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El post de la semana

@

Kent Beck @& @KentBeck - Sep 21

"Tidy First?" is due out next month, so of course | just learned something
critical to software development economics that should be in there--the

extreme value of survival (ergodicity). Lucky for me I'm already planning

book 2.
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Messy code is a nuisance. "Tidying" code, to make it
more readable, requires breaking it up into ...
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https://tidyfirst.substack.com
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Over the last 1en yeses Kent Bock has written dorens of sechnical papers for the Seradealk ) ]
community, caming Bimacll a repratation as boch a gifted writer and chisker Kemd Beck's ‘ t / / ‘

* dioms and enviroaments,
» mcthods and metamodcls,

Gedde to Better Smailitalk, is 2 collection of his Best woek from Ot Magasine,
The Smalitatk Report, D Dobbs foswrnal, and mose. Each articie has a mew incroduction ' w ‘ N ‘
that takes a renrospective view of the writing 1 ‘ 1 k

R %

Topics include
N
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Nowhere else can one obtain such 3 complcte collection of Beck's writlang. Whike demonstraing
the clegance of Soadicalk and how some of ks moss powerful fearures can be explofted peoficabiy,
this collection abo iaminates breakthrough concopes i objoctarionted development
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C3 was the short name of the Chrysler Comprehensive Compensation project, a
payroll project at Chrysler which has since become famous as the 'birth project’ of

Extreme Programming.
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ENGINEERING PRACTICES EMPLOYED

The overall rank order of engineering practices employed remained almost the same this year over last. Automated

acceptance testing increased 3% while pair programming, test-driven development, and behavior-driven development

each fell 3%.
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*Respondents were able to make multiple selections
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Intro rapida a XP - practicas

e Un desarrollador trabajando con XP participara en un equipo que se siente unido, que
trabaja en un espacio comun con paredes llenas de esquemas, fichas, y elementos
Informativos y que desarrolla su faena a pleno rendimiento, trabajando de forma

sostenida y sin presion ni agobios.
- —

e E| equipo disena el software escribiendo en tarjetas (denominadas historias) las nuevas
funcionalidades a implementar usando un lenguaje de negocio comun. El equipo
construye la aplicacion usando un enfoque iterativo y evolutivo, basado en un diseno

iIncremental.
-



Intro rapida a XP - practicas

e Semanalmente los clientes definen las historias y se afaden a la aplicacion, definiendo
primero los tests que deben cumplir y trabajando en parejas para escribir el coédigo que
hace pasar esos tests. Continuamente se compila la aplicacion, se integra y se pasan
todos los tests, en un proceso que deberia ser muy rapido (menos de 10 minutos).

e Cada tres meses se reflexiona sobre la direccion global del proyecto, estableciendo
nuevas prioridades y analizando posibles mejoras en el proceso.




Valores de XP

e Comunicacion

e Simplicidad

e Retroalimentacion
 Valentia

* Respeto

Planning/Feedback Loops

Release Plan
Months

Iteration Plan
Weeks

Acceptance Test

Days

Stand Up Meeting

One day

Pair Negotiation

Hoursl

—» Unit Test
Minutes

—> Pair Programming

Code



zg\\ ... Principios de XP
e Humanidad Flujo
 Economia Oportunidad
e Beneficio mutuo Redundancia
e Auto-similitud Fallo
 Mejora Calidad

e Diversidad
e Reflexion

Peguenos pasos
Responsabilidad aceptada
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Practicas de XP
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Practicas de XP

e Practicas de trabajo en equipo:
o Sit together

o Whole team
o Energized work
o Slack

e Practicas de diseno:
o |nformative workspace

o Stories

o Incremental design

e Practicas de programacion:
o Pair programming

o Test-first programming

e Practicas de integracion:
o Ten minutes build

o Continuous integration

e Practicas de planificacion:
o Weekly cycle

o Quaterly cycle
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Practicas de XP en el desarrollo de Eclipse

Erich Gamma fue el lider de desarrollo de Eclipse

En 2004 comenta en el prefacio del libro de Beck que las practicas de XP fueron

fundamentales para el desarrollo del proyecto:

 Pruebas desde el principio, frecuentes y automatizadas
 Diseno incremental

 Despliegue diario

* Implicacion del cliente

* Integracion continua

* Ciclos de desarrollo cortos

* Planificacion incremental

eclipse
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Practicas equipo

Sit Together
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Practicas equipo
Whole Team
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Practicas equipo

Energized Work

Pratimatic PRAGMATIC LIFE

ookshelf

POMODORO

TECHNIQUE
TLLUSTRATED

THE EASY WAY TO DO
MORE IN LESS TIME

STAFFAN NOTEBERG

Forewords by Francesco Cirillo
(creator of the Pomodoro Technique)
and Henrik Kniberg
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Practicas equipo

