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Praise for Essential Skills for the Agile Developer

“I tell teams that the lean and agile practices should be treated like a
buffet: Don’t try and take everything, or it will make you ill—try the
things that make sense for your project. In this book the authors have
succinctly described the ‘why” and the ‘how’ of some of the most effec-
tive practices, enabling all software engineers to write quality code for
short iterations in an efficient manner.”

—Kay Johnson
Software Development Effectiveness Consultant, IBM

“Successful agile development requires much more than simply mas-
tering a computer language. It requires a deeper understanding of
agile development methodologies and best practices. Essential Skills for
the Agile Developer provides the perfect foundation for not only learn-
ing but truly understanding the methods and motivations behind agile
development.”

—R.L. Bogetti
www.RLBogetti.com,
Lead System Designer, Baxter Healthcare

“Essential Skills for the Agile Developer is an excellent resource filled with
practical coding examples that demonstrate key agile practices.”

—Dave Hendricksen
Software Architect, Thomson Reuters
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https://www.pearson.de/9780321700483
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