Software development
processes In real life




I Kak BCe 3TO KacaeTca MeHa —
paspaboTymka’?

e Bam HpaButca paspabaTbiBaTb on4n, KOTOPbIE
HUKTO He ByaeT nucnonb3oBaTtb?

e Bam HpaButca paboTtaTb Mo NPOEKTHOMY NfiaHy, B
KOTOpPbIN Bbl HE BEPWUIMKN C caMOoro Ha4vana?

e Bam HpaBuTca kogupoBaTb apXUTEKTYPY, KOTOPYIO
KTO-TO npoaymar Oo Bac, U B KOTOpPOW Bbl BUOAUTE
MHOX>XeCTBO HeJOCTaTKOB?

e Bam HpaButca pabotaTbk B rpynne nogeun, rae Bol
4yyBCTBYeTe cebsd o aANHOYKON™?
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Agile software development
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[1O - Habop LeHHOCTEN K
NPUHLUMNOB

11-13 deBpans 2001 .



Manifesto for Agile Software Development

We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:

Individuals and interactions over processes and tools
Working software over comprehensive documentation
Customer collaboration over contract negotiation
Responding {o change over following a plan

That is, while there is value in the items on
the right, we value the items on the left more.

Kent Beck James Grenning  Robert C. Martin
Mike Beedle Jim Highsmith Steve Mellor
Arie van Bennekum  Andrew Hunt Ken Schwaber
Alistair Cockburn Ron Jeffries Jeff Sutherland
Ward Cunningham Jon Kern Dave Thomas

Martin Fowler Brian Marick



Pa3bdacHeHne npuHumnos Agile

m Y I0BJIETBOPEHUE KIIUEHTA 32 CUET PAHHEU U
Oecrepe0orHOM MOCTaBKH LIeHHOTO 110;

B [IPUBETCTBUE U3MECHECHHUS TPEOOBAHUM, TAKE B KOHIIS
pa3pabOTKHU ( ATO MOKET ITOBBICUTH
KOHKYPEHTOCIOCOOHOCTh MOJIYUYEHHOTO IIPOIYKTA);

m yacras 1nocraska padoouero 110 (kaxaplil MecsI| WIn
HEACJII0 WM CIIE Yallle);

B TCCHOE, CKCJTHCBHOE OOIIEHUE 3aKa3UYHNKa C
pa3padOTYMKaAMHU Ha OPOTSHKCHUM BCETO MPOEKTA;



Pa3bdacHeHne npuHumnos Agile

B [IPOCKTOM 3aHUMAarOTCI MOTUBUPOBAHHBIC IMYHOCTH,
KOTOpBIE 00ECIICYCHBI HYKHBIMHU YCIOBUSIMHU paOOTHI,
MOAJCPKKON U JOBEPUEM;

B PEKOMEHyEeMbIM METOJI Hepeaaun HHpopMalluu —
JTAYHBIA PAa3roBOp (JIMIIOM K JIMITY);

m pabOoTaromiee 110 — mydinmii u3MepUTesb Iporpecca;

B CIIOHCOPBI, pa3paO0O0TUYUKHU M II0JIb30BATEIN JOJIKHBI
UMETHh BO3MOXXHOCTH IMOJJAEP)KUBATH IOCTOSIHHBIN
TEMII Ha HEOTIPEICIICHHBIN CPOK;



Pa3bdacHeHne npuHumnos Agile

B [I0OCTOSIHHOE€ BHUMAHHUE HA YIYUIIICHUE TEXHUYECKOIO
MAaCTEpPCTBA U YAOOHBIN JU3aliH;

m r1poctoTa — UcKyccTBO HE nenath numHen paOOTHI;

B JIy4IlIMEe TEXHUYECKHUE TPCOOBAHMUS, TU3AMH 1
APXUTEKTYPaA HOJYYAKOTCA Y CAMOOPraHU30BaAHHOM
KOMAaH/IbI;

B [IOCTOSIHHAS aJjanTalus K U3MCHSIIOIIUMCS
O0OCTOSITEIILCTBAM.



