A framework for the evaluation and comparison of methodologies (Avison and Fitzgerald, 2003):

	RAPID ISD METHODS

	
	Dynamic Systems Development Method (DSDM)
	eXtreme Programming (XP)
	Web Information Systems Development Method (WISDM)

	1.  Philosophy: 

· Paradigm: 


	Science-based (hard thinking), objectivist, reductionist, top-down approach, 
	Science-based (hard thinking), objectivist, reductionist, top-down approach,
	Incorporates both science-based and systems thinking.  Based on Multiview (a systemic framework that focuses on human and technical aspects), but uses scientific techniques.

	· Objective: 
	Although often resulting in computerised IS, it can also be used to address organisational or general problems.
	To develop computerised IS.  Delivering software is the primary goal (at the expense of documentation).
	To develop computerised web IS

	· Domain 


	Includes aspects of a strategic nature, but still assumes a specific, pre-defined problem is to be addressed.
	Assumes a specific, pre-defined problem is to be addressed
	While it addresses a specific problem, there is an emphasis on the contribution of  the web IS to the strategic intent of the firm. 

	· Target system:
	Not really suited to large, complex problems, nor real-time applications.  Projects where all the requirements must be delivered at once (e.g. safety critical systems) may also not be suitable. Applications where the requirements are unclear but time is critical are particularly suited to DSDM.
	Suitable for small and medium size applications, where the requirements are vague or rapidly-changing (emphasises teamwork so 3-12 programmers max.).  Not suited to complex code - XP is based on keeping code simple and clean, gaining rapid feedback through continuous testing and integration. 
	Website development where requirements are often vague, and results are needed within weeks/months. Suitable for websites (including e-commerce) that are database driven and must integrate with existing back-office systems (not for cyber-brochures).

	2.  Model:
	Based on the spiral life-cycle model to facilitate speed - incremental, iterative requirements capture & development.
	Incremental, iterative development - more a series of principles taken to an extreme level (e.g. testing) than a structured method. Focuses on the people and product rather than the process of development.
	Based on the spiral life-cycle model to facilitate speed and capture vague requirements - incremental, iterative development. Merges traditional ISD competencies with a customer/user orientation (a focus on GUI design).

	3.  Techniques

     /tools:
	DSDM is not prescriptive in terms of modelling techniques, but might use high level DFD's, ERD's or O-O class diagrams. JAD workshops, prototyping, timeboxing and MoSCow rules are characteristic of the method. Advocates use of tools (I-CASE, 4 GL's such as VB, code generators).
	Uses RAD techniques such as JAD workshops, prototyping, timeboxing.  Also user stories to get requirements, test scenarios for user acceptance, teamwork, paired programming, architectural spikes. 
	UML modelling: class diagrams (structural model), use cases and interaction diagrams (behavioural models), activity diagrams (process models).  Web specific techniques and tools: HTML, JavaScript, XML, ColdFusion to convert files to HTML, Dreamweaver, etc.

	4.  Scope:
	Detailed coverage of: feasibility, analysis, logical and physical design (evaluation is built in). 

Addresses (in less detail and depth): strategy, programming, testing and implementation

Briefly mentions: (none)
Does not address: post-implementation evaluation and maintenance.
	Detailed coverage of:logical and physical design, programming, testing. 

Addresses (in less detail and depth): analysis, feasibility, implementation.

Briefly mentions: evaluation, maintenance

Does not address: strategy
	Detailed coverage of: strategy, feasibility, logical and physical design

Addresses: analysis, programming, testing, implementation 

Briefly mentions: evaluation and  maintenance

Does not address: (None)

	5.  Outputs:
	Five phases with outputs:

1. Feasibility study - feasibility report

2. Business study - business area definition

3. Functional model iteration - prototype that has identified requirements

4. Design and build iteration - operational prototype

5. Implementation - User manuals, System Documentation, Project Review Document
	Although not mentioned discretely, there are four main phases:

1. Planning the scope and functionality of each increment

2. Designing

3. Developing and testing the code

4. Productionalising (implementation, maintenance)
	Five phases (in no particular order -could be parallel):

1. Organisational analysis (stakeholder analysis and value creation)

2. Information analysis (requirements specification, usually in the form of a prototype)

3. Work design (user satisfaction is tested via a WebQual questionnaire that tests usability and other opinions)

4. Technical design (software model e.g. DB design)

5. HCI (navigation, page layout, security/authentication)

	6.  Practice:
	Developed in the commercial sphere. Used by professional, technical analysts/ developers, with heavy demands on users.  Requires considerable skill levels/training.
	Developed in the commercial sphere. Used by professional, technical analysts/ developers, with heavy emphasis on teamwork with users/managers.  Requires considerable skill levels/training.
	Developed in the commercial sphere.  Used by professionals, but with heavy user participation.  Requires considerable skill levels/training.

	7.  Product:
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