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Manifest Agilniho vyvoje software

Objevujeme lepsi zpusoby vyvoje software tim,
Ze jej tvorime a pomahame pi1 jeho tvorb€ ostatnim.
P11 této praci jsme dospé€li k t€mto hodnotam:

Jednotlivci a interakce pied procesy a nastroji
Fungujici software pred vygerpévajici dokumentaci
Spoluprace se zakaznikem pred vyjednévanim o smlouva
Reagovani na zmeény pred dodrzovénim planu

Jakkoliv jsou body napravo hodnotné,
bodu nalevo si cenime vice.


http://www.agilemanifesto.org

Principy 1/4

* Nasi nejvyssi prioritou je Vyhovét zakaznikowi
véasnym a pribéZznym dod4dvdnim hodnotného
softwaru.

» Vitdme zmény v pozadavcich, a to 1 v pozdéjsich
tazich vyvoje. Agilni procesy podporujf zmény

vedoucf ke zvySeni konkurenceschopnosti zdkaznika.

e Dodavame fungujici software v intervalech tydnﬁ az
mésic, s preferenci kratsi periody.



Principy 2/4

e [1dé z byznysu a vyvoje musf spolupracovat denné
po celou dobu projektu.

e Budujeme projekty kolem motivovanych jednotlivea.
Vytvadrime jim prostifedi, podporujeme jejich potreby
a davérujeme, Ze odvedou dobrou praci.

* Nejicinnéjsim a nejefektné)$im zptsobem sdélovani
informaci vyvojovému tymu z vnéj$ku 1 uvnit¥ négj je
osobni konverzace.



Principy 3/4

e Hlavnim méritkem pokroku je fungujfci software.

» Agilni procesy podporuji udrzitelny rozvo;.
Sponzofi, vyvojari 1 uzivatelé by méh byt schopni
udrzet stdlé tempo trvale.

e Agilitu zvySuje neustédld pozornost vénovana
technické vyjimeénosti a dobrému designu.



Principy 4/4

e Jednoduchost-umé&ni maximalizovat mnoZstvi
nevykonané préace je klicova.

* Nejlepsi architektury, pozadavky a ndvrhy vzejdou

s el R / (¢
ze samo—orgamzu)lclch se tymu.

e Tym se pravidelné zamysli nad tim, jak se stat
efektivngj$im, a nésledné koriguje a prizptisobuje
své chovdni a zvyklosti.



Klasicky pristup Agilni pristup
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Scrum

Oznacenf mlynice v rugby
Predstaven Schwaberem a Beedlem v roce 1995
Framework pro projektové fizeni

Neobsahuje Z4dné inZenyrské praktiky




Jak na Scrum

» Agilni projektové rizeni

Work in your functional team

{«E\E;

ﬁ i i e ZaloZeny na soudinnosti lidf

Scrum Call

o S e [terativni a inkrementalni

» VZdy dorucuje hodnotu

zakaznikowvi

- SN
Restart your work again




Zakladni poymy

* Sprint - cilem je dorucenft fungujici kéd

* Product backlog - seznam pozadavka

e User stories - scéndr, ktery reprezentuje pozadavek
* Daily meetings (daily scrum)

* Self-managed tymy



User Stories

AGILE - SCRUM

OKAY,HERE'S A
STORY: YOU GIVE
ME ALL OF MY
FEATURES OR T'LL
RUIN YOUR LIFE.

AND EACH FEATURE
NEEDS TO HAVE
WHAT WE CALL A
"USER STORY.”

I CAN'T GIVE YOU
ALL OF THESE
FEATURES IN THE
FIRST VERSION.

scottadams@aol.com

t{roJo3 © 2002 United Feature Syndicate, Inc.

www.dilbert.com




Role ve Scrum

* Product Owner (PO) - ¢lovék, ktery reprezentuje
z4)my na projektu, vytvari backlog, definuje cile,
vytvaii roadmap

e Scrum Master (SM) - odpovédny za proces, jeho

implementaci, odstrafiuje problémy v tymu

* Clen tymu (T) - transformuje polozky backlogu na

funkcionalitu systému



Artefakty Scrum

* Product backlog - seznam pozadavki sefazeny
podle priorit, obsahuje odhad komplexnost,

e Sprint backlog - prace a tkoly pro aktudlni sprint,
tym definuje tkoly, které je potreba vykonat k

/v O

dorudeni vybranych scénért

* Potencidlné doruditelny produkt - vystup sprintu,
ktery je mozno zdkaznikovi do provozu



Artefakty Scrum
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Proces fizeni projektu
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Product Backlog Sprint Backlog Sprint

Working increment
of the software



Proces tizen{ projektu
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DAD se Scrumem
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Sprint

Sprint 1

Retrospect
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Scrum ceremonie

Daily scrum
Sprint planning
Sprint review

Sprint retrospective



Daily Scrum

* Co jste udélah od té
doby, co jsme se

‘}

naposledy vidéh?

gD %o |@
(] =) ten

TOJOT“ Progress) To test] Done

e Co udélate do priste?

e Je néco, co vas ﬁ ﬁﬁ ﬁégf

zpomaluje, nebo vdm

stoji v cesté?



Kanban-style
Dél4 vécr jednodusst:

e Jaké prekdzky mi bratni v tom, abych dorucoval
hodnotu?

» Jaky je pokrok?

