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Agile Management of Software Development
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2. relating to or denoting a method of project management, used especially for software
development, that is characterized by the division of tasks into short phases of work and frequent
reassessment and adaptation of plans.



Agile Project Management for Software

Development

Senior Design Il

Electrical Engineering and
Compute Science



Software Development

 Each Team project has software (coding)
component

« Common Problems
— Start big
— Good model and good design
— Curse of complexity
— Incomplete software
— Failed Delivery



Models for Software Development

e Waterfall Model

ReqUirementS l::> Project Requriement Document

—

DeSign i::> Software modeling

——

ImpIementation':> coding

p—"

Verification | code testing

—

Delivery |




Models for Software Development

e Waterfall Model

Product Backlog
Deliverable

/ Planning Estimating, Scheduling, Tracking Empty
b ' Analysis, Design




Agile Model

Deliverable

2 Week | 2 Week |
Development Development
Cycle ~ Cycle

SPRINT SPRINT

Product Backlog Deliverable
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Agile Model

Discover

- Delivery
Sprint #1
Discover
- Delivery
‘ Discover
-
Final Delivery
Sprint #3
!



Waterfall vs Agile

WATERFALL

DEFINE A ﬁ
BUILD

Big Outcome at
End

RISK

BUILD BUILD BUILD

DEFINE ) RELEASE DEFINE) RELEASF DEFlNE) RELEASE
RISK

Cumulative Outcome toward the Final Big Outcome

AGILE
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Waterfall vs Agile (lllustration with Terminator project)

WATERFALL

Robot Arm
Control and
Camera Image Coding for Arm
and Game Tree control and Image \ @
gecogr;_ltlon > Test with human
ame Tree player
RISK
Robot Arm Camera Image Game Tree and
Control Code Recognition overall Testing
BUILD BUILD

. BUILD
&3
=
DEFINE ) RELEASE DEFINE ) RELEASF DEFINE ) RELEASE

Robot Arm

Robot Arm

Control Control with

Image
Recognition

AGILE

Game Tree with
Image
Recognition and
Robot Arm
Control
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Agile Management

e Essence
— Sprint: Short Iteration (2 weeks In the class)

— Increment: Some shippable (deliverable or class
demonstrable) functionality

Robot Arm Camera Image Game Tree and
Control Code Recognition overall Testing
BUILD BUILD - BUILD
s L  Sge :
Sprint 1 Sprint 2 _ Sprint 3
- -
DEFINE d‘ RELEASE DEFINE H‘RELEASF DEFINE ) RELEASE
Robot Arm Robot Arm .
Control Control with Game Tree with
Image Image
Increment 1 I Recoanition Recognition and
9 Robot Arm
Control
Increment 2
Increment 3
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Agile Management

* Agile Workflow

— Sprint O: Problem Statement, Design Requirement
(for the entire product), Design Requirement (for
software); Divide software into a few small pieces

— Sprint 1: A small piece > design and build > test >
showcasing the increment 1

— Sprint 2: Another small piece > design and build >
connect to increment 1 . > test> showcasing the
Increment 2

— Sprint 3> Sprint 4 > ...
— Final Product
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Agile Management

e Advantages
— Cyclic iterative process

— Coordinated and organized with specialists (assigned
students)

— Value-driven prioritization: important component has
to be prioritized for the entire software

— Continuous incremental delivery and continuous
Integration

— On budget, on goal, and on-time delivery
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Class Activity for Agile Management of Software

Development — for each team

Specify the software requirement of the team project/product
Describe the final software deliverables (in the product)
Divide the software in to a few segments/components
Apply Sprint and Increment every 2 weeks

From Feb 19 (After 2"d progress presentation)

Sprint 1: Feb 19 — Mar 4

Sprint 2: Mar 5 — Mar 18

Sprint 3: Mar 19 — Apr 1

Sprint 4: Apr 2 — Apr 15

Increment 1

Increment 2 + Increment 1

Increment 3 + Increment 2 + Increment 1

Increment 4+ Increment 3 + Increment 2 + Increment 1
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Class Activity for Agile Management of Software

Development — for each team

Demnstrable
Increment 1:
Test
| Sprint #I Delivery Demnstrable
2/19 - 3/4
Increment 2:
‘\ Test
- Increments 2 + 1:
S a2 Delivery Demnstrable
3/5 - 3118 Increment 3:
\‘ Test
Increments 3 +2 + 1:
Spelnt #3 Delivery
TTET? Demnstrable
=4 A Increment 4:
Sprint #4 Increments 4 +3+2+1:
4/2 - 4/15
- Final
Delivery

&

EECS Day
F 4/19/2019
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