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“Software Engineering is the application of a
systematic, disciplined, quantifiable approach

to the development, operation and
maintenance of software, i.e. the application

of engineering to software.”

[IEEE Computer Society]
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To collaborate, we need to share .
information and artifacts.

Different kinds of artifacts are typically
produced and presented using
different tools and environments.
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requirements, draft designs...) with the
goal of producing more formal

. artifacts (code, formal specifications,
' models...).

Formalizing
information



“Developers = Knowledge-Workers”

e Why?
e Software development is:

— a knowledge-intensive activity

— a knowledge creation, acquisition and
transformation process

— a social activity, carried by a community of
customers, developers, domain experts, etc,
mediated through artifacts
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Devil is in details...
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How to document best practices?

How to capture and disseminate expertise?




Patterns Origins - Alexander

e The initial goal was to enable non-experts to

architect and design their own houses and
communities.

e This work resulted on several books:

“A Pattern Language”
“The Timeless Way of Building”
“The Oregon Experiment”

“The Nature of Order”, vol. I, Ii, lll, IV.
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“A Pattern Language” [Alexander77]

e 253 patterns

e Pattern definition
“Each pattern describes a problem that
occur over and over again in our
environment and then describes the core
of the solution to that problem in such a
way that you can use this solution a
million times over without ever doing it Christopher Alexander

Sara Ishikawa - Murray Silverstein

the same way twice” [Alexander77, p. X] Max Jacobson -Ingrid Fiksdahl-King

Shlomo Angel

A Pattern Language

Towns -Buildings - Construction

e Shorter definition
— Patterns are a textual description of a
generic solution for a recurrent problem
in a specific context.




“A Pattern Language”: examples

e 253 patterns: from global to particular

— In “A Pattern Language” are described 253
patterns, interrelated, varying on the level of
detail, starting from the global to particular.

e Some examples:
— 1. Independent Regions
— 2. The Distribution of Towns
— 16. Web of Public Transportation
— 83. Master and Apprentices
— 134. Zen View
— 251. Different Chairs
— 253. Things from your life




“The” Wiki

enNoO People Projects And Patterns
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"Who -- People, What -- Projects, and How -- Patterns"

People.

People who are important to the practice of Software Development, that is... Not every famous philosopher belongs here; perhaps not
even every software developer who has written a book. But if someone has said something important on the topic of Software
Development or Patterns, by all means, tell us what important things they said.

On people pages - we describe individuals like Christopher Alexander or Kent Beck. People don't always write their own pages. There
are too many noteworthy people to expect that to happen. Likewise, don't take what's there too seriously. If you find something you
know to be wrong or inappropriate, take the time to edit it. Be kind and use understanding as some folks are new to this.

e Peoplelndex

Projects.

We believe patterns spread from person to person as they work together on projects. Just what are those projects? Look for project pages
like MacApp or HotDraw or SmalltalkSummer. Don't look for secrets, and don't write any yourself.

e ProjectIndex

Patterns.

Now these are the real gems. We're looking for that common knowledge that's so uncommon. For example, CommandObject makes
undo and redo easy while WindowPerTask addresses updating issues in early ModelViewController (MVC). ModelRendererView
describes a variation on the theme. These pages won't necessarily contain the usual parts of a WrittenPattern. We're just labeling ideas so
we can study how they flow.

http://c2.com




e “Wiki" is a composition system; it's a
discussion medium; it's a repository; it's a mail
system; it's a tool for collaboration. Really, we

don't know quite what it is, but it's a fun way
of communicating asynchronously across the
network.”

[Ward Cunningham, http://c2.com]




The Wiki Way

Open, Incremental,
Organic, Mundane,
Universal, Overt, Unified,

Precise, Tolerant,
Observable, Convergent
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Welcoming change!

e Agile Manifesto [2000]

— Individuals and interactions over processes and
tools

— Working software over comprehensive
documentation

— Customer collaboration over contract negotiation

— Responding to change over following a plan

“(...) while there is value in the items on the
right, we value the items on the left more.”



Balancing Discipline and Agility

capabilities, communication, knowledge, discipline,

_ self-organization, adaptability, optimization, pace,
quality, ROI, predictability, culture, criticality, size,
dynamism...
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practices, documentation, formalities, leadership,

roles, artifacts, tools, training, planning, feedback, size
the project...




Organizational Patterns

Urqanizational Patterns
of Aqlle Yoltware Developmen
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Scrum as OrgPatterns




Patterns, Wikis, Agility:

which common factors you see?










Collaboration & Teamwork
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Knowledge management
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