 (potrebujete Kanban board)

YOUR COMPETITORS WELL TOP THAT BY 1T
ARE FASTER BECAUSE HAVING MEETINGS
THEY HAVE MEETINGS WHERE EVERYONE WORKING!
WHERE EVERYONE HAS |2] DOES JUMPING JACKS bty &
TO STAND UP. WHILE I PELT THEM .

H
é WITH OFFICE SUPPLIES.
2
Q
€
8
T
2
Q

3°11 -1l ©2011 Scott Adams, Inc./Dist. by UFS, inc.




Planovani sprintu

Pripraveno Probiha Dokondeno
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Planovani sprintu

Pripraveno

5
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Probiha
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Planovani sprintu

Pripraveno

Probiha
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Planovani sprintu

Pripraveno Probiha Dokondeno
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Sprint planning

Zkontrolovat roadmapu projektu
Odhadnéte produktovy backlog - grooming
Navrhnéte cil/smysl sprintu (sprint goal)

Pouzijte data a zkuSenosti pro zlepSen{ pldnovani
sprintu

Projdéte vSechny storky a derivujte z nich jednotlivé
tasky (dkol pro vyvojadre/minimélni jednotka prace)




Grooming session

UPO(O\{/Q
USER

—



Grooming session

e Nemélo by byt delsi, nez 30 minut.
e U user stories hliddme:
 Priority - jsou storky spravné sefazené

e Je storka pripravend na implementaci? Rozumf
vSichni zad4n{*

» Je popis aktudlni vzhledem k roadmapé? MiZeme
stanovit néjaky odhad?



P e omzn

Grooming session

Can Do Quickly 3 More Time Needed
No Testing Needed Only Item in a Sprint
NN/g




Grooming session

e Fibonacc1 0, 1, 2, 3, 5, 8, 13, 21, 34, 55
» Agile cards

o Hodiny




Kdo by mél byt p¥itomen na

pldnovani sprintu

e Product owner
e Scrum master

e V&ichni ¢leni tymu



Co se m4 pr1 pldnovani délat?

* Rozpad user stories na tasky:

T T

Task 1 Task 2 Task 3 Task 4

*planio



Co se md pi1 planovani délat?

e Kontrola definitions of done (DoD)

e Stanovenfi akceptacnich kritérii

e Tym odsouhlasi jejich kapacitu pro nadchazejici
sprint (dovolend, stdtni svatky,...)

e Je zodpovédnosti ¢lend tymu, co s1 daji do
nadchdzejictho sprintu -> vytvaii commitment.



Kolik by toho mélo byt ve sprintu?

e V pribéhu vyvoje mize dojit k nepldnovanym
udélostem...

* $patny odhad, neocekdvand chyba, imitace

architektury, opravy predeslych chyb.

e VétSina tymu vycleni 20-40% c&asu pro tyto pripady,
vétSinou hodnotu hlid4 scrum master a upravuje
smérem k realité na zdkladé predchozich zkuSenosti.



Number of issues

Hlidani pokroku

Cumulative flow
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Pf’fprava ukolt z user stories




Prv‘fprava ukold z user stories

Zménilo se néco od vytvorenf user story?

Je odhad pordd podlozeny redlnym oéekdvanim?
Jsou néjaké zdvislosti mezi user stories?

Jak budeme testovat? D4 se to automatizovat?
Umime tuto story udélat/dokoncit?

Jaky bude mit dopad dorudeni této story na cely
produkt?



Mozné problémy Scrumu

Scrum nezmitiuje prdci s riziky

Nen{ zaméfen na architekturu

Pouzivd User Stories misto Use-Case driven pristupu
PorusSovén{ pravidel Scrumu

Scrum of scrums (vice Scrum tymi)

Zpravidla se kombinuje s XP, RUP, OpenUP



Myty o Scrumu
Refinement 1s a required meeting for the entire
Scrum Team

A

Silence please!

refinement in progress

@T"\CJ Sdhukken




Myty o Scrumu
The Scrum Master can’t remove people from the
Scrum Team

&
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)

i
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@T’\Cl Sdukken



Myty o Scrumu
The Product Owner 1s a proxy for stakeholders

hduct Backlog}

As @ wMw As a wMw s a wMw
1 want Asw 1 want Aswl 1 want Aw
So that Mw| |So that Mo So that Mew

L @Th(d Sdhukken




Myty o Scrumu

Story Points are required in Scrum

Product Backlog

S As a wm‘“" As a w»
nt Aswl 1 want
So

wa
that M~ So that M-

= @Thcd Shukken

————

https://medium.com/the-liberators/scrum-mythbusters/home



Spotify model

y
4
/

https://youtu.be/AGK1NDTWbkY



Hodnoty

e Agile > Scrum
* Principles > Practices

e Servant > Master



Postupné zavddéni do spole¢nosti

C

5 Year -- Exp Continuous Delivery -




Extrémni programovani

v
Vytvoril Kent Beck p 4 -

Extreme Programming

Zaméren hlavné na techniky
Definuje psani kédu jako kli¢ovou ¢innost

Slabé strdnky ptivodnich programatorskych metod
se snazi zakryt silnymi



Zivotni cyklus projektu

P < " Extreme Programming Project

Extreme Programming

o

User Stones

Test Scenarios

MNew User Story

wfﬁmems Project Velocity Bugs
G;D */L;st\ Customer

. System
Architectural - L Release pjap Tteration | version, A¢ceptance approval | Small

Spike * Planning & Tests Releases
Uncertain Confident uext lteratuo
Estimates Estimates

Splke Copynght 2000 J. Deavan Wells




Zikladni hodnoty XP

* Komunikace - zdkaznikowvi se nepolozi spravné otdzky, programdtor
netfekne kolegovi o kritické zméné ndvrhu...

