
Week 1-3: Process and user stories: 20% 
1. Software Development life cycle 

 
 

2. What is the project management triangle 
Time: time taken to complete a project 

Cost: cost to complete a project 

Scope: The elements that make the project deliverable 

 

3. Waterfall model 
The waterfall model is a plan-driven model with separate and distinct phases of specification 

and development 

 

Used for large systems/where requirements are well understood and change is limited. 

Pros: simple to use/understand 

Cons: inflexible, difficult to implement changes. Model is only appropriate when 

requirements are well understood and changes are limited during the design process. 

 

4. Incremental model 
Incremental development - specification, development and validation are interleaved. May be 

plan-driven or agile. 

 

Pros: flexible/cost of accommodating change is reduced/easier to get customer 

feedback/rapid delivery to customer is possible 

 

Cons:  

Degrades system structure as new increments are added: Unless time and money are 

spent on refactoring to improve the software, regular change tends to corrupt its structure. 

Incorporating further software changes becomes increasingly difficult and costly 

 

process is not visible: Managers need regular deliverables to measure progress. If systems 

are developed quickly, it is not cost-effective to produce documents that reflect every version 

of the system.  

 

 

5. Re-use software engineering (also a model) 
Reuse-oriented software engineering - The system is assembled from existing components. 

May be plan-driven or agile. 

 

 

6. Principles of agile methods 



Rapid development and delivery is now often the most important requirement for software 

systems 

 

Customer involvement – customers should be closely involved throughout the development 

process 

Incremental delivery- The software is developed in increments, with the customer 

specifying the requirements to be included in each increment. 

Maintain simplicity- focus on simplicity in both the software development/development 

process. 

 

7. What is extreme programming? 
Extreme Programming (XP) takes an ‘extreme’ approach to iterative development.  

 

- New versions built several times per day 

- increments are delivered to customers every 2 weeks 

- All tests must be run for every build and the build is only accepted if tests run successfully 

 

8. Extreme programming practices 

Pair programming- work in pairs 

Continuous integration – as soon as the work on task is complete, integrate into the system. 

Simple design – enough design is carried out to meet the current requirements and no more 

Refactoring – refractor code continuously as soon as code improvements are found, in order 

to keep code simple and maintainable. 

 

9. What is scrum? 
Scrum is a team-based iterative and incremental Agile methodology for tackling projects. It 

has its own components, such as the Scrum Team, backlogs, and sprints etc. 

 

1. The initial phase is an outline planning phase where you establish the general 
objectives for the project and design the software architecture. 

2.  This is followed by a series of sprint cycles, where each cycle develops an 
increment of the system.  

3. The project closure phase wraps up the project, completes required documentation 
such as system help frames and user manuals and assesses the lessons learned from 
the project. 

 

10. What is a sprint/sprint cycle? 
A sprint is a development iteration. In Scrum, you execute projects in successive iterations 

known as sprints. 2-4 weeks in length. 

 

In a sprint planning session, items are taken from the product backlog and moved to the sprint 

backlog, based on the priority set by the Product Owner, and given an estimate.  

 

For the Product Owner’s part, no changes should be made to the requirements during a sprint 

(changes can be introduced at the next sprint planning session).  

 

11. Talk about backlogs 
The product backlog represents the larger picture and lists epics and stories for a product.  

 



A sprint backlog is concerned with the stories and tasks that are to be undertaken within a 

sprint. The items in sprint backlogs come from the product backlog during sprint planning. 

 

 Note: There is another term used at times called Epic- a larger requirement or composite user 

story that needs to be broken down into small segments during software development. 

 

12. Who is involved? 
The Scrum Team takes the supplied stories and breaks them down into specific tasks, each of 

which is given a time estimate, either in story points (recommended) or in days/hours. These 

tasks are then kept track of in the sprint backlog.  

 

Product owner: develops and maintains the product backlog. Manages the vision/ROI of 

project/release of project 

Scrum team: The team of professionals tasked with delivering a working solution to the 

customer. Manages development iteration 

Scrum master manages the process 

 

13. What is the scrum master? 
The ‘Scrum master’ is a facilitator who arranges daily meetings, tracks the backlog of work 

to be done, records decisions, measures progress against the backlog and communicates with 

customers and management outside of the tea 

 

14. What is a stand up/daily scrum 
The whole team attends short daily meetings (“stand ups”) where all team members share 

information. 

1. describe their progress since the last scrum meeting 
2. problems that have arisen and  
3. what is planned for the next scrum 

 

15. List the meetings in scrum 
1. Sprint planning meeting -plan 

2. Daily Scrum meeting  -15mins 

3. Spring review meeting (end meetings) and, -review project 

4. Sprint Retrospective meeting (end meetings) –reflects process 

 

Sprint planning meeting: Select what work is to be done 

 

Sprint review meeting: The meeting should feature a live demonstration, not a report.  

After the demonstration, the Product Owner reviews the commitments made at the Sprint 

Planning Meeting and declares which items are done/not done. Incomplete items return to 

product backlog 

  

Sprint Retrospective Meeting: Each Sprint ends with a retrospective. At this meeting, the 

team reflects on its own process. They inspect their behaviour and take action to adapt it for 

future Sprints. 
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