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Software Development Methodologies

* Waterfall Model

* Prototype Methodology

* Agile Methodology

e Rapid Application Development

 Dynamic System Development Model Methodology
e Spiral Model

* Extreme Programing Methodology



Which methodology is better?
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1. Estimation should be done by team
not manager
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2. Plan the time when product will be released
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PRODUCT RELEASE
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Life Cycle (SDLC)
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Software development methodology

In software engineering, a software development methodology i1s a
division of software development work into distinct phases (or
stages) containing activities with the intent of better planning and

management.



.D LOGOS
Woterfall

Big outcome at end/

Agile
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Cumulative outcomes
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Waterfall vs. agile software delivery success

@® Successful

@® Failed () Challenged
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The Agile Manifesto
— a statement of values

Individuals and
Interactions

over Process and tools

Comprehensive

Working software over .
documentation

Customer

collaboration 7l Contract negotiation

Responding to

change Following a plan
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The Agile: Scrum Framework at a glance
il

Inputs from Executives, ®
Team, Stakeholders, Burndown/up
Customers, Users m Charts -
i Daily Sf:rum
Master Meeting

Every

A o o 4 24 Hours
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Product Owner The Team
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Sprint Review

'; A ) Team selects A Task
| | starting at top > l Breakout m
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> stories, ... | p Backlog do not change ® ©
8 39 Sprint
Product Planning
Backlog Meeting m neon ran AGILE .
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Retrospective
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Product Owner




IT ACADEMY

e & o
o W)
The Team



IT ACADEMY

Scrum
Master
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Scrum
Master
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Scrum
Master



Planning Meeting

o What is a Product Backlog?
o What can we do?

o Further details?

o  Who will do 1t?

o How long will it take?

@ LOGC

Meeting
Daily Standup Meeting

o Daily 15 minutes
o Issues:
o What have I done?

o What will I do?
o What is my problem?

S
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Sprint Review Sprint Retrospective

o For the Product o Analysis of the work
Owner done

o For the customers, © AAttheend of sprint

o At the end of each
sprint
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Burn Down Chart

Project XYZ Iteration 1 Burn Down

M Ideal Tasks Remaining

Sum of Task Estimates (days)
o

10 B Actual Tasks Remaining
)
0
0 9 10 15 20
fteration Timeline (days) End
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* https://www.youtube.com/watch?v=50
21LHjX9EE
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Impliementation

Maintenance
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Initial Requirements

Design Prototyping  Custorner evalubon Updabon
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RUP Xp Scrum Kanban Do Whatever
(120+) (13) (12) (3) (0)

« Whole team ScrumMaster «Visualize the

» Coding standard «Product Owner workflow

* TDO «Team Limit WIP

» Collective *Product backlog *Measure and
ownership *Sprint backlog optimize lead time

» Customer tests «Spnnt planning

giarmemirg

ctoring

* Planning game *Sprint

« Continuous retrospective
integratior «Sprint

« Simple desiar *Definition of Done
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Requirements _Analysis & Design

. Implementation
Config & Change \ \

Management \

Business Modelling

Project Management

Wt .
Planning \ Environment est

Initial Planning /

Evaluation Deployment
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SAFe’ 4.0 for Lean Software and Systems Engineering
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The UX Process

AN

Boss Customers \

Validate Test Learn from
Concept Prototype Internally Externally user behavior lterate

Usability
lesting
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ToDo Doing Done
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