Agile modeling

e Moagennpymnte 4Tobbl NOHATL

e Mogenupynte 4ToObl 00LLATLCS

e Hallle ncnonb3ynTte NpocThle cpeacTea ang
MOOennpoBaHuUs - AOCKa, CTUKEPbLI, HECKOSbKO
OCHOBHbIX B1aos UML anarpamm.

e /130aBNaAnNTECH OT yCTapeBLUMX MOAESIEN, ECNU
OHU Yy>Xe BbINOSTHUMN CBOKO POSib.

e [loaTBEPXOAUTE MOOENN KOOOM.

e Ko - eMHCTBEHHbLIN apTedaKkT, KOTOPOMY MOXHO
BEPUTD.



Scrum

Agile meTogonorua ynpaBneHus
NpoeKkTamMmu



Scrum

Product owner - ynonHOMO4YeHHbLIN NPUHUMaTb
peLleHnsa O TOM, Kakyto o4y cTouT paspabaTtbiBaTb
paHblLe, KaKyt No3Xe.

ObOblYHO paboTaeT Ha CTOPOHE 3aKa34yunKka Unu
ABNAETCA OM3HEC aHANUTUKOM.

Pa3pabotymkam npolle, ecrnun Takon YenoBekK ecCTb,
M OH OAVH Ha NMPOEKT (BO n3bexxaHne KOHMMNUKTOB).



Scrum

Product Owner nogaepXmBaeT CriMCcoK TPpeboBaHUN -
noXxenaHmm K NpPoaykTy. OTOT CMUCOK OH COPTUPYET
(NpnopuUTe3nNpPYyET) Mo NPUHLNNY «LEHHOE CBEPXY,
MEHEE LEHHOE CHU3YY».

akoun cnucok HasbiBaeTcqa «Product Backlog».



Scrum

Cobupasicb Ha NnaHNnpoBaHMe UTepaumnn Nnu
«CMPUHTa», YneHbl KomaHabl BblonpatoT na Product
Backlog Ty BepxHIO YacTb, KOTOPYHO, Kak OHU
CUYMTAIOT, peanbHO 3aKOHYUTL 3a UTepauuto.

Product Owner npnHnmaeTt akTMBHoe yyacTtme B
Nnogo0OHOM NaHNpoBaHUMN.

T.0. 3aKas4umk oxxngaeT NoNy4YnTb HEKUN LLIEeHHEULLNU
Habop dyHKUMOHAaNa 3a AOBOJSIbHO KOPOTKOE BPEMS,
KOMaH4a nony4yaeT nnaH, B KOTOPbIN BEPUT.



Scrum

[1o nctevyeHuto nTepaunm KomaHaga 1 3akasduk
BCTpeYatoTca ansg npocMmoTpa n oocyxaeHus
pe3ynbTaTtoB. OTO Ha3bIBAeTCH AeMOHCTpPaLUuen.

Ha BbIxoge Takoro MUTUHIra MMEKTCH:
® YMEHbLLUEHHbIE PUCKN, 3a CHET AoKa3aTesribCTBa
PaboTOCNOCOOHOCTU KOMAaHObl, TEXHONOIMNN U
TpeboBaHUW;
e HOBbLIE MOEN NO Pa3BUTUIO MPOOYKTA;
e IOBEPUE 3aKa3ymKa U KoMaHabl K Apyr Apyry.



Scrum

[Tocne geMoHCTpaLumn KomaHaa cobmnpaeTcsi U
oOcCyXXOaeT cepuio 3KCNEPMMEHTOB M 3aJau,
KOTOpbIE KaK OHa cyMTaeT noMmoryT bonee

9 eKTUBHO paboTaTb B TEYEHNE CNEOYIOLLEN
nTepauumn (cnpuHTa).

OTOT NpoLecc Ha3bIBAaETCS peTpoCcCneKTuBa.



