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XAPAKTHPIZTIKA EPTQN

= Auénpévog xpovog
= YYnAS k6oTOG
® 3UVOETOG XPOVIKOG KOL OLKOVOLKOG TIPOYPAUUATIOMOG

= Avdykn auénpévng EMOTITEIOG KOl EAEYXOU

= Movadikétnta
= [lpoowpLvotnta
®»  Emnitevén otoywv

= [lpoodeutikdTnTaA

= [loAumAokdtnTa

= ABeBaidtnra.



H2HMANTIKOTHTATHZ KATATPAOH> TH> ANATKH> ME 2AQHNEIA
KAI AKPIBEIA

Tpaypamued awlys Tou
nelan

(mtnyni Meyer B., Furia C., Nordio M. 2011. Software Architecture — The software lifecycle. Lecture, ETH Zurich )



NEPIOPIZMOI

Ikomog

Kootor Xpovor

O TPLITAGG TIEPLOPLOOG 0T SLayEipLon EpywV



2YNHOH AITIAAZTOXIA2

= Acadelg otdyol

= Kokdg TIPOYPAUUOTIONOS

= Ampoopeva yeyovoTa

® AKQTOAAANAQ OTEAEYT

= AlopOopOoTIOINUEVEG TIPOCOOKIEG LETOAEY TWV EVOLAPEPOUEVWV LEPWIV
= EAAewdn emikolvwviag

® AVETIAPKELO UTIOOTT|PLENG OTIO TN OLOLKNOM)



2TAAIAYAOIOIHZHZ EPITQN

PuBlg PYOMOZ NMPOOAQY ME THN NMAPOAO TOY XPONOY

NpodSou S 3 . Yhartoien :
UAANYN Exndvnon Ixediou OhoxkANpwan

YAomoinong

= JUAMNYN

= Ekmovnon oxediov uAotoinong
(AvaAuon amaLtroEwy,
oX€OLAOUOG GUOTTLOTOG)

= Y)otoinon tou €pyou
= OAokArjpwon Tou £€pyou — Edappuoyn

= Yrniootnptén Aettoupyiog kat avoPabuioelg

Xpavo



KOZTOZ AIAXEIPIZH AAAAT QN KAIABEBAIOTHTA ME THN NMAPOAO

TOY XPONOY

KOITOZ AIAXEIPIZHI AAANATON KAI ABEBAIOTHTA ZE ZXEZH ME TO XPONO

—KOCTOG May RS ANy
e Afe farotnra
1/
Xpovog



[MTPOAIATPAQEZ NMOIOTHTAZ

= XopaKINPLOTIKA agloTLoTiag.

= XopaKInplotikd cupfatdtntac.

= Xopakinplotikd dtaBecipdtnrac.

= XOpOKTNPLOTIKA XPNOTIKOTNTO.

= XopaKInpLloTikad Tou oxetiCovtal pPe TV alocOntikn).
= XopaKInpLloTikd Tou oxetiCovtal Ye TNV amodoon.
= XapPOKTINPLOTIKA CUVTNPENOLUOTNTA.

= XOopaKINPLOTIKA aoPAAELQS.



MEO©OAOAOTIIA PRINCE (PROJECTS IN CONTROLLED

ENVIRONMENTS) NATH AIOIKHZH EPTQN NMAHPO®OPIKHZ

= AvarmtuxOnke yla tn Slolknon €pywv AN podopLKNG Tou dnpocLou Topéa NG MeydAng Bpetaviag (1989)

= H2"ekooon (PRINCE2) améktnoe TEPLOCOTEPO YEVIKEUUEVA YO PAKTNPLOTIKA ETOL WOTE VA X pnoLpoTomBei yla )
dlayeiplon kdBe eidoug epyou aveEaptrtwg peyeBoug, TuTOU, opyaviopoy, yewypadtkrg B€ong 1} kouAtoupag
(1996)

= E&eAlo0ETOL OUVENWG KOL OTLG LEPEG LG ATIOTEAEL EVA TIPOTUTIO OLOYEIPLOTG EPYWV EVPEWG ATTIOOEKTO

H uedododoyia PRINCE Bonda atnv emituyio tov Epyou Sicopaliovtag oamo tnv apyr ot omoloodnmote EUMAEKETAL
oto Epyo yvwpiet akptB8ug:

* ITOVU OTOYEVEL TO EPYO

* mola BrjuaTa ATTALTOUVTAL LA TNV EMITEVEN TWV OTOY WV

* TTOLOG TTPETEL VO KAVEL TL.



