AGILE SOFTWARE DEVELOPMENT
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Introduction in
Agile Mindset



Course content

Agile Mindset - Overview

Scrum

Extreme Programming

Kanban

Lean Product Development

Other Methodologies: Crystal, FDD, DAD
The future of Agile



Seminar content

Agile Mindset

Agile Problem Solving !
_ -
Agile Estimation

Team Organization
Limiting Work in Progress

Delegation



Hobbies

Courses Papers & Presentations

MLR5027
Master
Databases (mandatory)
Software Engineering (mandatory)

ICA, SDI, CS (optional)
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Procesa de planificare
Matricea responsabilitdfilor

p PLAYALL

Gestionarea Proiectelor
Software

24 videos + 451 views * Updated 6 days ago
;+ x F:[) e

Un podcast despre practici, instrumente si
framework-uri utilizate in managementul
proiectelor in general si al proiectelor
software in special.

Majoritatea subiectelor vor fi din zona
managementului adaptiv (Agile) de proiecte,
insa nu au fost neglijate nici cele legate de
managementul predictiv (Waterfall).
Podcastul s-a nascut din dorinta de a furniza
o sursé de informatie suplimentara
studentilor inscrisi la cursurile de Gestionarea
Proiectelor S oftware si Dezvoltarea Agila a
Softwului, cursuri predate la Facultatea de
Matematica si Informatica a Universitatii
Babes-Bolyai Cluj-Napoca dar si celor care
urmeaza cursul de Metodologii Alternative de
Management al Proiectelor se la Scoala
Nationala de Stiinte Politice si Administrative,
Bucuresti.

in acelasi timp acest podcast poate fi util
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Gestionarea Proiectelor Software | STE09 | Metodologia Scrum - Roluri

Dan Mircea Suciu

Gestionarea Proiectelor Software | STEO8 | Gestionarea asteptarilor clientilor

Dan Mircea Suciu

Gestionarea Proiectelor Software | STEQ7 | "Artisti si Specificatori”

Dan Mircea Suciu

Gestionarea Proiectelor Software | STE06 | Waterfall vs. Agile

Dan Mircea Suciu

Gestionarea Proiectelor Software | STEQ0S | Manifestul Agile

Dan Mircea Suciu

Gestionarea Proiectelor Software | STEO4 | Structuri organizationale

. Dan Mircea Suciu

Gestionarea Proiectelor Software | STEO03 | Analiza stakeholder-ilor

‘4. Dan Mircea Suciu

Gestionarea Proiectelor Software | STE02 | Agil si Antifragil

Dan Mircea Suciu




& First mission!

= Mission requirements

you:

When you are ready, click the Save button.

@ Attached files

For your succes here, your first mission is to fulfill your profile! How to do that, simple:
In the right-top corner click on your name and ... you will see your profile. There, click on edit profile button and tell us about

« upload your profile picture (take care, there is a limit of 2 MB for your file)
« present yourself in the community in the "About you" section

After all is set, return to this mission and post a picture that best describes what does Agile mean to you. Your mission is

enmnlete and van have vaur first twa naintsl
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ANALYSIS
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2. Identify and
resolve risks
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User —= Customer <«

/ \\“ Front Desk / %ngineering

—> Mngt

But, that's not Requirements / \
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- The Battle for Success (ITCamp 2014)



Agile Manifesto (2001)

Agile Project
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Agile Manifesto
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



Principle 1

Our highest priority is to
satisfy the customer through

delivery of




Principle 2

even late in development.
Agile processes harness

change for the customer's
competitive advantage




Principle 3

DELIVERIES

versions ,
from a couple of weeks to a z/
couple of months,
with a preference to the

rerertmeeE DELIVERIES
h




Principle 4

and
developers
must daily
throughout the project.




Principle 5

Build projects around

Give them
and support
they need and
to get the job done.




Principle 6

The most
and
method of conveying
information to and within a
development team is

S
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