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» Obsah

» lterativni vyvoj
struktura a vlastnosti iterace
globalni Fizeni Q: Jaké mizeme v nejblizsi dobé cekat
) Empirick)" proces nové, vzrusujici a slibné myslenky nebo
techniky v oblasti software?

A: Myslim, Ze [nejslibnéjsi myslenky] jsou uz
Iéta znamy, jen nejsou spravné€ pouzivany.

— David Parnas

» Kde jsou koreny iterativniho pristupu!?



Although extreme programming itself is relatively new, many of its
practices have been around for some time; the methodology, after all, takes
"best practices" to extreme levels. For example, the "practice of test-first
development, planning and writing tests before each micro-increment" was
used as early as NASA's Project Mercury, in the early 1960s (Larman 2003).
To shorten the total development time, some formal test documents (such
as for acceptance testing) have been developed in parallel (or shortly
before) the software is ready for testing.

http://en.wikipedia.org/wiki/Extreme_programming

http://arialdomartini.wordpress.com/2012/07/20/you-wont-believe-how-old-tdd-is/

We didn’t call those things by those names back then, but if you look at my first
book (Computer Programming Fundamentals, Leeds & VWeinberg, first edition
1961 —MB) and many others since, you'll see that was always the way we
thought was the only logical way to do things. | learned it from Bernie Dimsdale,
who learned it from von Neumann.

When | started in computing, | had nobody to teach me programming, so | read
the manuals and taught myself. | thought | was pretty good, then | ran into
Bernie (in 1957), who showed me how the really smart people did things. My
ego was a bit shocked at first, but then | figured out that if von Neumann did
things this way, | should.




» Jak funguje iterativni vyvoj

v, Kdyg sekvenini postup funguje pro malé projekty s malou mirou
nexndma, proc neroxbit velky projekt do rady mabjch? — P. Kruchten

» Miniaturni uplny projekt
cca vodopadovy model
prolinani aktivit
» Cil: iteracni release (interni Ci nasazeny)

produkt funkéné neuplny
ale otestovany a funkcni

» Opakovany postup :’> a4
stale stejné aktivity (tem&) —V

Setup Develop, Test Develop, Test Develop, Test &
& Feedback & Feedback Feedback, Release




» Prubeh iterace

» Planovani cile iterace

zejména funkcnost

» Doplnéni / zpresnéni pozadavku

zaklad: plan projektu, vize, predchozi feedback

(Uprava navrhu)

v

» Implementace prirustku funkcnosti

» Integrace prirustku

ovéreni, otestovani
» (Predani do provozu)
validace zakaznikem

» Zhodnoceni

Simple way:
per-iteration-goal

Better way:
per-workitem

BlUsiness
Modeli
Oesing Analysis & Design

Planning ’ |
Initial Config. & Change W MPplementation
Planning Qn agement

Requirements

Envirenrent Test

Ceplayment
Evaluation

W



» Charakter iterativniho vyvoje
(e
\ " ‘

... a jeji iterativni naplnovani

cf prirlistkova dodavka



Priklad metodiky: Scrum




> Schwaber: SCRUM Development
Process

One can argue that current methodologies are better than nothing. Each improves on the
other. The Spiral and Iterative approaches implant formal risk control mechanisms for
dealing with unpredictable results. A framework for development is provided.

However, each rests on the fallacy that the development processes are defined,
predictable processes. But unpredictable results occur throughout the projects. The rigor
implied in the development processes stifles the flexibility needed to cope with the
unpredictable results and respond to a complex environment.
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Iterace v kontextu
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» Kontext iterace v procesu vyvoje

release

Sprint

T _.a222:. U e
(3 years) product vision yearly by the product owner
Release bi-year the
( (1 quarter) product roadmap yearly by product ovmer
Accepted o JOCE QA | | B e T N 1 e e R iy L L e A B L
Check In  Build K
(AR ih wesl) g release plan guarterly by the product owner and teams
L ) ‘ 2\ : bi-weekly by the teams
I > ' g ‘ 4 oe T St M a1 L ) S 1 1 L
- > 4 i daily by the individuals
Daily Bulid Iteration ‘
(1 day) (1 month)

} @ 2006-2009 Jeff Patton, All rights reserved, www.agileproductdesign.com



» Globalni rizeni iterativniho vyvoje

Problém: pro stromy nevidim les

I-1

Jak vysvétleno
zakaznikem

Co navrhl
architekt

} H&p://www.projectcartoon.com/cartoon/3

konci



» Globalni planovani: milniky
Cil: eliminovat momentalné nejvétsi riziko =
Barry Boehm (1996): Anchoring the Software Process

vV Vv

v

LCO (Lifecycle Objectives)

definovani terce —Vize produktu

LCA (Lifecycle Architecture)

urceni zpusobu reseni — Architektura technického reseni
ovéreni — modely, technické prototypy, testy (executable)

» 10C (Initial Operational Capability)

schopnost efektivné ,,vyrobit* reseni — beta verze, all features
unit a funkéni testy

» GA (General Availability)

uvest produkt do rutinniho provozu — ,,krabice® s produktem, website
launch, raut :-)

support team v provozu

v



Priklad metodiky:
Rational Unified Process
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Rational Unified Process
> Best Practices for Software
Development Teams

