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Outline

ÅThe Agile principles

ÅThe Challenges

ÅAgile Transition
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Iterations and Increments 

ÅCyclic software development 
process

ÅCycles repeated until desired 
system capabilities have been 
reached and customer is 
satisfied

ÅTime-boxed rather than feature-
boxed

Identify 
Customer 

Requirements

Build/Revise 
Prototype

Validate with 
Customer 

Prototyping
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Manifesto for Agile Software 
Development

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

ÅIndividuals and interactions over processes and tools 

ÅWorking software over comprehensive documentation 

ÅCustomer collaboration over contract negotiation 

ÅResponding to change over following a planó 

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

Source: http://agilemanifesto.org/ 
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Agile Principles

ÅIndividuals
ĦCreative, collaborative and fun working environment

ĦTight, self-organising teams 

ÅCustomer involvement
ĦòUser Storiesó

ĦAcceptance testing 

ÅWorking software
ĦFrequent delivery of deployable software

ĦZero tolerance for defects

ÅResponsiveness to change

ĦShort iterations and releases

ĦCustomer involvement
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Extreme Programming

ÅCustomer is available

ÅCoding standards

ÅTest Driven Development

ÅPair programming

ÅContinuous Integration 

ÅCollective code ownership

ÅOptimization at the end

ÅAll code must have unit tests

ÅAll unit tests must pass

ÅWhen defect are found tests are 
created

ÅAcceptance tests are run often

ÅTest scores are published

ÅSimplicity

ÅSystem metaphor

ÅCRC* cards for design sessions

ÅSpike solutions to reduce risk

ÅNo functionality is added early

ÅRefactorwherever possible

ÅUser stories

ÅRelease planning

ÅFrequent small releases

ÅProject Velocity is measured

ÅProject is divided into iterations

ÅIteration planning for each iteration

ÅDaily Stand-up meetings   

ÅPeople are moved around Planning Design

CodingTesting

XP Values

ÅCommunication

ÅSimplicity

ÅFeedback

ÅCourage

ÅRespect

*Class, Responsibilities, and Collaboration
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Scrum ða Lean Approach

Vision:
Releases, Milestones, 

Expected ROI
Product Backlog:

Prioritised requirements

Sprint

24 hr.

Sprint Backlog
Working increment

demonstrated

Scrum
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