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Praktiken
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Crysta| Disciplined

Agile
Clear Adaptive Delivery
Method Software (DAD)
Development
PR Dynamic
Systems
Development
Method
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Driven
Development
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Methoden Extreme
Programming
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Kanban
Lean
Software
Development
(LSD)

lcons erstellt von <a href="https://www.flaticon.com/de/autoren/ddara"
title="dDara">dDara</a> from <a href="https://www.flaticon.com/de/" title="Flaticon">
www.flaticon.com</a>




Der "Fluss"
drumherum

miro