* Jednoduchost - misto slozitych véci radéji implementovat to jednodussi
za cenu pozdé)§i pracnosti

* Zpétnd vazba -
* Pro programatory - testy
* Pro zdkaznika - jsou specifikace jednoznacéné?

* Pro PM - je zdkaznik spokojeny s kvalitou produktu, ovldda se
dle jeho predstav?

¢ Odvaha - Pokud pozdéji odhalite chybu architektury, musite ji
opravit i za cenu zvysSenych nakladu



Postupy vyvoje dle XP

* Pldnovaci hra - ur¢ime rozsah projektu (scope)
kombinac{ priorit businessu a technickych odhadg,
plany pozdén aktualizujeme

e Malé verze - co nejdrive uvedeme systém do
provozu

* Metafora - vyvoj vedeme na zdkladé toho, jak bude
zdkaznik se systémem pracovat (obdoba User
Stories, User Scenario)



Postupy vyvoje dle XP

e Testovani - programétor1 pis$f unit testy, zdkaznici
funkénf testy

e Refaktoring - dprava kédu bez zmény funkcénosti

e Pirové programovéani - veskery kéd pisi spolec¢né
dva programétori na jednom poditaci



Postupy vyvoje dle XP

e Spoleéné vlastnictvi - v§ichni mohou ménit kéd

kdykoliv a kdekoliv

» Nepretrzitd integrace - sestavujeme buildy
nékolikrdt dennég, zpravidla po dokondeni scénére

* Pracovni tyden m4 40 hodin



Postupy vyvoje dle XP

o Zéikaznik na pracovisti - do tymu pati{ skute¢ny
uzivatel systému, je k dispozici na plny dvazek

e Standardy pro psani zdrojového kédu -

programdtori pisi zdrojovy kéd v souladu s pravidly



Problematickd mista XP

Onsite zdkaznik

User Stories misto UC

Minimdln{ design

V SW firmach nemtiZzou existovat jen XP tymy
P4rové programovéani po celou dobu vyvoje

Zahozeni ¢ast1 kédu



Crystal Clear

e Hlavnim autorem A. Cockburn :,.“h"’dog‘;,s"m.. i

Alistair Cockburn

e Nejednd se o metodiku, ale o navod,

jak s1 podle projektu metodiku

vytvorit.

e Opét se zaméruje na hdi, ne na
procesy ¢ technologie



Pro vlastni metodiku potfebujete...

*,swVv O

Architekta a 2-7 vyvojar,

jednu vétsi mistnost,

tabuli a fhipchart,

snadny pristup k uzivateldm (expertiim),

ktefi nejsou vyruSovani a dorucujf spustitelny kéd,
kazdy mésic, maximélné ctvrtletné,

a neustéle se pfizpisobuji ménicim se podminkam.



7 vlastnosti Crystal clear

Written specs are not enough E asy Access Frequent Dellvery not iteration!
Feedback early, feedback often 1 to Expert Users % Delivery Every two month
Real users, not your manager ) Min 2 deliveries per project!

If you're scared you don't perform Personal

Reflective Improve Methadology

When you feel save you Safety

% Improvement Improve the team
can take critique

Reflection Workshop

Minimize Disruptions
Loud & Quiet time Focus Osmotic Sit close

% Communication Communicate often
1 Include all
@andetow Pr@

Multitasking get's less done

Automated Test Agile Technical
Configuration Management Environment

Frequent Integration

Crystal Clear




Cvideni - vlastni metodika

Sesednéte si spolu tymy z ROPR

Na zakladé vasich zkuSenost{ s1 deﬁnujte vlastni
metodiku vyvoje vhodnou pro v4s tym.

Nezapomerite definovat 1 doporucené oblasti z
Crystal Clear, ne jen povinné.

Vysledek prezentujte na tabuli (pred tabuli).



Feature driven development

Autori Jeft De Luca a Peter Cod

Jednd se o vyvoj Fizeny rysy aplikace (pozadavky).
Klicové je pochopeni potreb.

Pati{ do skupiny vyvoje fizeny modely (Model-

driven development).

Predepisuje 5 zdkladnich aktivit.



Aktivity FDD

Deve Lop
awn. Overall

w
A categorized
Features List

Awn Object Model

(weove shape than
content)




Aktivity FDD

Glob4lni model - obvykle v4dzdn na doménu (DSM)

Sestaveni seznamu rysu - posloupnost
o Subject area->Business activity->Feature

Planovani - vytvoreni Vyvoj ového plénu, delegovénf ukol
vyvojaram

N4avrh podle rysu - detailnf design vybranych ryst (max. 2 tydny)

Sestaveni podle rysu - implementace, testovédni, code review, build



Agile Unified Process

Vytvoril Scott Ambler
AUP je odleh&end verze RUPu

Na rozdil od RUPu m4 pouze 7 disciplin (Model,
Implementation, Test, Deployment, CM, PM,

Environment)

Zvlastnost - dva druhy iteraci (development
release, production release)



Dynamic systems development
method

* Motivace:

* Nic se ned4 udélat napoprvé dobte

e Obchodni prostfedi vzdy vygeneruje néjakou zménu

» Kli¢em k tspéchu jsou lidé - zapojte vS8echny stakeholdery
e Co mazeme ovlivnit:

* Kvalita

* Kontrola

e Prehnané ocdekidvani uZzivatelt



Dynamic systems development
method

Vytvireno od roku 1984, prvni verze uvolnéna az v roce

5

Kromé doporudenych postupt obsahuje 1 framework, pod

kterym je vyvijen SW.