Scrum

Bo BpemMs cnpuHTa YnieHamMm KoMaHAbl CKOpee BCEro
npunaoeTcs CUHXPOHU3UPOBATbL CBOU YCUMUSA U
nomoraTb Apyr Apyry anga donee cnaxeHHon paboThbl
N OOCTMXKEHUA obLlero pesynbtaTa. [ 0BOpAT, UTO
XOPOLLO 3TO AenaTb pa3 B AeHb B TeYeHune

10-15 MUHYT B MNPUCYTCTBUU BCEX YIIEHOB KOMaHAbI.
IT0 1 HasbiBaeTcsa Daily Scrum vnn MUTUHT.



Scrum

B TeueHne MUTHHTA KaXXAbIA YJI€H KOMaHAbl OTBECYAECT Ha
3 BOIIpOCA.

m UTo clenaHo ¢ MOMEHTA IPEeAbIAyIIer0o MUTHHTA 10
TEKYILETO?

m UTo OyZIET cAellaHO ¢ MOMEHTA TEKYIIEr0 MUTHHTA 10
CIICAYIOIIECTO?

m Kakue npoOyieMbl MEIIAIOT JOCTUKCHHUIO 1ICTIeH
cripuHTa? Hax penreHreM 3Tux npoojeM padoTaeT
Scrum Master.



Scrum - He HenpepbIBHOE
coBellaHune

Thbl 0OAUHOK?

Haaoeno paboTaTh caMOCTOATENBHO?
He nobUWbE NPUHUMATE peLUeHUA?

COBEPHU COBELLAHME!

Tel CHOXKEUWL:

- NOCMOTPETbL Ha ApPYIUX
- NDKazaTb rpaduKm

- NOYYBCTBOBATh CE0A BaMHbIM

- NDAEPKATE YKAIKY

- NEPEKYCUTL

- NPOM3BECTH ENEYaTNeHne Ha Konner

H ece ato B pabo4ee epemAal

COBELWAHWA
PEANbHASA ANbTEPHATUBA PABOTE

PaboTatoliee nporpamMmHoe obecrneyvyeHne n peanbHbIN KoL
BaXXHEEe JOKYMEHTaUMn n gmarpamMmm



Extream programming

Agile meTogonorus paspaboTtku IO

Kent bek, Yopa Kanuunrem, Maptun @ayiep



12 OCHOBHbIX NpUHUMNoB XP



KopoTtkuit nukir oopatHou cBsa3u (Fine
scale feedback)

e TecTtnpoBaHune, TDD

e /Irpa B nnaHnpoBaHue (Planning game)

e 3akasyuk Bcerga pagom (Whole team, Onsite
customer)

e [lapHoe nporpammupoBaHune (Pair programming)



MHe xanb Tex, KTO He nuweT TecTbl!!

| Pity the fool

who does'nt write $5 2

_

Test casesl!!



HernpepbIBHBIN, 4 HE NIAKETHBIN
[IPOIIECC

e HenpepbiBHaga nHterpaunsa (Continuous
Integration)

e PedpakTopuHr (Design Improvement, Refactor)

e HacTble HebonbLume penusbl (Small Releases)



| lornumaHwme, pasaeasieMoe BCEMU

e [IpocToTa (Simple design)

e MeTadopa cucrtemnl (System metaphor)

e KonnektnsHoe BnageHne kogom (Collective code
ownership) nnu BblbpaHHbIMKU WaboHaMK
npoekTupoBaHus (Collective patterns ownership)

e CTaHoapT koanposaHua (Coding standard or
Coding conventions)



ConmanpHas 3aluIIeHHOCTh
nporpammucta (Programmer welfare)

CTtabunbHbIn pabounn putm (Sustainable pace),
40-yacoBas paboyas Hegensa (Forty hour week)



Mlcrosoft Solutlons

Framework (MSF)

MeToponorua paspabotku 1O oT
Microsoft, 1994 r



ObobuweHHass MSF coaepXxur:

e Moaenu:
o [NpoeKkTHou rpynnbl
o ['poueccos
e [lcuMNNUHLI;
o YNpaBneHue npoekrtamm
o YnpaBneHne puckamu
o YnpaBneHne NnoaroToBKoW

T.0. nogaepxmBaeTca BeCb XN3HEHHbIV Uunkn 0.



