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About me

Software Engineering Manager at Intel
= 35 COTpYyOHMKOB Ha NpoOeKTe
= SCcrum-nogo0HbIN Npouecc

10 net B Agile npoeKTax

18 net B paspaboTKe MO




Agile-MaHudecT pa3paboTKn NporpaMMHOro
obecneyeHus

Jlropn U B3anmMopgencreme NPOLECCOB N MHCTPYMEHTOB
Pa6oTaowmm npoayKT ncyepnbiBatoWen AOKYMEHTaLMNm
CoTpyAHMYECTBO C 3aKasYUKOM ... ...  COrnacoBaHus YCIOBUWN KOHTPAaKTa
FOTOBHOCTb K U3SMEHEHUAM cnepoBaHUA NepBoOHavYa/IbHOMY

naanHy

To ecmb, He ompuyasa a*KHOCMU MO20, YMO Cnpasda,
Mbl 8CE-MAKu 6016We yeHUM mo, Ymo c/ieed.
http://agilemanifesto.org




Agile MeTOgONOrMM paspaboTKu

NTepaTnBHbIe
NHKpeMeHTaNbHble
OpueHTUpOBaHHbIE Ha NtO4EN
ApanTupytoLimecs

Ob6neryeHHsble

Lean
Scrum DSDM

XP

FDD
Crystal
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Korpga ncnonbsoBatb Agile?
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Waterfall vs. Agile

Waterfall Agile

Analytical Approach




Scrum

Stakeholder liaison

~ Product
& WV Backlog .
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Kanban

Epic
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Policy

Business case showing

value, cost of delay,
size estimate and
design outline.

Policy
Salection at
Replenishment
meeting chaired by
Product Director.

Policy
As per
“Definition of
Done” (see...)

Policy
Small, well-
understood,

testable, agreed
with PD & Team

Policy
Risk assessed per
Continuous Deploy-
ment policy (see...
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NHXXeHepua nporpaMMHOro obecneyeHums

<Design>
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XP Practices Whok

Team

/’-’R\\\.
Collective Coding

Ownership  Test-Driven Standard

Development
/ " L

Customer Q Pair Planning

Refactoring ¥R

Tests Programming

/ /
\ Simple Sustainable

Design

Continuous

Integration
i

Pace
~— Mefaphor g

Smalt
R&bas% www.KPro granming.com
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eXtreme Programming : Values

| 4
'Communicati DR

Simplicit

. RfE'S P.[.E cr

CUSTOMER FEEDBACK COURAGE

Do one brave thing today... then run like hell.
Negative feedback is better than none | guess e x



Scrum vs XP

XP

NapHoe nporpaMMupoBaHue
Nrpa B nnaHMpoBaHue
HenpepbiBHOE TECTUPOBAHME
3aKa34ymMK B KOMaHae
MoCTOAHHBIN pePaKTOPUHT
KopoTkune penunsbl
CTaHpapTbl KOAUPOBAHUSA
CoBMecCTHOE BNajeHne Kogom
NHKpeMeHTanbHbIN AN3anH
PaBHOMEPHbIN PUTM
CteHpanbl

PedbnekuwH

Scrum

MTepaLI,VIOH HO€E Nn1aHNnpoBaHUe

Bnapeneu npoaykTta

CnpuHTLI

CteHpanbl
PeTpocneKkTnea

intel‘ . 14




YTto He Agile

CepTuédpukauus

16 cTpaHuy,

35 Bonpocos
24 (69%) “npaBUNbHbLIX"
Mosppasnsto, Bbl MacTtep!

PenyTauus
e 1

Yenosek c cepTndmMKaTOM
- 3KCnepT
Ecnu penatb Kak OH
CKasan
- bypeT ycnex

dpenmMmBopKHU NHCTpyMeHTbI

SAFe 4.0 for Lean Software and Systems Engineering Aﬁ&ﬂf&
an ' el

e®e
Y, \/
XIJIRA
MpuMeHeHne dppenMBOpPKa Y Hac ecTb Agile HCTpyMeHT.
KaK ecTb — Mbl Agile! CnepoBaHuMe npaBmiam
TpebyeTca agonTaums. - JOCTATOYHO.

intel‘ . 15




Agile B KOpnopauusax

: * A “ )
OprcTpyKTypa [ ]l[ ]}‘
* VI3MeHeHMe NpoLLeccoB —> pecTPyKTypu3aLma E [ ][ " ] [ Pese i ]

