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Agile Software DevelopmentAgile Software Development

A philosophy of software development A philosophy of software development 
with these principles:with these principles:
–– Individuals and interactionsIndividuals and interactions overover processes processes 

and tools and tools 
–– Working softwareWorking software overover comprehensive comprehensive 

documentationdocumentation
–– Customer collaborationCustomer collaboration overover contract contract 

negotiationnegotiation
–– Responding to changeResponding to change overover following a plan following a plan 



Agile Software DevelopmentAgile Software Development

Works best:Works best:
–– for small to medium projectsfor small to medium projects
–– when customers buy inwhen customers buy in
–– when IT staff are true believerswhen IT staff are true believers

Fails when:Fails when:
–– we fall back into old habitswe fall back into old habits
–– we try to launch with a Big Bangwe try to launch with a Big Bang
–– customers don’t work with uscustomers don’t work with us



Agile Software DevelopmentAgile Software Development

GoalsGoals
–– Satisfy the customerSatisfy the customer
–– Embrace changing requirementsEmbrace changing requirements
–– Deliver working, useful software every Deliver working, useful software every 

few weeksfew weeks
–– Business people and developers work Business people and developers work 

togethertogether
–– Working software is the primary Working software is the primary 

measure of progressmeasure of progress



Goals of Project ManagementGoals of Project Management

PlanningPlanning
EstimationEstimation
PredictabilityPredictability
TrackingTracking
QualityQuality



Rules and PracticesRules and Practices



Lightweight Project ManagementLightweight Project Management

When fullWhen full--blown project blown project 
management would double the cost management would double the cost 
of your projectof your project
When the team is smallWhen the team is small
When the project is smallWhen the project is small



Extreme ProgrammingExtreme Programming

A lightweight project management A lightweight project management 
method that supports agile software method that supports agile software 
developmentdevelopment



Extreme ProgrammingExtreme Programming

Today’s session: XP planning Today’s session: XP planning 
techniquestechniques
–– User storiesUser stories
–– Release planningRelease planning

Small releasesSmall releases
Iteration planningIteration planning
Project VelocityProject Velocity



Extreme ProgrammingExtreme Programming

User StoriesUser Stories
User Stories are written User Stories are written by the by the 

customers customers as things that the system as things that the system 
needs to do for them. needs to do for them. 

They are in the format of about three They are in the format of about three 
sentences of text written by the customer sentences of text written by the customer 
in the customers terminology without in the customers terminology without 
technotechno--syntax.syntax.



Extreme ProgrammingExtreme Programming

Task 1Task 1

–– Collect user storiesCollect user stories



Extreme ProgrammingExtreme Programming

Task 2Task 2

–– Organize user stories into broad Organize user stories into broad 
functionsfunctions



Extreme ProgrammingExtreme Programming

Task 3Task 3

–– Eliminate duplication by negotiating with Eliminate duplication by negotiating with 
the customersthe customers



Extreme ProgrammingExtreme Programming

Task 4Task 4

–– Estimate the user storiesEstimate the user stories
–– Rules:Rules:

1,2, or 3 “ideal” weeks1,2, or 3 “ideal” weeks
If more than 3, then break out into new, If more than 3, then break out into new, 
more focused storiesmore focused stories
If less than 1, then paper clip into a batchIf less than 1, then paper clip into a batch



Task 5Task 5

–– Calculate the total system timeCalculate the total system time

Multiply the score by Project Velocity (we’ll Multiply the score by Project Velocity (we’ll 
use 1.6)use 1.6)
Divide by available technical staffDivide by available technical staff



Extreme ProgrammingExtreme Programming

Task 6Task 6

–– Plan the first releasePlan the first release

Agree on delivery dateAgree on delivery date
Determine the number of points that can be Determine the number of points that can be 
completed in that timecompleted in that time
Decide what user stories will be in the Decide what user stories will be in the 
releaserelease



ResourcesResources
The The AgileAllianceAgileAlliance, a non, a non--profit organization promoting the profit organization promoting the 
concepts of agile software development concepts of agile software development 
http://http://www.agilealliance.com/homewww.agilealliance.com/home
Extreme Programming: A gentle introduction. Extreme Programming: A gentle introduction. 
http://http://www.extremeprogramming.orgwww.extremeprogramming.org
The Portland Pattern Repository (a The Portland Pattern Repository (a WikiWiki –– very rich) very rich) 
http://c2.com/cgi/wiki?ExtremeProgrammingRoadmaphttp://c2.com/cgi/wiki?ExtremeProgrammingRoadmap
Principles behind the Agile Manifesto Principles behind the Agile Manifesto 
http://agilemanifesto.org/principles.htmhttp://agilemanifesto.org/principles.htm
RefactoringRefactoring Home Page             Home Page             
http://www.refactoring.comhttp://www.refactoring.com
Development Advisor:  An Introduction to Extreme Development Advisor:  An Introduction to Extreme 
Programming                Programming                
http://www.advisor.com/doc/13571http://www.advisor.com/doc/13571