MSF Team Model

e OnpegensaeT ponesble KracTepbl, X obnactu
KOMMEeTEeHUUN N 30Hbl OTBETCTBEHHOCTM.

e BO3HMKNA B pe3ynbTaTe OCMbICNEHUSA
HeJOCTaTKOB nepapxXmny4eckon CTPYKTYpPbl
TPaAULMOHHbIX MPOEKTHbIX rpynmn.

e HebornbLine mHoronpodunbHbie KOMaHObI.

e UneHbl pacnpegensatoT mexay cobou
OTBETCTBEHHOCTb U AOMNONMHAKT 0b6nacTu
KOMMeTeHUMN gpyr gpyra.

e EanHOE BMaeHMe npoekTa, BbICOKME TpeboBaHUS
K Ka4yecTBYy paboThkl U XXenaHune
caMOCOBepPLLIEHCTBOBATLCA.



MSF Team Model

e OTBETCTBEHHOCTb 3a YyrpaBneHne NPoOeKToOM
pacnpeneneHHa Mexay nugepamMmm porieBblX
KrnacTepoB BHYTPU KOMaHAbI.

e Kaxkabl YrieH nmeet HeobxoanMble NOSTHOMOYUNSA
ONs BbINOMTHEHUA CBOMX 0O6A3aHHOCTEN N YBEPEH,
YTO MOMYYNUT OT KONMNer Bce Heobxoanmoe.

e Pa3buneHne donblunx komaHa (bonee 10
4yernoBeK) Ha Marnble MHOronpoMuIibHbIE FPYMMbI
HanpaeneHun (feature teams).



MSF process model

e [lpeacraBngaeT oOLY0 METOAOMOrMI0 pa3padoTKu
n BHeapeHus I T pewieHun.

e [ NOKOCTU U OTCYTCTBUE XKECTKO HAaBA3aAHHbIX
npouenyp.

e [ NOpna kackagHou (waterfall) u cnpanbHoOU
(spiral) meTogonorun paspabdboTKu.



MSF process model

e ApTedakTbl CO30al0TCA, KaK npaBuno,
nTepaTUBHbIMU METOAAMM.

e MSF pekoMmeHOyeT Ha4YMHaTb pa3paboTky
PELLEHUS C MOCTPOEHUS, TECTUPOBAHUSA U
BHeaApeHus ero 6azoBon PyHKLNOHANbLHOCTW.

e 3aTEM K peLlueHuntio 4obaBnaTCcHa BCE HOBbIE K
HOBbIE BO3MOXHOCTMW.



Risk management

e OaHa n3 knyesBbix gucumnnuH MSF.

e /I3aMeHeHusa - HeoTbeMemas 4YacTb XXU3HEHHOIO
yukna o.

e OTCTamBaeT NpeBEHTUBHBLIN NOAxX0M4 K paboTe C
pUCKamMu B YCNOBUSAX HeoNpeaeeHHOCTH.

e HenpepbIBHOE OLIEHMBaHME PUCKOB Ha
NPOTS>KEHUN BCErO XU3HEHHOIO LIMKI1a MPOEeKTa.
e [1eBn3 MSF — mbl He Bopemcs ¢ puckamm — Mbl

MMU yripaBnsieM.



