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Module Aims

	1. To give experience of Agile approaches to software development.

2. To develop the skills needed to work to standards that are less prescriptive.

3. To develop the skills needed to involve users in the development process.




MODULE Content

	Having previously studied or worked in Industry with structured software development methods, students will look at a more Agile approach. Students will work to DSDM standards, but also discuss what happens when such standards are not in place. These methods require that students work with people, helping them to understand what the technology can and cannot do for them, to prioritise their requirements and to cope with impending changes to working methods. The rules that determined how to do everything in a structured way are replaced by guidelines that require balanced judgements in more complex situations. 

· Agile Application Development looks at the issues that must be addressed by approaches to software development. Agile lifecycles are compared with Enterprise Resource Planning and structured approaches.

· Business Focus shows how software can deliver business advantage. A range of critical success factors and metrics are considered for financial and risk management.

· Facilitated Workshops involve all stakeholders throughout the software development process. The process of how these types of workshop help stakeholders to contribute to the design process is looked at.

· Project Management uses an iterative and incremental lifecycle. Timeboxes help us to deliver on time and within budget.




Learning Outcomes

	On successful completion of this module a student will be able to:

	1.
	Explain the advantages and risks offered by Agile software development, how to achieve the advantages and how to minimise the risks. 

	2.
	Contribute in different roles to all aspects of an Agile development project, using use-cases, object modelling and other representations as appropriate.

	3.
	Reflect on meetings and describe, giving reasons, how they might be improved.



Teaching and Learning Strategy

	Students learn mainly from taking part in facilitated workshops, where representatives of each stakeholder group meet to discuss prototypes and prioritise requirements. Students will experience modelling and analysis skills, learning how to develop Use-Cases and other Models.

Staff aim to apply the principles of Agile development to the learning environment, by trying things out, giving and receiving feedback, then trying again. In tutorials students watch a facilitated workshop on video then play similar roles themselves. During the role-play workshops students gradually build up models and designs. As well as participating in workshops, students will reflect on what happens and work out how to make more progress next time. Students look at a wide range of issues as they arise in workshops, which will include how people are making decisions, how they should be making decisions and how to fulfil the responsibilities of each role defined by DSDM.

Some lectures cover DSDM standards and the four areas described in the syllabus. In other lectures an example will be worked through identifying decisions that should be made and discussing the range of issues that should be considered when making a decision. 

In coursework, students will look at the first workshop for a small project. The script of this video will be used to prepare for the second workshop. This preparation includes diagrammatic representations of what is already known about the system and some notes to help the facilitator reflect on how to run such workshops.  Students then participate in several workshops. An interesting incident from one of these workshops is analysed. This coursework assesses the second and third learning outcomes. Controlled tutorial feedback is provided before students submit their work

Meanwhile students are preparing for the exam which assesses all three learning outcomes. The type of problem that they are expected to tackle in the exam will be worked through using the four scenarios that will be used in the exam. There are no surprises in the exam, but students can be asked to apply any of the theories to any of the scenarios and care is taken to ensure that they have no idea which theory will have to be applied to which case study. 




INDICATIVE Class Contact

	1:1 lecture:tutorial/lab



INDICATIVE Assessment

The assessment strategy for this module is designed to test all the learning outcomes.  Students must demonstrate successful achievement of these learning outcomes to pass the module.
	Number of Assignments 
	Assessment
	Weighting %
	Type/Duration/

Wordcount 

(indicative only)
	Learning Outcomes being assessed

	1
	Analysis
	50%
	Report including models
	2 and 3

	1
	Examination
	50%
	2 hours
	1, 2 and 3




Module Pass Requirements

	To pass the module, the student must achieve an overall weighted average of at least 40% with a mark of at least 30% in both examination and coursework components.




Bibliography and Learning Support Material


	Additional Material
DSDM Consortium Web Site – http://www.dsdm.org
Agile Alliance Web Site – http://www.agilealliance.org  

Papers from a wide range of journals, for example:

· Journal of Systems Software

· IEEE Transactions on Software Engineering 

· Computer
· Information and Software Technology
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