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Extreme Programming Installed explains the core principles of Extreme Programming and details

each step in the XP development cycle. This book conveys the essence of the XP

approach--techniques for implementation, obstacles likely to be encountered, and experience-based

advice for successful execution.
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Preface How much would you pay for a software development team that would do what you want?

Wait, don't answer yet--what if they could also tell you how much it would cost, so that you could

decide what to do and what to defer, on your way to your deadline? You also get quality software, a

robust array of tests that support the project through its entire lifecycle, and an up-to-date, clear

view of project status. Best of all, you get the ability to change your mind about what you want, at

any time. There aren't any silver bullets in software development, and there probably never will be.

However, Extreme Programming is a simple set of common-sense practices that, when used

together, really can give you much of what you just read in the paragraph above. In this book, we

tell you what the XP practices are, and how to install them in your project. We are software

developers. We have been involved in many successful projects, and even in some that weren't so

successful. The successful ones were a lot more fun, for us, and for our customers. The

unsuccessful ones have taught us a great deal about software development. We have had the

privilege of working on a great project, with a great teacher, Kent Beck. We helped shape the



software process named Extreme Programming, XP for short. Since then, we have been helping

everyone who will listen to learn from our experience. The first book in the Extreme Programming

series, Extreme Programming Explained , covers the reasoning behind the XP process. Based on

our experience on the original XP project (and others), this book describes what makes XP work,

day to day and month to month. Successful software development is a team effort--not just the

development team but the larger team consisting of customers, management, and developers.

Extreme Programming is a simple process that brings these people together and helps them to

succeed together. XP is aimed primarily at object-oriented projects using teams of a dozen or fewer

programmers in one location. We would use XP for both in-house development and development of

shrink-wrapped software. The principles of XP apply to any moderately sized project that needs to

deliver quality software rapidly and flexibly. XP is about balancing the needs of customers with the

abilities of programmers, and about steering (managing the project to success). If you're a

customer, a programmer, or a manager, here's what this book offers you: Customers--who have

software that needs to be developed: you will learn simple, effective ways to communicate what you

need, to be sure that you are getting what you need, and to steer the project to success. You will

learn that you can change your mind and still get what you need on time. Programmers--who, on an

XP project, define the architecture, design the system, and write the tests and the code that support

them: you will learn how to deliver business value quickly, how to deal with changing requirements,

and how to build customer confidence and support. You will learn to build for tomorrow by building

only what you need today. Managers--who control the project resources: you will learn how to

measure project progress, how to measure quality, and how to answer the all-important question,

"When will you be done?" You will learn an important truth of management--to use the

programmers' actual performance to predict completion. Customers, programmers, and managers

must all work together to build the system that's needed. Chapter 1, Extreme Programming, will

describe the roles, rights, and responsibilities, and provide a road map for the book. Dig right in.

We're sure that the XP practices can improve your projects, as they have

ours.0201708426P04062001

Software that performs required tasks and meets expectations Accurate estimation of time to

completion and cost of development The opportunity to decide which features to include and which

to defer Frequent small releases that incorporate continual customer feedback Constant integration

and automated testing that insures clean code and robust performance   These are some of the

many benefits of Extreme Programming (XP), a software development approach especially geared



for smaller teams facing vague or rapidly changing requirements. Despite the "extreme" in its name,

XP actually reduces risks--the risk of putting out software that is faulty, out of date at its release,

over budget, or not fully capable of performing the tasks for which it was intended. Initially

considered radical, XP has proven itself successful and is entering the mainstream of software

development. The greatest challenge now facing software development managers and engineers is

how to implement this beneficial approach.    Extreme Programming Installed  explains the core

principles of Extreme Programming and details each step in the XP development cycle. This book

conveys the essence of the XP approach--techniques for implementation, obstacles likely to be

encountered, and experience-based advice for successful execution.  You will learn the best

approaches to  Working with an on-site customer Defining requirements with user "stories"

Estimating the time and cost of each story Delivering small, frequent releases Performing constant

integration and frequent iterations Running design sessions to help programmers move forward with

confidence xUnit automated testing Handling defects in the fast-paced, team-oriented XP

environment How to refine estimates and steer the development effort through frequent changes  

The authors present the personal reflections of those who have been through the eXtreme

