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Classic Mistakes – Chapter 3

People

Undermined motivation

largest effect on quality (Chapter 11)

Weak personnel


2nd largest effect on quality

Uncontrolled problem employees
#1 complaint by developers (Chapter 12)

Heroics



be consistent and honest about effort required (Chapters 8.5, 34)

Adding people to a late project
most classic mistake (Chapter 16)

Noisy crowded offices

discourages deep and highly productive thinking (Chapter 30)

Developer vs. Customer friction
poor communication = poor requirements, poor UI = rework, potential refusal of final product (Chapter 10)

Unrealistic expectations
don’t let them get created in the first place! (Chapter 10.3)

Lack of effective sponsorship
support for good planning and process from the top is critical

Lack of stakeholder buy-in
everyone must have faith in plan and process

Lack of user input
#1 reason projects are poorly received upon completion 

Politics over substance
build foundations in humility, modules, and tools (Chapter 10.3)

Wishful thinking
plan, or pay for overtime and rework

Process

Overly optimistic schedules
shortchanging requirements and design hurts everything afterwards (Chapter 9.1)

Insufficient risk management
gambling and losing on just one unmanaged risk = $$$ (Chapter 5)

Contractor failure
guide and manage contractors carefully, or pay twice (Chapter 28)

Insufficient planning
if you fail to plan, you plan to fail

End of planning under pressure
(Chapters 9.2, 16)

Wasted time at fuzzy front end
it’s cheaper to start planning

Shortchanged upstream activities
pay 10 to 100 times cost for the same work (Chapter 9.1)

Inadequate design
means you will need more coding cycles

Shortchanged QA
1 day of QA saves 3-10 days of development (Chapter 4.3)

Insufficient management controls
one must measure to control appropriately (Chapters 4.1, 27)

Overly frequent convergence
time wasted time adding polish (Chapter 9.1)

Omitting tasks from estimate
unexpectedly add 20-30% to your schedule (Chapter 8.3)

Planning to catch up later
not re-estimating after 1st milestone miss guarantees further failure (Chapter 8.7)

Code like hell programming
popular in video game industry, code and fix + ambitious schedule (Chapter 7.2)

Product

Requirements gold plating
users usually don’t care about complicated features, which add disproportionately to development time

Feature creep
requirements usually shift 25%, minimize the fat (Chapter 14)

Developer gold plating
unnecessary features and robustness = wasted $$$ (Chapter 14.2)

Push-me pull-me negotiation
after schedule slip on late project approved, and new tasks are added

Research oriented development
seeking to exceed engineering limits in 2 or more areas = research 

Technology

Silver bullet syndrome
too much reliance on untested, unknown tools (Chapter 15.5)

Wishful productivity gains
productivity does not increase in giant leaps (Chapters 15.4, 33)

Switching tools mid project
learning curves are a reality

Lack of automated source control
source control is cheap, and it prevents mistakes (Chapter 4.2)

Classic Mistakes Added in 2007

1) Confusing estimates with targets
2) Excessive multi-tasking
3) Assuming global development has a negligible impact on total effort
4) Unclear project vision
5) Trusting the map more than the terrain
6) Outsourcing to reduce cost
7) Letting the team go dark

Best Practices

JAD – http://en.wikipedia.org/wiki/Joint_application_design
Spiral Lifecycle Model – requirements once, iterative design, construction, deployment, see http://en.wikipedia.org/wiki/Spiral_model 


Theory W Management – establish win/wins for users, maintainers, customers, developers, investors, bosses

Throwaway Prototyping – quick and cheap to get feedback, see http://en.wikipedia.org/wiki/Software_prototyping#Throwaway_prototyping 

Staged Delivery – Delivers software one release at a time to get feedback. See http://users.csc.calpoly.edu/~jdalbey/205/Mgmt/SDP.html 

Voluntary Overtime

Miniature Milestones

Outsourcing

Reuse

User-Interface Prototyping

Change Board

Daily Build and Smoke Test

Tools Group