ZaloZen na 8 principech, vét§ina vychdzi z Agile
Manifesto.

Dokéze vhodné kombinovat préci vice tymt na jednom
projektu.



http://www.agilemanifesto.org/

Manifest Agilniho vyvoje software

Objevujeme lepsi zpusoby vyvoje software tim,
Ze jej tvofime a pomahame pii jeho tvorbe ostatnim.
P11 této praci jsme dospé€li k témto hodnotam:

Jednotlivel a interakce pied procesy a néstroji
Fungujici software pred vygerpévajici dokumentaci
Spolupréce se zakaznikem pred vyjednavanim o smlouvé
Reagovani na zmeny pred dodrzovanim planu

Jakkoliv jsou body napravo hodnotné,
bodu nalevo si cenime vice.



Jednotlivel a interakce nad
procesy

« DSDM

* Tymy vedené dle DSDM mus{ mit pravomoci

pro rozhodovéni

o Zéklad pro dspéch je zainteresovany uzivatel

(zdkaznik)



Fungujici software nad
dokumentaci

« DSDM

e Zamérte se na frekvence dorucovani produktu zdkaznikowi

* Kritérium hodnocen{ tspésnosti projektu je jakym
zpusobem pomé&hda businessu (podporuje podnikovy
proces)

° Poéadavky ) sou popsany s Vysokou tdrovni abstrakce

e Testovani je integrovdno v kazdé tazi Zivotniho cyklu



Spolupréace se zdkaznikem pred
vyjedndvanim

« DSDM

» Zéklad pro proces vyvoje je kolaborace a

kooperace mezi v§emi zidastnénymi na projektu



Reakce na zménu pi”ed
dodrZovdnim pldnu

« DSDM

* [terativni a inkrementdln{ pristup dorucuje
presné reseni

e VSechny zmény uskute¢néné béhem vyvoje se
daji vratit



Focuse on
business needs

Deliver on time
Collaborate

Never
compromise

quality

Principy

1.Focus on the business need

3. Collaborate

e 5.Build incrementally from firm

foundations

7.Communicate continuously and clearly

©
| J—

I —

B

2.Deliver on time

4.Never compromise
quality

6.Develop iteratively

8.Demonstrate control




Integrace s ostatnimi metodikami/
frameworky/technikami?

Prince 2

=2

Project Management Institute
KANBAN

SCRUM



Struktura DSDM

Philosophy

Principles

Products
Practices

Common sense and pragmatism

T



Proces podle DSDM

« Posltioning the project within a portfolio
/

/ : « Nitia project shaping and
Pre-Project tentative scheduk
Feasibility « Strategy for Iterative development
» Planning davelopment With Integrated testing
timeboxas : _- = Stratagy for deploymant
(tarative development / Foundations — . e timescale
intagrated tasting) and costs

* Hefinement of delivery pian

= Planning for daployment and
benelils reaization




Zivotni cyklus DSDM

: Identify
Functional{ Functional} Functional

Review Review User
Functional 4 Ocsign SR Approval &
Prototype Guidelines

Create
Design
Prototype

Design
& Build




Pre-Project Feasibility Foundations Evolutionary Development Deployment Post-Project [




Zivotni cyklus DSDM

Studie proveditelnosti
Obchodnf studie
Stanoveni modelu funkc{
Néavrh a implementace
Nasazeni

Kontrola, zda projekt splnil pivodnf ocekdvéni



Uzivatel vam Védy rekne cokoli na

co se ho zeptite |
= alnc vic

The Technical
Perspective
(Platform)

The Developers'
Perspective

(Application)




In scope Out of scope
for this timeframe for this timeframe

(Project / Increment / Timebox)

Must Have Won't Have this time
SR A .
. Typically

RESNEE - no more

e ————— than
- T 60% effort

Should Have
R -
R T T -
e
Could Have
- R Typically

_ 20% effort




Nejdilezité)si postupy

* Modelovani
* Prototypovani
« Casovy rdmec (timeboxing)
* MoSCoW - zptisob priorizace pozadavki
e Must - nezbytné poZzadavky na budovany systém

 Should - doporudené pozadavky, neohrozuji Zivotaschopnost
projektu

* Could - absence téchto pozadavki na projekt nemd z4dny dopad

« Won't - pozadavky, které lze realizovat kdykoliv pozdén



Timeboxing

Typically 2-4 weeks

Iterative Development

=
2
X
2
NG

Typically 2-4 weeks

Investigation Refinement Consolidation
@10-20% @60-80% @10-20%
of effort of effort of effort







Spravna User Story dle DSDM

e As a < role>

* I need <requirement or feature>

* So that <goal / value>

How do we know tms

Trrelevant © the best actcon to
/ ta ke? WManbe th ere ¢
V2 a better w ...

‘ Asa___|( T wmt to___\ So tMc

/\

Persona Ac’ao Extoected outcome

T00 mann assump’aons



Spravna User Story dle DSDM

e As an Investor,

* I need to see a summary of my investment
accounts,

e So that I can decide where to focus my attention.



