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Software philosophy favoring frequent releases for faster feedback and better quality, popularized…
Summary (TL;DR)
Release early, release often (RERO) is a software development philosophy popularized by Eric S. Raymond in his 1997 essay The Cathedral and the Bazaar. It stresses frequent releases to create a tight feedback loop between developers and users, leading to faster progress, better alignment with user needs, and higher quality software. The approach originated in open-source projects like the Linux kernel but also applies to commercial software. Critics note that rapid releases can introduce bugs and harm stability and user experience, so developers must balance speed with quality. The alternative is polished, bug-free releases, which proponents of RERO argue may not be higher quality. RERO aims to avoid building software nobody wants.
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Release early, release often (also known as ship early, ship often, or time-based releases, and sometimes abbreviated RERO) is a software development philosophy that emphasizes the importance of early and frequent releases in creating a tight feedback loop between developers and testers or users, contrary to a feature-based release strategy.  Advocates argue that this allows the software development to progress faster, enables the user to help define what the software will become, better conforms to the users' requirements for the software,[1] and ultimately results in higher quality software.[2] The development philosophy attempts to eliminate the risk of creating software that no one will use.[3]


This philosophy was popularized by Eric S. Raymond in his 1997 essay The Cathedral and the Bazaar, where Raymond stated "Release early. Release often. And listen to your customers".[4]


This philosophy was originally applied to the development of the Linux kernel and other open-source software, but has also been applied to closed source, commercial software development.[5]


The alternative to the release early, release often philosophy is aiming to provide only polished, bug-free releases.[6] Advocates of RERO question that this would in fact result in higher-quality releases.[4]


A critical aspect often debated regarding the "release early, release often" philosophy is the potential loss of quality due to continuous and rapid modifications. By prioritizing the frequency of releases over perfection, there is a risk of introducing undetected bugs or compromising the stability of the product. This can occur when development cycles are too accelerated, leaving limited time for thorough testing or refining features. Additionally, frequent changes may make it difficult to maintain consistency in the user experience, especially if updates significantly alter functionality or the interface. Therefore, while RERO encourages adaptability and rapid feedback, it also requires a careful balance to ensure that speed does not come at the expense of the software's overall quality.
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