Slack

Determining Slack

» Slack - The amount of time an activity on a non-critical path
can be delayed without affecting the duration of the project
(1.e., without putting it on the critical path)

— Uses four calculated values
 Early start - Earliest an activity can start (based on prerequisites)
 Early finish - Earliest it can finish (based on prerequisites & duration)
 Late start - Latest an activity can start and not delay the project
 Late finish - Latest an activity can finish and not delay the project

4 16 16 19

LS L
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Practicas diseno
Informative workspace
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Practicas diseno

S5AUZ WITH (omPessSSionN l S Hes
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Stories

Title: User cancels resevvation

Description
As a user with a reservation, | want to cancel my reservation so that | get a
refund. N

Success Criteria

= Givenl am a premium member, when | cancel under 24 hours, then |
incur no penalty.

= Givenl am a non-premium member, when | cancel less than 24 hours in
advance, then | pay 50% fee.

* Given!| am a site member, when | cancel my reservation, then | am
emailed a confirmation.

Business Value Estimate Story Owner
Development Effort Estimate
ROI Estimate
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Practicas diseno
Incremental design
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O €&
O (o

' 2

37 T

©
18

{()—C
4

o

COO—>=
3

Like this!
© @
2

l

&) ©@
o @ &




Practicas programacion
Pair programming

PAIR PROGRAMMING

Turn left Ok, that's a
in 1 block. good route.

Code with the

M o b Wisdom of the Crowd

NAVIGATOR DRIVER

CEEE]S

r n 9 ra m m i n g Get Better Together with Mob Programming
l l . o Mark Pearl
g ._‘ edited b
A Whole Team Approach Y
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Finally, review what you
havedonetoseeif you
can tidy upthe code or

improve the design

Practicas programacion

Test-first programming (TDD)

First, yau writean
exampl e of what the code
shauld dg in thefam o a

failing test

l Write a failing test

Nedt, writejust enaugh
codetomakethe test wak.

~ |

—

Make the test pass
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Practicas programacion

Test-first programming (TDD)

. Se escribe un unico test en el que se especifica un pequeno incremento de
funcionalidad que el cédigo debe realizar, un ejemplo de lo que el cédigo debe hacer
en forma de test. Se ahade el test a los ya existentes y se lanzan todos. El test que
acabamos de anadir falla (rojo).

2. Se escribe unicamente el codigo necesario que hace que el test pase (verde).

. Ahora que tenemos una base de tests que funciona perfectamente, se analiza el
codigo vy los tests, se detectan problemas de disefio y se realiza una refactorizacion
(profundizaremos mas adelante en esto). Se vuelven a lanzar los tests para
asegurarnos que la refactorizacion no ha roto nada.

23



Practicas integracion
Ten-minute build
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Practicas integracion
Continuous integration

Version control

UAT

—»
Testers Configure environment
Self-service Deploy binaries
Smoke test
Developers deployments
See code metrics
Y and test failures Y ‘ ————————
i Capacity stage
Commit stage Acceptance stage pacity stag .
Compile Configure environment Configure environment
Commit tests Deploy binaries Deploy binaries
Assemble Smoke test Smoke test
Code analysis Acceptance tests Run capacity tests
-
' Production
Operations _ ‘ g
perform Configure environment
push-button Deploy binaries
reports
binaries reports reports
P T —
y metadata binaries | ymetadata binaries Y metadata

Artifact repository
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Weekly

Practicas planificacion

Weekly Cycle

planning
meeting

Users stories

Review,
refine,
prioritize

>

Incremental

—

New user story

Passed all
unit tests

>

-/

1 week
Passed all
unit tests
. Pair
> Cretatei unit »| programming +
ests unit testing
Failed acceptance test

Create
acceptance

tests

release

Acceptance
testing
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Practicas planificacion

Quaterly Cycle

o |dentificar los cuellos de botella, especialmente los que no estan controlados por el equipo.

o Planificar el tema o los temas para el trimestre.

o Escoger historias que sumen un trimestre para cumplir con los temas escogidos.

o Centrarse en una vision general de como el proyecto encaja en la organizacion y del valor que

anade.
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Practicas secundarias

Team ,
Business

e Real Customer Involvement ,
e Root-Cause Analysis

e Team Continuit
d e Negotiated Scope Contract

e Shrinking Teams Pay-Per-U
® PFay-rer-use

Programming Deliverying

e Shared Code

¢ |ncremental Deployment
e Code and Test

e Daily Deployment
e Single Code Base
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eXtreme Programming

Historia de XP

El origen de Extreme Programming (XP) se encuentra en la comunidad Smalltalk, en particular en
entre Kent Beck y Ward Cunningham a finales de los 80 en temas relacionados con el diseno y prc
orientada a objetos. Por ejemplo, en 1989, publicaron el articulo A laboratory for teaching object-c

29
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