Disciplined Agile
Delivery (DAD)



Disciplined Agile Delivery

Pomdh4 se rozhodovat, ktery proces (technika, praktika) je
pro dany projekt vhodny.

ZaloZen na myslence iterativné inkrementélntho vyvoje.

Stavi na zdkladech Scrumu a dopliiuje ho 0 moznosti
Skdlovani projektu.

Inspiraci pro oblasti frameworku byly rizné projekty z IBM
Rational (2006-2012)

V podstaté je kombinaci XP, Scrumu, Kanbanu, Agile
Modeling, Agile data...
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Obecné principy

Delight Customers - Zdkaznika potésite tim, Ze produkt nejenom plnf jeho zadani,
ale v nékterych oblastech predédi ocekdvani.

Be Awesome - Motivovan{ jedinci vytvareji lepsi prdci (stejné jako u predchozich
pristupt).

Pragmatism - Kladem extrémni dtraz na efektivitu, nestad{ ndm jen to, Ze jsme agilni.
Context Counts - Kazdy ¢lovék, projekt a organizace jsou jedineéni. Musime pro
danou situaci najit nejlepsi strategn a postupné ji rozvijet. Nebojte se novych technik,

nepouzivejte golden hammer.

Choise is Good - Je dobré mit nékolik alternativ, abyste se mohli rozhodnout, ktery
pristup je pro danou situaci ten nejlepsi.

Optimize Flow - Organizace je Ziva entita, musite zajistit, aby byly tymy dobre
sladény a pribézné jste kooperaci zlepSovali.

Enterprise Awareness - Clenové tymy znajf business, pro ktery software vyvijeji.
Diky tomu dok&Zou posoudit dopad jejich rozhodnuti na fungovani dané spole¢nosti.



Choice
1s good

Stakeholder Needs
v3.2

C\ddress Changing

Copyright 2019 Disciplined Agile Inc.

Manage Work Items

Prioritize Work (How)

Work item pool
Taskboard

Work item list/Product backlog
Unmanaged

— Business value
Risk
Due date

Prioritize Work (Who)

Cost of delay
Weighted shortest job first (WS]JF)
Operational emergency
Dependency

— Class of service

A Product Owner (PO)
Business Analyst (BA)
Product Manager

Prioritize Work (What)

Change Control Board (CCB)
Active stakeholder participation
Architecture Owner (AO)
On-site customer

— The team

— New functionality
Defect/bug

Accept Changes

Stakeholder
Interaction with Team

Technical debt removal
Experiment
— Learning opportunity

During iteration
| Future iterations

Never

A Active stakeholder participation
On-site customer
Indirectly via Product Owner (PO)

Elicit Requirements

Indirectly via Business Analyst (BA)
Indirectly via Product Manager
Indirectly via digital means

— Change Control Board (CCB)

— Just-in-time (JIT) model storming
Look-ahead modeling/Backlog refinement
Interviews

On-demand demos
All-hands demos
— Iteration demos




Context counts

Domain
Complexity

Chaotic

Very complex

Complex

Straightforwarc

New stand-alone solution

New integrated solution
Legacy solution

Multi-platform legacy

Technical
Complexity

Team Size
250+
100
Geographic
Distribution
25 Global
Same time zone
10 Same building
Colocated

Single division
Single company

None
Contractors
Qutsourcing
Process
Organizational
Distribution
Financial
Life critical
com pliance Copyright 2017 Disciplined Agile Consortium
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Community Awareness
“How can | give back to my community?”

Enterprise Awareness
“How can | help my organization?”

Enterprise

Departmental Awareness

“How can | help my department?” Aware n e S S

Team Awareness
“How can | help the team?”

Individual Awareness
“How can | be the best me?”

Copyright 2013-2014 Disciplined Agile Consortium




Zivotni cyklus

Inception Construction Transition

* Vytvor tym

S .  Vytvor potencialné
e Stanov vizi projektu vt =

e ouzitelny produkt
e Prizptusob firemnim potfebdm P Y P

(kulture)

e Urdi rozsah projektu

e Zapracuj zmény

identifikované zikaznikem e = =
= = : * Ovér, Ze feSeni je pouzitelné
pTr1 Zpracovani proj ektu
o Pribliz se k “doruditelné”

verzi

e Vytvor technickou strategii * Nasad feSeni

® Vytvor release plan

e Ztormuj pracovn{ protred{ : .
: » Zlepsuj kvalitu

e Dohodni financovani bt

e [dentifikuj rizika

e Kontroluj, Ze spliiuje§ misi projektu

e Ovéf architekturu co nejdrive

e Umozni profesni rist ¢lent tymu
e Pojmenovdvej rizika

e Zlep&uj proces a prostred{

e Vyleps$uyj stdvajici infrastrukturu



Zivotni cyklus

Next Release

Qlelelelelolele

Inception | Construction | Transition

Envision and Release
Plan

Incrementally build a consumable solution i
solution

Copyright 2012 Disciplined Agile Consortium




Zivotni cyklus

Roadmaps Next release
Get going in _ Collaboratively build a .
e — o Release Operate & Decommission
Envision === i e consumable solution in an e———— e = .
M Tght — . ARSIl solution support solution

direction — evolutionary manner
“To do”