Programming experience. Readers will benefit from first hand accounts of hard-won wisdom on

topics such as the art of estimation, managing development infrastructure, solving problems without

finger-pointing, the importance of simplicity, and how to introduce modern development tools into an

environment where none existed.    0201708426B04062001

I'm an XP believer, no doubt about that. And, it's hard to be the one who says something negative in

the context of all the positive hype surrounding XP and this book in particular. But, I have to say it:

for a methodology that's all about simplicity, this book describing it is vague, chatty, and downright

weak in many spots.The book does not exactly teach you how to do XP. Mostly, it gives you a

meandering, blurry outline of XP, throws in an inadequate number of facts and tasks, and fills in the

rest with a folksy, down home chattiness about how to approach software engineering. This

chattiness can be entertaining at times, but more often it ranges from silly to grating. It gets

particularly grating when you realize that you are spending your time reading someone's idea of

humor/advice instead of real facts on how to do XP. It starts to bug you after awhile that these

people tell you to strive for simplicity and "saying what you mean" in your code, but fail to do the

same thing in their book.Some key facts that are either vague or missing in this book are: what is

the relationship between the "points" for tasks in iterations versus the "points" for stories in

releases? Is a point really a week or not? How many iterations should one fit into a release (they



say about 2-3, but this really needs more discussion)? Acceptance tests, acknowledged by the

authors to be a crucial part of XP, get almost no attention or description at all. There is no brief

outline that shows how an XP project should run, from beginning to end.The annoying prose really

comes to a head when talking about the aforementioned "points" system, which seems to be the

heart of XP planning and estimation. Not only are the authors unclear about "points" in the way I

mentioned above, but just look at the place where they introduce the concept:"We'll estimate story

difficulty, using a simple point system. Local naming rules for these points apply. Some teams call

them perfect engineering weeks . . . Some projects call them Gummi Bears. No, really . . . Ron's

favorite name, this week, is just to call them points. You'll see in a bit that we recommend doing

initial estimates by thinking in terms of time. Pass over that for now . . . "Here we get all the

shortcomings of the book wrapped up into one: lack of clarity, a cavalier attitude toward important

concepts, and annoying humor. How are we supposed to sell the customer or manager on a

controversial new methodology, when the key book describing the methodology casually tells you

that you can measure the most important metric of the process with "Gummi Bears", if you'd like?

Rest assured that despite what the authors say above, the book never really goes on to elucidate

the relationship between points and time. Or, maybe it does, but I lost it in the midst of all the

meandering, jokes, and folksy phrases.Finally, there are a couple of chapters that just do not bear

reading: Chapter 7, "Small Releases," is full of a lot of obvious common sense; and Chapter 14,

"Test First, by Intention" - what should be a crucial illustration of unit testing - is unreadable to

anyone who doesn't know Smalltalk, despite the authors' reassurances to the contrary.XP is a great

methodology, but this is not a great XP book. It could easily have been half as long and twice as

informative. I guess I need to look elsewhere in the rapidly growing XP book "franchise" for a clear,

no-BS illustration of the process.

This book, as well as "Extreme Programming Applied" by Ken Auer and Roy Miller are the two

which should be read by a developer after the introductory "Extreme Programming Explained" by

Kent Beck. XP Explained will encourage a reader to the new way of thinking, without bothering with

technical details. For a manager it is OK, but for the developer, a bunch of questions will arise. "XP

Applied" and "XP Installed" are to answer these questions, providing lots of tips, tricks and case

studies.The only disadvantage is that all the useful examples in these book contain code in

SmallTalk, while C++ and Java are popular nowadays. SmallTalk has a distinct, unique style and

may frighten C++ or Java developers. That's why I've rated the book four stars.I would recommend

this book to any XP'er.



XP is a nice fresh way of looking at the software development process and this book explains XP

concisely and clearly. You may or may not agree to -all- of the principles they advocate, but if you

have any interest in your work at all, you will find parts of this gripping. Especially the emphasis on

unit tests and the test-first programming idea. And so useful in practice too! Anyone involved with

making software, or indeed anyone else who is interested in increasing the quality of what you're

working on whatever it is, should read this! So better borrow it from your neighbour (reading once is

sufficient, no need to own this book).

I'm a member of a development team totaling 4. So some of the book wasn't very useful because it

talked of larger teams but many of it's principles can still be applied to my team. I especailly found

useful the chapters and information on estimating deadlines and reaching those deadlines. I also

picked up a lot of things along the way that were helpful. Although I'm not completely convinced of

switching the book was worth the tips I picked up for increasing the accuracy of my estimated

time-to-completions as well as programming tips.

The book is almost new without any flaw. I enjoy reading it very much.I receive this book only after a

few days. Very fast.Thanks.

1. The quality of the product is not as good as the description "very good".2. The content is just OK.
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