YnpaBrneHne noaroToBKOW

e [locBALLEHa ynpaBneHunto 3HaHNAMM,
npodeccuoHanbHbIMU YMEHUAMU U
CNOCODHOCTAMUN, HEODBXOOAUMbIMW ON1A CO3aHUA
yChneLlHbIX peLeHnN.

e OnucbiBaeT pyHaameHTanbHble npuHumnel MSF
N JaeT pekoMmeHaauum no NnpuMeHeHUo
NpeBeHTUBHOIo noaxoaa K ynpasrieHUo
3HAHNAMMN Ha NPOTAXXEHUN BCErO XXN3HEHHOIO
LUMKna MHoOpMaLNOHHBLIX TEXHOMOTMUN.

e PaccmaTtpuBaeT nnaHUpoBaHMe npoLlecca
yrpasrieHna NoAroTOBKOW.



Visual Studio Team System

e Team Foundation Server

e Team Test Load Agent

e /IHTerpauus c Visual Studio

e /IHTerpauusa ¢ Microsoft Office



Quick tour to software development philosophies
by

http://en.wikipedia.org/wiki/List of software development philosophies



http://en.wikipedia.org/wiki/List_of_software_development_philosophies

A-B

m Agent-oriented programming

m Agile software development

Agile Unified Process (AUP)
m Aspect-oriented Programming

m Behavior Driven Development (BDD)

m Big Design Up Front (BDUF)

m Blind Men And Elephant Approach (BMAEA)
m Brooks's law



http://en.wikipedia.org/wiki/Agent-oriented_programming
http://en.wikipedia.org/wiki/Agile_software_development
http://en.wikipedia.org/wiki/Agile_Unified_Process
http://en.wikipedia.org/wiki/Aspect-oriented_Programming
http://en.wikipedia.org/wiki/Behavior_Driven_Development
http://en.wikipedia.org/wiki/Big_Design_Up_Front
http://en.wikipedia.org/wiki/Blind_men_and_an_elephant
http://en.wikipedia.org/wiki/Brooks%27s_law

C

m Cathedral and the Bazaar

m Code and fix

m Cone of Uncertainty

m Constructionist design methodology (CDM)
m Continuous integration

m Control tables

m Conway's Law

m Cowboy coding

m Crystal Clear



http://en.wikipedia.org/wiki/The_Cathedral_and_the_Bazaar
http://en.wikipedia.org/wiki/Code_and_fix
http://en.wikipedia.org/wiki/Cone_of_Uncertainty
http://en.wikipedia.org/wiki/Constructionist_design_methodology
http://en.wikipedia.org/wiki/Continuous_integration
http://en.wikipedia.org/wiki/Control_table
http://en.wikipedia.org/wiki/Conway%27s_Law
http://en.wikipedia.org/wiki/Cowboy_coding
http://en.wikipedia.org/wiki/Crystal_Clear_(software_development)

D-F
m Dependency injection
m Design-driven development (D3)
m Design Driven Testing (DDT)
m Domain-Driven Design (DDD)
m Don't Make Me Think
m Don't repeat yourself (DRY)
m Dynamic Systems Development Method (DSDM)
m Evolutionary prototyping
m Extreme Programming (XP)
m Feature Driven Development



http://en.wikipedia.org/wiki/Dependency_injection
http://en.wikipedia.org/wiki/Design-driven_development
http://en.wikipedia.org/w/index.php?title=Design_Driven_Testing&action=edit&redlink=1
http://en.wikipedia.org/wiki/Domain-Driven_Design
http://en.wikipedia.org/wiki/Don%27t_Make_Me_Think
http://en.wikipedia.org/wiki/Don%27t_repeat_yourself
http://en.wikipedia.org/wiki/Dynamic_Systems_Development_Method
http://en.wikipedia.org/wiki/Evolutionary_prototyping
http://en.wikipedia.org/wiki/Extreme_Programming
http://en.wikipedia.org/wiki/Feature_Driven_Development