Change requests

Concept Inception Construction Transition | Production Retire

% DevOps

¢ E veivery b S

Copyright 2017 Disciplined Agile Consortium




Zivotni cyklus - Scrum

__Daily Coordination

Meeting <
Initial - Agile
Architectural F u;b mi’&
Visio Iteration PR
Learnings
Identify, prioritize,
and select projects Iteration wrap-up: Release Operate and
Y ===— Highest-Priority === Consumable e Demo to stakeholders Consumable L Lo
Initial Vision > — . — solution into —»support solution in
y <—=__ | Workltems Solution ® Go-forward decision Solution . .
and Funding — [teration gy e Evolve our WoW production production
.. Initia| =—— Backl
Initial Qckiog
" Requirements 9
modeling, ] >
planning, and A e T)Tse EI_I
. . an
Roadmaps & Guidance SrgamIzatian
o Change Requests
Work
Envision the ltems
future | Inception Construction Transition
. . . . . . . . . One or more
One or more short iterations ‘ Many short iterations producing a potentially consumable solution each iteration A 5 ; ‘
: short iterations !
Stakeholder vision --- : A . R, ‘ Sufficient functionality --° :
Copyright 2014-2019 i : Continued viability E Y Prsdiieti i oo
Disciplined Agile Inc. Proven architecture e teeseeosnnnnecaas (several) e roduction ready

Delighted stakeholders ---



Zivotni cyklus - Kanban (LLean)

poN
Initial New © ;‘ g%
Architectural features DB 9 2
Vision L
Identify, prioritize, Evolve WoW
and select projects Replenishment
— — P modeling session
Initial Vision _ Process
and Funding Business Value Experiments
Initial _O )
modeling, Initial _ o >  Dail c > Release Operate ar\d ‘
planning, and  Requirements Fixed Delivery Date / : el solution into »support solution in
Roadmaps & organization —_— I Work items are pulled production production
Guidance T when capacity is Strategy
Expedite ~ / available to address Eaalak
oc_ N them Coordination
) Meeting
Envision the future Intangible / Demo
L Options J g /
ew
features
Change Requests
Inception Construction Transition
é A Continuous stream of development A ‘ A
Stakeholder vision --* : A A Sufficient functionality ---- I
: : Continued viability : oo
Copyright 2014-2019 : e L | P U— ! . IR
Disciplined Agile Inc. Proven architecture ----! ( ) Production ready

Delighted stakeholders ---:



Zivotni cyklus - Continuous Delivery

Roadmaps & Guidance

_Daily Coordination 'gé
.7l Meeting :
Continuous
Envision the future Delivery: Agile
Iteration Funding,
Feedback &
Learnings

Iteration wrap-up:

=—=— Highest-Priorit — ==— e Demo to stakeholders Consumable Release Operate and
- - i Consumable» . — solution into —support solution in
<—=_ 1| Workltems _ —— Solution™ e Go-forward decision Solution production production
— ItBeralfllon Tasks e Evolve our WoW
i acklog
-
 —
———— Change Requests
Work
Iltems
| Construction
Continuous stream of development, released at the end of each iteration A

Sufficient functionality ---

Production ready -=----*

R R o
cecccccccccccce P

Copyright 2017-2019
Disciplined Agile, Inc. Delighted stakeholders --------



Greater discipline
Broader skills

Greater bureaucracy _
Specialized skills

2017 ©
Disciplined Agile
Consortium

VO1UucCeE

Shorten release U“ G” Ci”
B Dee cycle »
40 pol D . .
> 0 g Continuous
US ¥ U Delivery: Lean
Lean

_ Drop iterations and
New work arrives Drop iterations and increase flexibility of

often increase flexibility of work priotitization

=)

work prioritization

e @
Continuous
Shorten iterations Delivery: Agile
and release cycle
Agile
Reasonably stable work (for
iteration)
m .
| [ ]
Traditional
Infrequent releases Continuous releases
Project teams Long-lived stable teams
Long feedback cycles Short feedback cycles
Manual regression testing Automated regression testing




Hlavni Role

Stakeholder - Kdokoliv, kdo je materidlné zainteresovany na
tspésném dokonceni projektu.

Product Owner - Clovek, ktery je soudéstf tymu a
reprezentuje nazor vSech stakeholdert na projektu.

Team Member - Vytvari feSenf pro stakeholdery (analyza,
ndvrh, architektura, programovéani, odhady)

Team Lead - VétSinou se oznacuje terminem “agilni koud”,
zodpovédny za proces, odstranuje prekdzky, zajstuje, Ze tym
m4 nezbytné zdroje

Architecture Owner - M4 rozhodovaci slovo v oblasti
architektury:.



PodruZné role

Specialist - Obecné jsou vSichni ¢lenové tymu specialisty,
tato role je vétSinou spojena s externim poradcem

Domain Expert - Clovék se znalostf konkrétnf domény
(telco, automotive, bankovnictvi)

Technical Expert - Specializovand odborn4 role - UX
designer, feSeni performance issues, odbornik na bezpecénost

Independent Tester - U slozitéjsich projekta je prizvan
externi tym (internf tym stéle testuje vlastni préci)

Integrator - U slozitych systémi slouzi jako architekt celého
reSeni, navrhuje propojeni jednotlivych systémt (integraci)



Maly 7m

1 u t k Produces =
Team Lead/ Product - >
Architecture Owner Team Owner Consumable
WIEMDSS Solution
Small DAD Team
Technical Domain Independent
Expert(s) Expert(s) Tester
Supporting Cast Copyright 2012
Disciplined Agile Consortium
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Stredné velky tym

Architecture

Product

Team
Lead Owner Owner
> L) =
ces —

l—]

