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Preface

The world is a changed place. The collaborative web has caught our collective imagi-
nation and there is no turning back, particularly in the business world. Some have
taken to calling this use of collaborative technologies in business Enterprise 2 (E 2.0).
Wikipedia may have been the first company to popularize the phenomenon of user-
generated knowledge, but this encyclopedia is just the tip of the iceberg. Companies
far and wide are wiki-izing. Nokia hosts a number of wikis, some of which are used
internally to coordinate technology research. Dresdner Kleinwort, an investment
bank, operates the largest corporate wiki. About 50% of Dresdner staff use this wiki
to make sure that all team members are on the same project management page.

E 2.0 is more than just wikis, of course. It constitutes the entirety of social net-
working applications including blogs, discussion boards, workspaces, and anything
else that is sharable, and even combinable (i.e., mashups). IBM uses E 2.0 for every-
thing from collaborative document production to internal project collaboration.
Nokia uses it for all-purpose teamware. A whole host of companies use it for knowl-
edge management. Honeywell was one of the first to use E 2.0 to perform knowl-
edge discovery, research, and sharing across miles—regardless of whether users even
know each other. It would appear, then, that E 2.0 using social networking technolo-
gies has wide applicability to all things business—including software engineering.

Software development projects are usually complex and often mission criti-
cal. Successful software development projects usually have something in common.
Each of these projects, in some way, shape, or form, follows one or more principles
of applied software engineering methodology. However, the precepts of software
engineering have been around for decades. While advances in computer hardware
and software have accelerated with breathtaking speed over these past decades,
advances in software engineering have not quite kept pace. Modern systems that
now integrate multiple platforms, multiple architectures, and usually seek a global
reach via the Internet require modern software engineering methods.

Software engineering is an inherently collaborative set of socio-technical activi-
ties that permit distributed developers to discuss and share knowledge and artifacts
using appropriate supportive processes and tools. This can be referred to as social
software engineering.
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The goal of this book is to examine the new field of software engineering
through the spectrum of the social activities that compose it. Computer science
must be fused with psychology, sociology, and mathematics, and wrapped around
the principles of knowledge engineering, to develop an appropriate infrastructure
(i.e., tools, applications, and environments) to support a software engineering dis-
cipline capable of developing twenty-first century applications.
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Chapter 1

Why Social Networking?

The 2009 Standish Group Chaos Report painted a dismal picture of the state of
software development. The Boston, Massachusetts, research firm surveyed 400
organizations and found a decrease in IT project success rates and an increase in
IT project failure rates in a short two-year period. Only 32% of surveyed projects
were considered successful (i.e., on time, on budget, and with required functional-
ity and feature sets). Nearly one quarter of IT projects were considered failures.
The rest were considered to be challenged—a euphemism for late, over budget, or
implemented without the full set of promised functions and features. It should be
noted, however, that many dispute the Chaos Report findings. What's undisputed is
that a large number of projects do fail.

Many things can and do go wrong with software development efforts. McConnell
(1996) neatly categorized the issues as shown in Table 1.1. Hyvari (2006) provides
an updated view, as shown in Table 1.2. The names may have changed but the
problems remain more or less the same. As you can see, a host of reasons can
negatively impact project success and high on the list is the human element. Ewusi-
Mensah (2003) states simply that, “the software development enterprise is a purely
abstract and conceptual endeavor, and as such places an undue burden on all the
stakeholders to collaborate with a clear vision of what is to be achieved, how it is to
be achieved, and at what cost and in what time frame.”

Having the right people on a project team is certainly key to the success of a
project. In a large pharmaceutical company, the lead designer walked off a very
important project. Obviously, that set the team back to a large extent because no
one else had enough experience to do what he did. Even if the IT staff stays put,
it is always possible that a “people” issue will negatively affect a project. For exam-
ple, a change in senior management may mean that the project you are working on
gets canned or moved to a lower priority. A project manager working for America

1
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Table 1.1 Classic Software Development Project Problems
People-Related Process-Related Product-Related Technology-
Mistakes Mistakes Mistakes Related Mistakes
Undermined Overly optimistic | Requirement Silver-bullet

motivation

schedules

gold-plating, i.e.,
too many
product features

syndrome, i.e.,
latching onto
new technology
or method that is
unproven for
project

Weak personnel

Insufficient risk

Feature creep

Overestimated

pressure

development,
i.e.,, stretching
limits of
technology

management savings from
tools or methods
Uncontrolled Contractor Developer Switching tools
problem failure gold-plating, i.e., | in middle of
employees use of project
technology for
the sake of using
that technology
Heroics Insufficient Push me-pull me | Lack of
planning negotiation, i.e., | automated
constantly source code
changing control
schedule
Adding people to | Abandonment of | Research-
late project planning under oriented

Noisy crowded
offices

Wasted time
before project
starts, i.e.,
approval and
budgeting
processes

Friction between
developers and
customers

Shortchanged
upstream
activities, e.g.,
requirements
analysis, etc.
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Table 1.1 (continued) Classic Software Development Project Problems

Unrealistic Inadequate
expectations design

Lack of effective | Short-changed
project quality assurance
sponsorship

Lack of Insufficient
stakeholder management
buy-in controls

Lack of user Premature or too
input frequent

convergence, i.e.,
product released

too early
Politics over Omitting
substance necessary tasks

from estimates

Wishful thinking | Planning to catch
up later

Code-like-hell
programming

Online-Time Warner had just started an important new project when a new presi-
dent was installed. The new president did what all new presidents do. He engaged
in a little housecleaning. Projects—and some people—were swept away. When the
dust settled, the project manager faced a whole new set of priorities and a bunch
of new team members. As you can see, today’s dynamically changing, and very
volatile, business landscape can play havoc with software engineering efforts and
going global adds an entirely new dimension to the mix. What we need, then, is a
whole new paradigm of software development that places the human aspect at the
center of software engineering.

The Social Network

Social networking is a hot topic. More than 30 billion pieces of content are shared
on Facebook each month and Nielsen researchers say that consumers spend more
than 5% hours on social networking sites per day. So I am sure it doesn’t come as a
surprise that social networking has made its way into the workplace.
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Table 1.2 Success and Failure Factors

Factors related to project

Size and value

Having clear boundary

Urgency

Uniqueness of project activities

Density of project network (in dependencies between activities)
Project life cycle

End-user commitment

Adequate funds and resources

Realistic schedule

Clear goals and objectives

Factors related to project manager and leadership

Ability to delegate authority
Ability to trade off

Ability to coordinate
Perception of role and responsibilities
Effective leadership
Effective conflict resolution
Relevant past experience
Management of changes
Contract management
Situational management
Competence

Commitment

Trust

Other communication

Factors related to project team members

Technical background
Communication

Troubleshooting

Effective monitoring and feedback

Commitment




