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A

 

Acceptance testing

leasing application, 389–391, 

394–396

quality, 90–92

Acceptance testing, XP practice, 

6–7, 493, 495

APIs and GUIs, 73, 74–75

basics, 51–52

DXP (Distributed Extreme Pro-

gramming), 555

frameworks, 81

“hitting targets” metaphor, 62, 

65

IONA technology’s extreme 

maintenance, 222–223, 229

IONA technology’s extreme 

maintenance, problems, 217

software development company 

(medium-sized), 429–430

software outsourcing company, 

368–369

steps, creating tests, 79–80

steps, determining what to test, 

80–81

XP Game, 317

Adaptive Software Development. 

 

See

 

 ASD (Adaptive Software 

Development)

Agile Alliance

case study, basics, 338–339

case study, hypotheses, 

339–344

formation, 336

uniting principles, 337–338

Agile methodologies. 

 

See

 

 AMs (agile 

methodologies)

Agile Alliance, case study, basics, 

338–339

Agile Alliance, case study, hypoth-

eses, 339–344

Agile Alliance, formation, 336

Agile Alliance, uniting principles, 

337–338

“hitting targets” metaphor, 

60–61
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Agile Software Development. 

 

See

 

 

ASD (Agile Software Develop-

ment)

Agile Software Development Eco-

systems. 

 

See

 

 ASDEs (Agile Soft-

ware Development 

Ecosystems)

Agility

definition, 11–12

types, 9–11

AMs (agile methodologies). 

 

See also

 

 

Lightweight processes

ASD (Adaptive Software Devel-

opment), 19, 336

basics, 17

Crystal methodologies, 18–19, 

336

FDD (Future Driven Develop-

ment), 19–20

LSD (Lean Software Develop-

ment), 19

Scrum, 18, 336

XP, 18, 336

Analysis paralysis, 58

APIs (application programming 

interfaces), acceptance testing, 

73, 74–75

Architecture Lite, 574–575, 576

ASD (Adaptive Software Develop-

ment), type of agile methodol-

ogy, 19

ASD (Agile Software Development)

agility, types, 9–11

future outlook, 15–16

 

versus

 

 RSMs (Rigorous Software 

Methodologies), 10

ASDEs (Agile Software Develop-

ment Ecosystems), 10

collaborative values, 14

definition, 12–13

future outlook, 16

methodologies, 14–15

perspectives, chaordic, 13–14

perspectives, Newtonian, 14

principles, 14

Automated testing framework, 

445–446

accessibility, 453

advantages/disadvantages, 

452–453

database testing, basics, 114

database testing, business logic 

and persistence separation, 

115

database testing, issues, 114

database testing, object queries, 

115–116

database testing, object queries, 

shared objects, 118–119

database testing, object queries, 

temporary objects, 118, 

119–120

database testing, results, 120

developer issues, 112–113

developer issues, solutions, 

113–114

example, 450–452, 453

functional and unit testing, adap-

tation of test-fisrt principle, 

447–448

functional and unit testing, effect 

on test-fisrt principle, 

446–447

integration-level defects, 

446

unit-apparent problems, 446

unit-level defects, 446

WebART, 450, 451, 452

WebART, accessibility, 453

WebART, rules, 448–450
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B

 

Bad metaphors, 37–38

Baseline documents, XP in complex 

projects, 582, 583–585

Big boss role, complex XP projects, 

581

Black-box testing. 

 

See

 

 By-hand test-

ing

By-hand testing, 73, 78

steps, creating tests, 79–80

steps, determining what to test, 

80–81

 

C

 

Call options, 514–515

Capability Maturity Model for Soft-

ware. 

 

See

 

 CMM (Capability 

Maturity Model)

Chaordic perspective, ASDEs (Agile 

Software Development

Ecosystems)

basics, 13–14

 

versus

 

 Newtonian, 14

CK metrics suite, 342–343

Classroom usage of XP

clients/customers, 239–240

lectures using pair programming, 

240–241

practices, 238–239

for real business clients, history, 

251–253

for real business clients, planned 

experiments, 255–257

for real business clients, problems 

before XP, 253

for real business clients, risk man-

agement, 254–255

for real business clients, XP initial 

usage, 253–254

refactoring, 244–247

small releases, 242–244

software design, coding stan-

dards, 275, 277

software design, collective code 

ownership, 275, 282–283

software design, metaphors, 

276–277

software design, on-site custom-

ers, 275

software design, pair program-

ming, 275, 278–282

software design, procedures, 

274–276

software design, refactoring, 276, 

283

software design, small releases, 

276, 282

software design, survey questions 

about using XP, 275–276

software design, unit testing, 275, 

277–278

software design, user stories, 277

student opposition, 264–265

student opposition, pair program-

ming, 267

student perceptions, 262–263

student perceptions, pair pro-

gramming, 265–266

student pilot study, pair program-

ming, 268–269

student suggestions, pair pro-

gramming, 268

student support, 263–264

student support, pair program-

ming, 266

User Stories and Planning Game 

Tutorial, acceptance testing, 

293–295

User Stories and Planning Game 

Tutorial, basics, 287–288
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Classroom usage of XP, 

