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What is XP?

1.eXtreme Programming (XP) is so hamed
because It raises practices that improve code
guality to extreme levels

2.“XP is a lightweight methodology for
small-to-medium-sized teams developing
software In the face of vague or rapidly
changing requirements.”

3. XP Is an agile software development method
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XP Timeline

From Smalltalk community in mid-80s Kent Beck and
Ward Cunningham worked together at Tektronix.

1995 - Ward published Episodes pattern language
1996 - Kent and Ron Jeffries apply these on C3 project
1998 - XP discussed on Ward's wiki web

1999 - "Extreme Programming Explained" by Beck
2001 - Agile Manifesto signed

2002 - Test-Driven Development by Beck

2005 - “Extreme Programming Explained” 2nd edition
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Jlgl Reinforcing practices
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XPv1.1 Circle of Life
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XPv2 Practice Map
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Pair-Programming

Write all production code
with two people sitting at
one machine

2. Promotes knowledge
sharing

3. Helps programmers to
stay on task and on
process

4. Need to setup work
environment
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Test-First Programming

Write a failing automated test before changing any code
Shows if changes break existing behaviour
Always write testable code
Only write enough code to pass test
Client interface before internal logic
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Always Ready to Ship

e Ten-Minute Build

automatically build the whole system and run
all of the tests In ten minutes

e Continuous Integration

Integrate and test changes after no more
than a couple of hours
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XP Episode

When pair-programming repeat this cycle..
Write a test, it should fall! [Red bar ]
Code the solution

Re-run the test, it should pass!

Refactor to improve design

ntegrate changes
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Planning Cycles

Basic planning units are Stories on index cards
Stories are estimated by developers

e Team agrees a budget that allows for slack
— minor tasks that can be dropped

Weekly and quarterly cycles
— Theme per quarter
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Informative Workspace

e Informative
Workspace

an interested
observer should be
able to walk into the
team space and get
an idea of how the
project is going
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Team

1. Whole Team

Include on the team people with all the skills
and perspectives necessary

2. Sit Together

develop in an open space big enough for the
whole team

3. Energized Work

work only as many hours as you can be
productive and can sustain
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XP Values

XP values guide development:
2.Communication

3.Simplicity

4.Feedback

5.Courage

6.Respect
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XP Principles

e Humanity *
e Economics *
« Mutual Benefit *
e Self-similarity *
* Improvement °
e Diversity *
e Reflection *

Flow
Opportunity
Redundancy
Failure
Quality

Baby Steps

Accepted
Responsibility
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Corollary Practices

1.Real Customer 1.Root Cause
Involvement Analysis

2.Code and Tests 2.Team Continuity

3.Shared Code 3.Shrinking Teams

4.Single Code 4 Negotiated

5.Incremental Scope Contract
Deployment 5.Pay-per-use

6.Daily Deployment
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XPv2 Summary

1. Coding: not changed
1. Metaphor removed but not used widely

2. Team: practices added for workspace
3. Planning: simplified
1. cycle made shorter and themed
2. confusing terms Velocity and Iteration removed

4. Scope .
1. More inclusive plus advice on scaling/offshore

2. Less hard line - “Is my team extreme?” No binary

test
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Sept 10, 2005

Questions?
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Mapping v1 > v2 Practices

UNCHANGED: Pair Programming & Continuous Integrati  on
ADDED: Stories, Sit Together and Informative Worksp  ace
NEW NAMES:

Testing > Test Driven Development > Test-First

Refactoring and Simple Design > Incremental Design

Planning Game > Weekly/Quarterly Cycle

40 Hour week > Sustainable Pace > Energized Work

On-site Customer > Whole Team + Active Customer In  volvement
(Corollary)

Collective Ownership > Shared Code (Corollary)
Short Releases > Incremental/Daily Deployment (Cor  ollary)

DROPPED: Metaphor and Coding Standards
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