Produ -
k Feature/Component -
Specialist(s) Cosr:;trt?:r?le

Team
Member DAD Team

Technical Domain In-cll-eptendent
Expert(s) Expert(s) ester(s)
Supporting Cast Copyright 2014
Disciplined Agile Consortium
: . S




S
g

Prog‘r‘am

Manager/

" %’ : Coordlnator
Wi
Product

Coordination

P

k’b{s 1 n g"b"‘#

*"‘Produc

/&34

Produces

Al

Archltecture
Ownership Ownership
/j Leadership Team
> Y T
MY 3
n " !
Team Product  Architecture
Lead Owner Owner
L~
e & _!:_! A
2 (b b Produces
LA
ab m Feature/Component
Specialist(s) ~ {} l!
n I
Team
Members DAD Subteam
Technical Domain Independent
Expert(s) Expert(s)

Tester(s)

Integrator(s

Supporting Cast

1

S
Consumable Solution

Copyright 2014-2018
Disciplined Agile Consortium
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A co Agile a velké
projekty?



Planovani Sprintu




MoZnosti

Scaled Agile Framework (Leftfingwell)
Disciplined Agile Delivery (Ambler)
Large-Scale Scrum (Larman & Vodde)
Scrum at Scale (Suttherland)

Enterprise Scrum (Beedle)



Select Configuration

SAFe® for Lean Enterprises ﬁssential SAFe\ ﬁarge Solution SAFe\ (Portfolio sAFe | ( Full SAFa
ih | @ 0 : = SO PoRTFOLI0
- . c |
Enterprise Government Epic Enterprise Q R
[ o Owners Architect
Backlog
'.! — . R <
Metrics .= Strategic Portfolio i Y Lean Budgets KPls
A === Themes Canvas 7 4
‘. Guardrails Value Streams
Shared .
Services l Coordination '
.9 o 20 ) Continuous Delivery Pipeline PROGRAM
o8 se P .
= o & Business e — 8 TN
: Owners ., e — -
@ et} I ST T e SRR PP - DevOps
Milestones System Product Continuous Continuous C:mtinuous Release « Culture ﬁ
Arch/Eng Mgmt Exploration Integration Deployment on Demand « Automation
< LysF Pl Objectives « Lean Flow w’
o ™~ . * Measurement
Roadmap RTE ?, BEE sY‘"’" °"'f°‘ 8’ | ! | ‘8' « Recovery
X
NFRs -  Feature | 4 | Enabler | =] Architectural
“. Backlog 1 Ezm Feature | 2 M3 5  Runway
O a 5 ‘.' XP  «Plan - ol Goals lterations x a TEAM
*Execute == E 1| & 1| &
o, | s B (7)) =2 E0 0 oo Wio o ooll] _
Team o Owner  scrum  *Retro AR Story 2 £ —
il 3 - E £ 1| E —
SW — I | s & -
O W gwm = E foonolfoo/nolldE ey
LeanUX Hw  Master NFRs & & £
Agile ':l'eams Kanban Backlog Develop on Cadence 4.6

-

Lean-Agile Leadership

=, Core [II Lean-Agile =  SAFe *==™Y Implementation
—'Values %  Mindset == Principles (——=c Roadmap Consultant

o= SAFe Program Leffingwell, et al. © Scaled Agile, Inc.

https://www.scaledagileframework.com

Lean Portfolio
Management

DevOps and
Release on
Demand

Team and
Technical

Agility



day 1 7 —ay 2

-00- 8:00- . .
89%% Business Context 9-:00 Planning Adjustments
9:00- Product/ Solution
10:30 Vision
,?1036 Team Breakouts
10:30- Architecture Vision & E
11:30 Development Practices
11:30- Planning Context | 4 11:00- Final Plan Review
1:00 & Lunch - 1:00 & Lunch
1:00- )
2-:00 Program Risks !
1:00- @
4:00 Team Breakouts
2-2:15 PSI Confidence Vote %j

4:00- : 2:15- Plan Rework If 112/3 4
5-00 Draft Plan Review 222 Necessary —l —l —I —I
5:00- Management Review & ey After Planning Retrospective e
6:00 Problem Solving 4 Commitment & Moving Forward 4




Dependency Board

Sprint1.5
(HIP)

Sprint 1.1 Sprint 1.2 Sprint 1.3 Sprint 1.4 PSI 2 >>>

before a feature can be completed

= Foalino = Milestone/ Red String = A dependency requiring
_ Blue I = Features Yellow I Input Orange \ Event _/- a feature input to be completed




LeSS

https://youtu.be/e7mzpKHOAHs



LeSS

LeSS BOOK CHAPTER 2: FEATURE ©-90-9

INTROPUCTION TEAMS Qj@ “,\ @ ORGANIZATION
(b ¢
22y (R W
: ONO \@/
- TEAMS COMMUNITIES \

LEAN

«++  STRUCTURE

WHY LeSS FRAMEWORK?