G-L
m Good Enough For Now (GEFN)
m Hollywood Principle
m [Inversion of control
m [terative and incremental development
m Joint application design
m Kaizen
m Kanban
m KISS principle
m [_ean software development
m Literate Programming



http://en.wikipedia.org/w/index.php?title=Good_Enough_For_Now&action=edit&redlink=1
http://en.wikipedia.org/wiki/Hollywood_Principle
http://en.wikipedia.org/wiki/Inversion_of_control
http://en.wikipedia.org/wiki/Iterative_and_incremental_development
http://en.wikipedia.org/wiki/Joint_application_design
http://en.wikipedia.org/wiki/Kaizen
http://en.wikipedia.org/wiki/Kanban
http://en.wikipedia.org/wiki/KISS_principle
http://en.wikipedia.org/wiki/Lean_software_development
http://en.wikipedia.org/wiki/Literate_Programming

M-R
m Microsoft Solutions Framework (MSF)
m Model-driven architecture (MDA)
m MoSCoW Method
m Open source
m Open Unified Process
m Parkinson's Law
m Quick-and-dirty
m Rapid application development (RAD)
m Rational Unified Process (RUP)
Release early, release often (see also The Cathedral

and the Bazaar)
m Responsibility-driven design (RDD)



http://en.wikipedia.org/wiki/Microsoft_Solutions_Framework
http://en.wikipedia.org/wiki/Model-driven_architecture
http://en.wikipedia.org/wiki/Moscow_Method
http://en.wikipedia.org/wiki/Open_source
http://en.wikipedia.org/wiki/OpenUP
http://en.wikipedia.org/wiki/Parkinson%27s_Law
http://en.wikipedia.org/wiki/Quick-and-dirty
http://en.wikipedia.org/wiki/Rapid_application_development
http://en.wikipedia.org/wiki/IBM_Rational_Unified_Process
http://en.wikipedia.org/wiki/Release_early,_release_often
http://en.wikipedia.org/wiki/The_Cathedral_and_the_Bazaar
http://en.wikipedia.org/wiki/The_Cathedral_and_the_Bazaar
http://en.wikipedia.org/wiki/Responsibility-driven_design

S-T
m Scrum
m Separation of concerns (SoC)
m Service-oriented modeling
m Software Craftsmanship
m Software System Safety
m Solid (object-oriented design)
m Spiral model
m Structured Systems Analysis and Design

Method (SSADM)
m Team Software Process (TSP)
m Test-driven development (TDD)
m Two Tracks Unified Process (2TUP)



http://en.wikipedia.org/wiki/Scrum_(development)
http://en.wikipedia.org/wiki/Separation_of_concerns
http://en.wikipedia.org/wiki/Service-oriented_modeling
http://en.wikipedia.org/wiki/Software_Craftsmanship
http://en.wikipedia.org/wiki/Software_System_Safety
http://en.wikipedia.org/wiki/Solid_(object-oriented_design)
http://en.wikipedia.org/wiki/Spiral_model
http://en.wikipedia.org/wiki/Structured_Systems_Analysis_and_Design_Method
http://en.wikipedia.org/wiki/Structured_Systems_Analysis_and_Design_Method
http://en.wikipedia.org/wiki/Team_Software_Process
http://en.wikipedia.org/wiki/Test-driven_development
http://en.wikipedia.org/w/index.php?title=Two_Tracks_Unified_Process&action=edit&redlink=1

U-Z

m Unified Process (UP)

m Unix philosophy

m V-Model

m Waterfall model

m Wheel and spoke model

m When it's ready

m Win-Win Model

m Worse 1s better

m You Ain't Gonna Need It (YAGNI)



http://en.wikipedia.org/wiki/Unified_Process
http://en.wikipedia.org/wiki/Unix_philosophy
http://en.wikipedia.org/wiki/V-Model_(software_development)
http://en.wikipedia.org/wiki/Waterfall_model
http://en.wikipedia.org/wiki/Wheel_and_spoke_model
http://en.wikipedia.org/w/index.php?title=When_it%27s_ready&action=edit&redlink=1
http://en.wikipedia.org/w/index.php?title=Win-Win_Model&action=edit&redlink=1
http://en.wikipedia.org/wiki/Worse_is_better
http://en.wikipedia.org/wiki/You_Ain%27t_Gonna_Need_It

Cnacunoo!