PRINCE2 — KYPIOI POAOI

= YnievBuvog Epyou

= [leAdTNng

= Xpriomg

= [lpopnBeutrq

= Emutporr) Epyou

= YnevBuvog 2tadiov (TPoalpeTIKOG POAOG)

= YnieuBuvog dLaoddAlong oLoTNTAG



TO MONTEAO PRINCE?2

Progress

PRINCE2
Processes

PRINCE2 Themes

-
o~

PRINCE2 Principles



PRINCE2 - AIEPTAZIEX

Pre-proiect Initiation Subsequent inal delivery
proj stage delivery stages (s) stage
EES——S——
Drrecting Directing a Project
S8 El
Managing
“ Controlling a Stage Controlling a Stage
N Managing Managing
Delivering Product Delivery Product Delivery

Bas ed on OGC PRINCEZE material

SU: Starting Up, SB: Stage Boundaries, IP: Initiating Project, CP: Closing Project




THE UNHAPPY STAKEHOLDER PROBLEM...

= YrnioB€toupe To ENG:
= ‘Eotw 10 £pyo TIANPOoPopIKIi X, LETaiag-UEYAANG KAILAKOG.
= Xpdvog ulomoinong: 8 urjveg

= [{vetal avadAuom amaltioewy. 2xeOLACOVTaL TA TIAVTA E ATILOTEVTT] AETITOUEPELQ.
= To €pyo TIPOYWPA OTNV VAOTIOMON.

= MeTd amo 8 Hrveg, 0 KWOLKOG EVaL KAAOYPOLUEVOG, TO CUCTNHA AELTOUPYEL Ywplg TpofAripaTA.



THE UNHAPPY STAKEHOLDER PROBLEM...

.

N\
e .

= Antotéleopa: O TeAkog xprotng dev eivat (tdoo) LkavoTolnuévog. To epyo dgv xpnoLpomoleital TOoo 000
vOLCE 0 dNHLOVPYOG...

= TioupPaivey




THE UNHAPPY STAKEHOLDER PROBLEM...

= OLavAYKEG TOU TEALKOU Xpr)oTn £XOUV aANAEEL!

= OLaVAYKEG TWV TEAKWVY XPNOTWV UTopEl va aAAdEouv TTOAU paydaia Kot ampoBAeTTAL.

= OL N LKOWVOTIOLNUEVOL X PNIOTEG UTIOPEL VO 0ONYT]OOUV OE OTUAVTLKT] ATIWAELX EGO0WY, EVTOG EVOG OPYAVLOOU.

=  Happy clients keep coming back.



AGILE: H NEA MEOOAOAOTITA ANATMTY=HZ EPTQN NMAHPO®OPIKHZ

Arrange teams and tools
needed to optimize production.
Collaborative From the beginning of the
Design process, the end users’ involvement
Development

[3)

and feedback is critical

Analysis of concepts and
requirements definitions;
Determine current state and

Methodology

User stories drive everything.

your expectations

Frequent development delivery
Create and through sprints, Feedback on
Implement testing & appropriate changes

are imperative
e Review and Q

Ensure that you are reviewing Monitor
and monitoring key metrics for

success



AGILE: H NEA MEOOAOAOTITA ANATMTY=HZ EPTQN NMAHPO®OPIKHZ

The Agile Manifesto

® |ndividuals and interactions over processes and tools
= Working software over comprehensive documentation
m  Customer collaboration over contract negotiation

= Responding to change over following a plan



AGILE: H NEA MEOOAOAOTITA ANATMTY=HZ EPTQN NMAHPO®OPIKHZ

= Agv yivetal eKTeVI|G avAAUOT ATIOUT{OEWV TIPLV TNV VAOTIOMGON (MTTopEl val aAAAEOUV OL aTTALTHOELS).
= O meAdTNG eVNUEPWVETOL 0€ KABe Briua TG vAoToinong kat dokipdlel TNV vAoToinoM.
®  OLekOOOELG TOU AOYLOPLKOU SivovTal TIPOG KATAVAAWON VW PIG KoL TUKTIKA OTOV TTIEAXTN.

= OpiCovtal Kal AapPavovtal METPLKES X PT)ONG TOU AOYLOMLKOU, YLo Vo OLOTILOTWOEL TL TTPAYATIKA
X PYOLHOTIOLE(TOL OTIO TOV TIEALTN, PO KOL TIOLX TIPAYMOTIKA E(vVal N VYK TOU.

= OLTIPOYPOAUUATLOTES KOl oL business people douievouv pad.

= Focus on Simplicity: Otiorjmiote dev eival avaykaio, 6ev UAOTIOLEITOL/EKTEAE(TAL.



