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» |Introducing ourselves:

A Marija 8 Agile software engineer
A Maikel 8 Competence Manager Software Engineering

» Agile/Lean practitioners, not gurus
A Talking from personal experience



Introducing MediaGeniX

» Product company: What s 0 On

C Planning software for TV -broadcasters
C 120 Employees

C 21 Years

WHATS'On

generation

MediaGeniX
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» 50 Customers worldwide

C Different workflows & customisations

» Offer maximum value to our customer

C Short time to deliver
C Flexible

C Frequent communications
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» Project duration

C Weeks up to years

» Project team composition

¢ Ad hoc

C Cross-functional % % % % % .
Projectteam A

C 1-2 Project manager
1-4 Functional analysts % Projectteam B
1-6 Developers

1-2 Customer service
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Agile development

»Wh at came beforeé



Waterfall Methodology

MediaGeni




Waterfall Methodology

MediaGeniX
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x Sequential
x Large time to market
x Late feedback
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Requirements Design Implementation Validation Maintenance

——

X Reqguirements are set at the beginning
and remain fixed



Waterfall Methodology
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Requiremen ts Design Implementation Validation Maintenance

Time >

x Well defined process
x Good for small or stable projects
x Management makes all the decisions
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Agile development
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Agile development

MediaGeniX

X |teration n
X Prioritization of requirements



Agile development
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Requirements Design Implementation Validation Maintenance
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Requirements Requirements Requirements Requirements
to be delivered to be delivered to be delivered delivered after
In iteration n Il n 1t er atlinierationt2 iteration 1

x Not all requirements are in the same
phase at the same ti1 meé
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Time >

X |terative & incremental

x Adaptive planning A Deliver more value
x React fast to changes

x Self-organizing & cross -functional teams
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XP (eXtreme Programming)
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»

»

»

On -site customer

User stories
Communication

Simple Design

Pair programming

Unit testing

Test Driven Development
Continuous Integration
Refactoring

Collective code ownership
Iteration planning
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XP (eXtreme Programming)
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» At MediaGeniX we like

C User stories

C Collective code ownership
C Continuous integration
C Simple design + Refactoring

C Code reviews and pair programming for difficult parts



XP (eXtreme Programming)
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» Conclusion about XP

C Focused on the programmer: delivering high -quality

software fast

C On-site customer was not feasible for us

_ Customer _
build value/' \defme value

Programmer Programmer

choose valug\ ‘/estimate cost
Customer
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» FOCUS IS on project management &
team

C Time-box deliveries => sprints
» A sprint
C A period of 2, 4, 6 or 8 weeks

C Sprint definition o the work d sprint retrospective 0

delivery

C Assumes fixed team



SCRUM

» Estimations of user stories

C Relative to developing a small
component with a known level

of difficulty

AAka 0The reference storyo

C In story points, gummibears , chocolats |,

é
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