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Chapter 1

Foreword

This is the most important Extreme Programming book written to date. It is the most complete and concise overview of
the words all Extreme Programmers use to describe what
they do. Until now, those wishing to understand Extreme
Programming had to piece together the lore of the movement from innovative but now overly voluminous sources.
The community has grown to where it needs this book.
Extreme Programming’s roots started with a few people on a
few projects taking a fresh look at what they do. It could
have been any number of such small groups—the ideas of
Extreme Programming have been invented over and over.
But one group took advantage of the unique properties of the
World Wide Web to articulate, refine, and expand their
ideas in an ever enlarging community.
My own web site, the Portland Pattern Repository’s WikiWikiWeb, gave voice to this community at its founding.
Wiki lets readers become writers and trusts them to organize
their writing to meet their own needs. The result is a collection of terms that have very precise and universally accepted
meanings, even though they may not appear so at first
glance.
That is why we need this book now. Our movement is
blessed with a wonderful series of books that explains the
counterintuitive logic of the methods from every perspective.
These books served the second generation of Extreme Programmers who were willing to buck the prevailing wisdom in
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order to get to a better place. But now Extreme Programming is becoming the prevailing wisdom, and not every convert wants to (or has time to) relive its founding. We’re going
to need stacks of this book.
This is the guide for you, the third generation of Extreme
Programmers. You probably chose Extreme Programming
based on its reputation. You don’t need to be convinced, but
you do need to understand. Be you sponsor, manager, customer, tester, user, or developer, if you are involved in an
Extreme Programming project, then you are an Extreme Programmer. Welcome to the team. Here is your handbook.
Now let’s get to work.
—Ward Cunningham
Cunningham & Cunningham, Inc.
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Chapter 2

Preface

There’s a word for software that cannot be changed after
delivery. That word is hardware.
In the early days of computer programming, processor time
was expensive. If you had an error that kept your program
from running, it could be days or weeks before you had the
chance to try again. Any change could ripple through the rest
of your program. To save time and money, you’d have to be
completely sure your program would work before it reached
the computer. You could spend hours poring over your code.
The obvious lesson was change is painful and expensive.
A few decades later, Extreme Programming (hereafter called
XP) claims otherwise. It’s possible to develop high-quality
software despite—or even because of—change. XP’s great
assumption is that a little bit of planning, a little bit of coding, and a little bit of testing let you decide if you’re right or
wrong while it’s still cheap to change your mind. You still
need some idea where you’re going, but you don’t have to
commit to an exact itinerary. You can change your mind
along the way without spending a fortune.
XP is a software development method that emphasizes simplicity, feedback, courage, and communication. It’s partly a
reaction to the pervasive belief that change is bad and avoidable. Kent Beck introduced XP in Extreme Programming
Explained (Addison-Wesley) as a collection of 12 fundamental XP practices. Few of these practices are new—they’ve
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XP (continued )
developer practices, 25–36, 74
feedback between customers/
developers, 8
freedom to experiment,
encouraging, 14
goals, 6
mailing lists for, 80
managing software
projects, 3–6
reasons for using, 1–14
resources, 79–81
roles in projects, 59–64

90 |

Index

sufficient development
time, 11
sufficient resources, 11
values, xi, 7–10
variables, 3
XP Magazine (online), 79

Y
“Yesterday’s Weather”
principle, 47
“You Aren’t Gonna Need It”
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