'y
\

\

A Y

A Y
A Y
\
I

Q CQ VALY SCRUM

SPRINT REVIEW

RETROSPECTIVE

OVERALL RETROSPECTIVE

$%

CONTINVOUS
INTEGRATION

ARCHITECTURE
& DESIGN

TECHNICAL
EXCELLENCE

NEXT
SPRINT

q Uy

S S A SCRUMMASTER
SYSTEMS 3 Oﬁi@FEATUKE TEAM
THINKING {5 Q %
SPRINT OO’?Q
previous| | PLANNING 1 t
SPRINT SPRINT 0 g QQO
PLANNING 2 COORPINATION
SPRINT
BACKLOG

PROPUCT
BACKLOG
REFINEMENT

i{oge
PO0 Y APO W APO

PRODUCT
OWNER TEAM

LESS HUGE

REQUIREMENT
AREAS

< 2
KOLE OF
MANAGERS

¢0 SEE

MANAGEMENT

(@) 5v-NC-ND



Structure - Organizing by
customer value

* Cross-functional tymy
e DokiZe realizovat komplexni hodnotu pro zdkaznika.
* Feature tymy

* Uzsi zaméreni a snazi se co nejvic minimalizovat pi‘edévénf
infromaci pres prostfedniky mezi zdkaznikem a tymem.

* Specializace na zdkaznicky rozmér

» VétSinou se specializuje podle technologie (1OS development,
Android development)

* Lépe je organizovat podle zdkaznické domény (mobilnf platby,
administrace, reporty)



Structure - tymy v LeSS

Dedikované tymy - kazdy ¢len tymu v ném md 100% utilizaci,
lépe se udrzuje tymova zodpovédnost, vytvirent vlastni procesy

Cross-functional tymy - Kazdy ¢len udrzuje znalosti o
funkcionalité, aby mohl byt produkt doruden (UI &4st, servisni
¢4st, etc.)

Co-located tymy - VSechny tymy jsou umistény ve stejné
mistnosti pro leps${ sdilenf znalosti odbornika.

Long-lived tymy - Cim déle je tym konzistentni, tim vice
hodnoty vytvari.



Component vs. Feature tymy

COMPONENT TEAMS FEATURE TEAMS
Yo
@ SYSTEM SYSTEM
P A —
PROPUCT || COMPONENT] | | PRODUCT COMPONENT
OWNER =1 A : OWNER A
| I |
|
ITEM 1 E ol i ITEM 1 p—t
ITEM 2 : I ITEM 2
| |
ITEM 3 : COMPONENT : ITEM 3 OOMPENENT
| B |
ITEM 4 COMPE /== =]~ | ITEM 4
TEAM = : 0 =
' :
I
I
g i COMPONENT| | | COMPONENT
2] i C
COMP ¢ HE= , =
TEAM | — e !
= http: //Iess works | (<) BT




Organizac¢ni struktura v LeSS

2

HEAD OF PRODUCT GROUP
PROPUCT i“"U;lv_O;lE"-:
i T
g | =
d a

http://less .works



Organizac¢ni struktura v LeSS

* Head of project group - Zodpovédny za cely projekt, ¥idf feature
tymy 1 product ownery. Vét§inou se jmenuje v rtznych podnicich
ruzneé.

* Feature tymy - Vyvoj, tvorba hodnoty pro zdkaznika. Kazdy tym

m4 scrum mastera, je cross-functional a self-managing.

* Product Owner - VétSinou nazyvino Product Management,
zodpovédny za podoby produktu, kooperuje s feature tymy.

* Undone department - Idedlné by nemélo existovat. Nékdy tymy
nejsou schopné dorucit hodnotu (neni splnéno DoD), jsou to role,
které pomdhajt splnit dodate¢né pozadavky na kvalitu (QA,
performance, business analyst group).



P

FOCUS

Scrum master v LeSS

0-9-9

ORGANIZATION %’

PROPUCT
OWNER

hitp://less.works [(c) XTI



Technical excellence

Specification by * Acceptance testing
example

e Clean code
Continuous
integration e Thinking about

testing

Continuous delivery

e TDD

Test automation

. * Unit testing
Architecture &

Design



Mylné predstavy o Agile

V agilnich pristupech nejsou dokumenty
Neexistuje ndvrh architektury

Agilni jsou jen vyvojar, zbytek tymu pracuje stejné
jako d¥ive

Nenf dulezitd podpora vedeni irmy

Agilni pristupy jsou konkrétni metodika



Total
Effort

2y
o

V agile nejsou

Documentation through the SDLC

__ __ Detailed Design

= Specification

Detailed Requirements
[« — ~ Specification

Detailed Project
4 — Plan
_ - High-level plan, requirements,
A and architecture

dokumenty

Traditional

\
\
\
\

Support, Operations,
and User Docs

/
/
/ Agile -
; Document
Late
/
System

Overview Doc

Time

Copyright 2006-2014 Scott W. Ambler




V agile nejsou dokumenty

 Sjakymi dokumenty jste se setkali v predmétu
ROPR?



Neexistuje ndvrh architektury

e Jaké druhy architektury znéte?

e Jak se vypordddme s tim, Ze nemdme vSechny
pozadavky detailné na zacatku projektu?



Agilni jsou jen vyvojari

e Stadi ke spokojenosti zdkaznika pouze tym agilnich

vyvojara’?

e Co je to Wegnerova lema?



Neni dtlezitd podpora veden{

firmy

°* , v )

e Jaky je dasledek toho, Ze tymy pracuji “skryté

agilné bez podpory managementu?



Agilni pFistupy jsou konkrétn{
metodika

e Jaka je definice metodiky?

e Kam byste zaradili tyto poymy: Scrum, XP, FDD,
RUP, OpenUP, Crystal Clear.



Klicové agilni techniky

TDD

Retaktoring

Parové programovani
Neustal4 integrace (CI)
Retrospektiva
Planning poker

Burn-down chart



