

Information Radiator
Fishbowl Window

Remote Paring Programming

»

»

»

»
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| Section Summary

« BT
« BZBZHHIBA Self-organizing team
« BRSBBYSRE: Servant leadership
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Scrum Development Practice

% Introduction to Scrum

Copyright (C) 2002-2022 DENG Guolin, all rights reserved



Input from End-Users,
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” Scrum Terminologies

* User Story / Feature / Epic / Theme

» Story Point / Velocity

* Planning Poker (Scrum Poker) / Fibonacci Sequence
* Definition of "Done” (DoD)

* Minimum Viable Product (MVP)

* Work In Process (WIP)

* Scrum of Scrums

* Impediments

* Technical debt
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Kanban Board Features Complete, Remaining and Total
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[ [ Unit Test { ] { Test J—
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| Section Summary

« HIEFTEHRIAgilegBEScrum

* Scrum=_XEf: Transparency, Inspection and Adaptation
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