...ma estremo cosa”?



Introduzione

Perche’ i progetti falliscono?

AGILE MANIFESTO
Lean Thinking

La Risposta XP






—

“XP Is about a social change”

Kent Beck



—

Un po di storia

March1996:

Chrysler Comprehensive Compensation System
(C3) payroll project
Kent Beck, Ward Cunningham, and Ron Jeffries

October 1999:
eXtreme programming eXplained: embrace change

February 2000:

Chrysler cancelled the essentially unsuccessful C3
project



—

Un po di storia

- June 2000:
XP2000 Cagliari

- February 2002:
Agile Manifesto

November 2004
Extreme Programming Explained 2nd Edition

- June 2007:
XP2007 lago di Como



Kent Beck

OO Design pattern & Smalltalk
CRC Cards con Ward Cunningham(wiki)
Junit con Erich Gamma






CHAQOS 2004

SURVEY RESULTS

Resolution of Projects

Challenged
53%

Succeeded
29%

Failed
18%
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Bassa motivazione Sovrapposizione di previsioni ottimistiche

Eroismo ( Risk managemaent insufficiente

Aggiunta di persone ad un progetto in ritardo I'( Fallimento del fornitore

Uffici rumorosi ed affollati |( Pianificazione insufficiente

Finzione tra sviluppatori e clienti "r Abbandono, sotto pressione, della pianificazione

PERSONE PROCESSO

. . v . . .
Aspettative non realistiche . Spreco di tempo per realizzare il front end
Mancanza di un'efficace sponsorizzazione ‘ \ Design inadeguato
Mancanza di input dall'utente "k Controllo del management insufficiente

Politica al di sopra della sostanza Errori Classici Omissione dalle stime di atlivita necessarie
Pensiero irrazionale Code-like-hell programming
Sindrome del 'silver-bullet Gold-plating dei requisiti
Sovrastima risparmio per nuovi tool o metc-d: Gold-plating dello sviluppatore
Cambio di tools nel mezzo dei pmgettn TECNOLOGIA PRODOTTO

Mancanza di sistemi per il c-:;:ntr::rllc

t Push-me, pull-me negoliation
automatico del versioning (VCS)

Sviluppo orientato alla ricerca

estratto da “Rapid Development” di Steve McConnell
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Tutto nel Software cambia

Requisitt cambiano
Design cambia
Team cambia
Business cambia
_a Tecnologia cambia

Il problema non e’ il cambiamento
ma ...

I'incapacita’ di affrontarlo
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Approccio Tradizionale

Ciclo di vita “waterfall-like”
Big Design Up-Front

Ciclo di vita del sw piu’ lungo
Ciclo di Business
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Approccio Agile

Raccolta del requisiti continua
Iterazioni brevi

Feedback del cliente frequenti
Rilasci frequenti

NO Big design up-front
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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 to 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






Pensiero Snello

Filosofia organizzativa della produzione e del lavoro

Fusione tra qualita per I'impresa e metodi
tradizionali (taylorismo)

Avere sempre In testa quello che succede nella
organizzazione e che costituisce uno spreco, ed
eliminarlo

Esperienza TOYOTA
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| Principl

. Definire 1l valore (Value)

. Identificare ed allineare le attivita che creano valore nella
giusta sequenza (Value stream)

. Metterle In atto senza interruzioni (Flow)
. Fare in modo che Il flusso sia ‘tirato’ dal cliente (Pull)

. Ricercare la perfezione (Perfection) inteso come
miglioramento continuo (Kaizen)
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Lean Development
Non aggiungere nulla che non sia di valore

+

Massimizzazione del flusso delle informazioni e

del valore consegnato
+

Responsablilizzazione delle persone che

dann+o valore

Ottimizzazione attraverso la catena del valore

EXTREME PROGRAMMING
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MASSIMIZZARE LE OPPORTUNITA' DI BUSINESS
MINIMIZZARE IL COSTO DEL CAMBIAMENTO
MIGLIOR IM UMANE

