Traps in TDD
And
Mob Programming

A story of a mob called bouvet-cohort-05
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THE 7 BAMBIS ON 7 DIFFERENT LAKES

Individual Ideas & Perspectives

Pressure of Being Watched
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CLEAR COMMUNICATION

« What Are You Thinking?
« Conveying ldeas Clearly

« Adapting To The Driver
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THE POWER OF
MOB PROGRAMMING

« Building Trust & Vulnerability

- Navigator Makes You A Better
Communicator

e Driver Forces You To Trust Your
Navigator
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MOVING AHEAD TOO
QUICKLY

« The Initial Approach
« The Temptation of a Dictionary

» Decision Paralysis
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TRANSFORMATION PRIORITY PREMISE
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BEFORE TPP AFTER TPP
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NOT TESTING THE RIGHT STUFF

« Testing The Board

« Long Discussions On
Implementation Details

« Changing The Tests
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- Haﬁéﬁiéﬁ@rﬁlﬂ%t@fﬁi;;fﬁuve[]

_ticTacToeGame.PlayAMove(BottomCenter);

AreEqual(Player.0, _ticTacToeGame.Player):

: Haﬁéﬁiﬁfgr;ﬁlfefﬁéiéihhenﬂlayingGame[]

_ticTacToeGame.PlayAMove(BottomCenter);
_ticTacToeGame.PlayAMove(BottomLeft);

AreEqual(Player.X, _ticTacToeGame.Player);:

: Haﬁéiﬁiﬁnef:wheﬁfﬁfééiInEnttumRqu}

_ticTacToeGame.PlayAMove(BottomlLeft);
_ticTacToeGame.PlayAMove(TopLeft);
_ticTacToeGame.PlayAMove(BottomCenter) ;
_ticTacToeGame.PlayAMove(TopCenter);
_ticTacToeGame.PlayAMove(BottomRight);

AreEqual(Player.X, _ticTacToeGame.FindWinner(]));

BEHAVIORAL TESTING

Design documents
Describing how to use the system
Better understanding of the problem
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KEY TAKEAWAYS & REFLECTIONS

* The Importance of User-Centric
Design

« Rules as Guidelines, Not
Absolutes

« The Value of Critical Thinking
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QUESTIONS?




THANK YOU!

Eirik Nysted
eirik.nysted@bouvet.no
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