Agile Development
Methodology
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10 easy up the process, lightweight software ev'elomen’r methodology was introduced
.First was in 1999s.

] This was followed by Adaptive Software Development(ASD), Crysta, Dynamic Systems
velopmen’r Method(DSDM), Feature Driven Development(FDD)and Scrum.
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 The Agile Manifesto and the agile rinciples thus began to serve as a rallying cry for
some and the bull’s-eye in the dartboard for others. ¢
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J So how well do the Agile Manifesto and its 12 principles have matured and evolved?

ow do agile teams regard the principles today?
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~ “How important is this principle that es from the original agile principles authored in

2001 for agile teams in 2010¢” (1=not very important; 5=essential, the team is not

agile if it doesn’t follow this principle)
/ DResponden’rs were primarily from North America (59%) and Europe (29%).
O
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Survey respondents"’ experdence with agile software development
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DPrincipIe 3

“Deliver working sof ks 1 ouple of months, with a

preference for the st

DRespondens’ commentary emphasized delivery of a solution with “high business value”
to a customer early and often, along with willingness to respond to feedback.

.. Few respondent suggested that , a view

supported by statistics based on overall survey responses.
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his principle has got the most comments. Most of the teams give priority to quickly reach “get

done” criteria. It is important to focus on quality and thoroug e’rig before declaring a project as done.
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(O)The team reqularly reflects on how to be more effective, tuning and adjusting its behaviour accordingly.”

L Strong Agreement. for feedback and creating a culture of continuous improvement and building
Apec’r.”
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Comment :Some commenters on principle 2 suggested a project’s requirements should change only at the
beginning of each iteration. Some project may not complete due to constantly changing priorities.

“Simplicity, the art of maximizing the amount of work not done, is essential.” O
¢ Commenter described principle 10 as “Build great software...that addresses users’ needs without
unnecessary features.
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“The most effective method of conveying information to and within a development team is face-to-face

v}

conversation.”

Principle 6 was generally supported, though some commenters said the “requirement for
face-to-face conversation is a severely limiting factor for distributed teams, and it seems to be a
generational issue as well.” In today’s connected world, synchronous communication through instant

@

messaging, Voice over IP, and WebEx may effectively stand in for face-to-face communication.
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/ “The team st ributes to its ability to produce

INNOVATION

ler Six (Average Score : mean 3.0)

“ The best architectures, requirements, and designs emerge from self organizing teams.”
Comment : “You really need to do some systems engineering when building large systems,” should O
understand how the product “contribute[s] to the larger goals of the [user] organization and must have a

lease plan(proper documentation)



Kanban e removed the

ne if the “pull

S 9

[ (= - \ r.f“{")ﬁJﬂj "i‘."

- A - vas the ~  that is,

reams do spike e to effectively estimate the
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developers to lear € Kknov oout a feature implementation
(such as a new technology) to be , o st ‘e the effort required to deliver the feature.

Surve espondents (Surprisingly even distributed teams) generally emphasized that nothing
beats face-to-face for verbal and non-verbal communication alike, and wanted principle 6 to

represent the Ideal practice. . ol
DOverqll, the results of both surveys suggested overwhelming support for the original
~ principles, even after more than 10 years of use.
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