SAPERE COME LAVORIAMO/STIAMO LAVORANDO
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Come il cliente
I'ha spiegato

L'effetto del
cambiamento di
requisiti

Cr%n;itilleader Quanto il cliente
IC’)haJ capito 'ha pagato
La data del Cosa realmente
rilascio il cliente voleva
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e —

Assicurare un rapido e frequente ROI
Consentire | cambiamenti di rotta

|dentificare nuove opportunita’
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Massimizzare le opportunita’ di business

Il Processo di Esplorazione dell’Area del Problema

!

estremamente dinamico Intensa comunicazione
tra cliente e team di sviluppo

Planning Game
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User Story

una funzionalita’

semplice

iIndipendente

comprensibile

ha valore per Il cliente
dimostrabile con test automatici
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Planning Game

release planning = iteration planning

Story Cards P! '“ll'l"” for Release Plan Y, | / et Yestarday's Weather,
A SElAC . !
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o Alltomated Customer selects staries
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Agendo sul sistema e sulle funzionalita’ allo
scopo di:

Mantenere bassa la complessita’ del sistema

Mantenere bassa la complessita’ del problema
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Minimizzare i1l costo del cambiamento

l::f:t XP agisce con delle * pratiche abilitanti
per ridurre drasticamente
Il costo del cambiamento

Safety

_—

4riuous Integration

| Evolutionary Design

Per mantenere il sistema
semplice e flessibile 29




Fabio Ferraguto
fabio.ferraguto@altran-cis.it
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“XP Is about a social change”

Kent Beck
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_Agile Manifesto
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: Humanity People develop software

. Economics
Somebody has to pay for all this

. Mutual Benefit
Every activity should benefit all concerned.

. Self-Similarity
try copying the structure of one solution into a new
context, even at different scales

. Improvement

In software development, "perfect” is a verb, not an
adjective.

. Diversity
Software development teams where everyone is
alike, while comfortable, are not effective

. Opportunity Learn to see problems
as opportunities for change

. Reflection Good teams don't just do their work,

they think about how they are working and why they
are working.

. Flow in software development is delivering a
steady flow of valuable software by engaging in
all the activities of development simultaneously

. Redundancy

. Failure If you're having trouble succeeding, fail.

: Quality Sacrificing quality is not effective as a
means of control

. Baby Steps it's always tempting to
make big changes in big steps

. Accepted Responsibility  Responsibility cannot
be assigned,; it can only be accepted
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. Sit Together Develop in an open space . Weekly Cycle Plan work a week at a time
big enough for the whole team

. Whole Team Include on the team
people with all the skills and perspectives
necessary for the project to succeed

. Informative Workspace Make your
workspace about your work

. Energized WorkWork only as
many hours as you can be productive and
only as many hours as you can sustain.

. Pair Programming Write all
production programs with two people sitting
at one machine

. Stories Plan using units of
customervisible functionality.

Quarterly Cycle Plan work a quarter at a
time

. Slack In any plan, include some minor tasks
that can be dropped if you get behind

. Ten-Minute Build

Automatically build the whole system and run
all of the tests in ten minutes

. Continuous Integration
Integrate and test changes after no more than a
couple of hours

. Test-First Programming  Write a failing
automated test before changing any code

. Incremental Design

Invest in the design
of the system every day 35
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- “Extreme Programming Explained: Embrace Change (2nd Edition)”
by Kent Beck et Al.

- “Planning Extreme Programming”
by Kent Beck and Martin Fowler

-“Lean Software Development: An Agile Toolkit”
by Mary & Tom Poppendieck

- “Refactoring: Improving the Design of Existing Code”
by Martin Fowler, Kent Beck et Al.
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- “La Nuova XP” by Michele Marchesi

- “Rufus and Rupert” by Robert C. Martin

N, (0 - 11,
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- “Achilles and the Tortoise Discuss Design”
by Bryan Dollery

- “Lean Thinking” by Mary & Tom Poppendieck
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