[Mpouecchbl
* OnpeKTuBbl, TPEHUHIN, cCepTUdUKaLNM

Cneuynanmsauma KoOMaHp,

* QA, Ul, Dev, support, etc

OnTMmMsaumna pecypcos

* Ouepepnb Ha 3anMpocChbl OT MPOAYKTOBbIX KOMaHA,

Anekcel Mapel, Cepeel [iIMumpues. [Tlymb mpaHchopmMauuu Anbda-baHKa

intel‘ . 16



https://www.youtube.com/watch?v=p3fVTauR4V8

Spotify
®YHKUMOHa/bHbIE 0GN1aCTY MpodeccuoHanbHble
Trlbe \9 Trlbe coobLecTsa

/& |po‘ po po po\ /& 0) po o) ph
a & &l

Tribe lead A Tribelead

CoobuwecTa No MHTEpecam KomaHpa ~8 ven

~60 KOMaHi B3 roioiax‘ 1600+ cmiiiHMKos




Fixed Mindset vs. Growth Mindset

Based on the work of Dr. Carol Dweck

I believe that my [Intelligence, Personality, | believe that my [Intelligence, Personality,
Character] is inherent and static. Locked- Character] can be continuously developed.
down or fixed. My potential is determined My true potential is unknown and
at birth. It doesn’t change. unknowable.

Fixed Growth
Mindset Mindset
Avoid failure Desire continuous learning
Desire to Look smart Confront uncertainties.
Avoids challenges Embracing challenges
Stick to what they know Not afraid to fail
Feedback and criticism is personal Put lots of effort to learn
They don’t change or improve Feedback is about current capabilities ()

intel‘ . 18




YTo Takoe Agile?

AGILEISA ~  DESCRIBEDBY ~  DEFINEDBY = MANIFESTED THROUGH
MINDSET | 4VALUES | 12 PRINCIPLES | UNLIMITED NUMBER OF PRACTICES

SCRUM XP  CUSTOM

1 (00000000

Mindset | Values

(00000000000000000)

(c) Dr. Ahmed Sidky




YTo Takoe Agile?

Cultural change Can be adopted in command and control
Less visible — More visible —
more powerful less powerful
AGILEIS A DESCRIBED BY ; DEFINED BY MANIFESTED THROUGH

MINDSET 4 VALUES ~ 12PRINCIPLES ~ UNLIMITED NUMBER OF PRACTICES

Mindset Values | Principles ) Practices (c) Dr. Ahmed Sidky




Agile KynbTypa

Behaviors
Words and actions whid
apparent to the casual obse

Observable

Not observable

Interpretations

How we feel the core values {mnomi“
should be reflected

in specific situations in daily i

such as working or socializing.

Behaviours

Core Values
Learned ideas of what is considered

Values -

Formative Factors
The forces which create, define, and mold a culture’s core values

©2015, Language & Culture Worldwide



[TogBOAHbIE KAMHU - MOAUTOr

Fixed Mindset OTtcyTtcBue non-Agile Kopnopauusa Bpems
UMHXKEHEPHbIX onbIT
MPaKTUK
VB
| M . 12 1'
o P \ 7 N "
. 5k 77227 \ =
5 -f/f’ 8 -
’ i mi
He rotoBbl HeT HaBbIKOB, 3ayeM MeHATb YKe cywecTBytoT Ha co3paHune
K USMEHEeHUAM, TpebyeT ecnun paboTaet? KynbTypa 1 nNpoLecchbl Agile-KynbTypbl
Non-Agile KynbTypa YCUSIUIN N BPEMEHU TpebytoTca rogpbl,
cnepoBaHue TONbKO

4YTOObI HAYYMTbCA
NpPaKkTUKaM HeAoCTaTOYHO

intel‘ . 22




YTO )Ke penatb?

BbibpaTb nogxogAawyo METOA40N0M10 oA npoekTa (BO3MOXHO He Agile)
ApanTupoBaTb METOLONOIMMIO N0, MPOEKT

[MpuBuBaTh Agile KynbTypy

O6yunTb 1 NnpuMeHaTb Agile npakTuKu (gaxe He B Agile npoeKTax)
HabpaTbCa TeprneHunsa n He XAaTb ObICTPbIX pe3y1bTaToB

HenpepblBHO ynyyLwaTb npouecc (BHYTPU U CHapPYXM NPOEKTa)
“Yeonuntb" “Fixed” ntopen

HauynHaTb C ManeHbKMX KOMaHA, He aenaTtb peBOoMOUNIO




byob Agile npn BHeapeHUn

Think Big, start Small
O

Blg ViSion, but deliver it in small

bite-sized pieces.




BOMPOCDI