The Rational Unified Process captures many of the besr practices in modern software development in a form that 1s
suitable for a wide range of projects and organizations. Deploying these best practices using the Rational Unified
Process as your guide offers development teams a number of key advantages. In next section. we describe the six
fundamental best practices of the Rational Unified Process.
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REQUIREMENTS

CONFIGURATION & CHANGE MANAGEMENT

DEPLOYMENT

ENVIRONMENT




» RUP

Disciplines
Business Modeling
Requirements

Analysis & Design

Implementation
Test

Deployment

Configuration
& Change Mamt

Project Management
Environment

> 17

Phases

Elaboration

Construction

Elab #2

Iterations




Charakteristiky iterativniho vyvoje
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» Evolucni a adaptivni charakter

» Evolucni
znalosti o pozadavcich, navrh
zpresnuji v prubéhu projektu
vs kompletni, dale neménné sp

mira zmény obvykle klesa s po

... jeden z 4 nejcastéjsich
faktord Uspéchu sw projektt

u, odhadech a planu se vyvijeji a

ecifikace na zacatku (20-80)

stupujicimi iteracemi

,don’t develop software, grow it”

» Adaptivni
zduraznéni procesu uceni
zpétna vazba od uzivatelu

empiricky proces

Route Demo
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» Better Progress Profile

100% ==

Modern
Project Profile
Late Desig




» Cost Estimate Fidelity

Over-estimated

Under-estimated

Error in Cost to Complete Estimate
o




» Charakter iteraci dle faze

» Zakladni schema pevne, meni se Cinnosti a artefakty
» Zahajeni — analyticke cinnosti, validace vize zakaznikem

|-2 iterace
» Projektovani — analytickeé a designerske cinnosti,
overovani prototypy, implementace
2+ iteraci
» Konstrukce — designéerske a programatorske cinnosti,
Zmenove rizeni, testovani a overovani
N iteraci
» Nasazeni — integracni a konzultacni cinnosti, ovérovani

provozem, nabéh uzivatelské podpory
|-2 iterace

Initial H Elab #1 lElab #2'

:overview



../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx

» Charakter iteraci dle faze: cinnosti

Iteration 1 Iteration 2 Iteration 3
Req ] [] ]
\ \ \
\ \ ®
Design ] 0 ]
\ \ \
\ \ Y
Impl [ ] 1] ]
\ \ \
\ \ \
Test [] L] L]
\ \ \
v // \ // X
Deploy
N s R e [

Example: RUP project profile: details



../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx
../priklady/Example RUP prj timeline.docx

» Charakter iteraci dle faze: artefakty

Inception Elaboration
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Business Modeling Set D : Deployment Set
Fequirements Set B P : Project Management Set
Analysis & Design Set = . Configuration & Change
Implementation Set Management Set

Test Set B E : Environment Set
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b 24 Information zet evolution over the development phases.



» Vyznam meziproduktu

» Preskriptivni metodiky

artefakty jsou cilem (vysledkem) faze procesu

dusledek: review = podpis > zménové rizeni

» Agilni pristup

artefakty jsou prostredkem
(cil = smysluplny stav/prirustek produktu)
dusledky

1 forma, obsah artefaktu (,,dress code®):
od zcela volné (XP) po vzory a sablony (RUP)

1 artefakty zivé béhem projektu
1 vybér dle faze/iterace

Existence a stav
artefaktd vzdy

vypovida o
postupu
projektu

b 25
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Phases
Disciplines || Inception|| Elaboration |  Construction || Transition |

» Iterativni vyvoj e o | Mt

Analysis & Design g TeE eeau

Implementation e : SN

A ' 1 1 1 est ; g i
» Risk and user-priority driven e e S :
» Process focus on architecture 8 G i ——
: Environment '.-__ .h——
S el sl ||
» Requirements drive design and —==
implementation ... but waterfall is not dead

» Models abstract the system
» Guidance for activities and artifacts

Research at The Standish Group also indicates that smaller time frames, with delivery of

software components early and often, will increase the success rate. Shorter time frames result

in an iterative process of design, prototype, develop, test, and deploy small elements. This

process is known as "growing" software, as opposed to the old concept of "developing”

software. Growing software engages the user earlier, each component has an owner or a small

set of owners, and expectations are realistically set. In addition. each software comnonent has a

clear and precise statement and set of objectives THE STANDISH GROUP REPORT

to be less complex. Making the projects simplel ©The standish Group 1995. Reprinted here for sole academic purposes with written
i - permission from The Standish Group.

causes only confusion and increased cost.

CHAOS
p 27




» Varianty dle velikosti projektu

Waterfall

----------------- 12 months ~-
|
............... — B months —
«——2 l ths —> Low
moln y Ceremony

High
Ceremony

B)SEeM JO %09 <

e‘SBM 0 %09. <
W

|
l

B1SEM JO % 0¥ <

2)SeMm Jo %S| >

9)SEM JO %G >
8)SBM JO %GZ >

!
lterative
o Waterfall

% Traditional Development )
| based on |
DOD-STD 2167A
MIL STD-1521B

ngh Ceremnny

Low Ceremony <
Unlfled Prucess

Ly Scrum

Iterative