 

continued

 

User Stories and Planning Game 

Tutorial, planning, 288–293

User Stories and Planning Game 

Tutorial, user stories, 

295–296

values, 238–239

CMM (Capability Maturity Model)

basics, 484–486

development by Software Engi-

neering Institute, 484

KPAs (key process areas), basics, 

486

KPAs (key process areas), pur-

poses and goals, 487–491

XP challenges, 495–499

Coach role

complex XP projects, 581

continuous learning, 309

mob programming, 331–333

Coding standards, XP practice

basics, 54–55

DXP (Distributed Extreme Pro-

gramming), 555

employee happiness level, 29–30

Gold Card implementation, 168, 

170

high-quality results, 24–27

“hitting targets” metaphor, 62, 

63

IONA technology’s extreme 

maintenance, 223–224, 229

leasing application, 389, 392–396

lectures, XP classroom usage, 

240–241

in options-driven process, 508

projects, Hill Air Force Base, 

24–25

projects, NASA Langley, 28

projects, technology company in 

India, 28

projects, Temple University, 25

projects, University of Utah, 

25–26

risk reduction, 29

software design, XP classroom 

usage, 275, 277, 

278–282

software development company 

(medium-sized), 425–426

software outsourcing company, 

367

student opposition, 267

student perceptions, 265–266

student pilot study, 268–269

student suggestions, 268

student support, 266

teamwork, 31–32

time savings, 27–28

training-time reduction, 30

Collaboration, XP testers/

developers

relationship, 105–106

unit testing, case study, 106–108

unit testing, creating tests, 95–96

unit testing, enablers, 99

unit testing, tools, 99

unit testing, tools, JUnit and Test 

Mentor, 99, 101–105

unit testing, tools, requirements, 

100

unit testing , inhibitors, 

97–98

Collective code ownership, XP prac-

tice, 6, 493, 495

basics, 54

DXP (Distributed Extreme Pro-

gramming), 555
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Gold Cards implementation, back-

ground with XP, 168–171

Gold Cards implementation, his-

tory, 173

Gold Cards implementation, 

recalculating velocity, 

171–172

Gold Cards implementation, 

results, 173–175

Gold Cards implementation, 

 

versus

 

 

other approaches, 176–177

Gold Cards implementation, 

warnings, 175–176

“hitting targets” metaphor, 62, 

63

leasing application, 389, 392–396

in options-driven process, 508

software design, XP classroom 

usage, 275, 282–283

software development company 

(medium-sized), 431

Communication, XP value, 62

and contracts, 184–185

DXP (Distributed Extreme Pro-

gramming), 561

improvement with pair program-

ming, 31–32

in options-driven process, 508

software development company 

(medium-sized), 427–429

XP classroom usage, 238–239

Constructor steps, unit testing, 103

Consultant role, complex XP 

projects, 581

Continuous code integration, XP 

practice, 493

basics, 54

DXP (Distributed Extreme Pro-

gramming), 555, 561, 563

Gold Card implementation, 168, 

169

“hitting targets” metaphor, 62, 

63, 65

IONA technology’s extreme 

maintenance, 221–222

leasing application, 389, 392–396

multiyear development project, 

381–382

in options-driven process, 508

software development company 

(medium-sized), 426–427

software outsourcing company, 

365

Continuous learning

coach role, 309

cost-effective sharing of learning, 

301–302

individual ability to learn, 

304–305

learning repositories, 

302–303

study groups, 305–306

teamwork, 299–300

teamwork, issues, 307–309

Contracts

 

versus

 

 assertions, 182

implementation, 181

as implementation patterns, 

186–187

inheritance, 181

invariants, 180–181, 187

postconditions, 180, 187

preconditions, 180, 186

reasons to use, 182

 

versus

 

 XP simple design practice, 

182–184

and XP unit testing, 185–186

and XP values, 184–185
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Cost of changes

cost of fixing errors curve, 

191–193

incremental design, effects, 

196–197

incremental design, minimizing 

costs, 198–199

Courage, XP value, 62

and contracts, 184–185

DXP (Distributed Extreme Pro-

gramming), 561

in options-driven process, 508

XP classroom usage, 238–239

Crystal methodologies, type of agile 

methodology, 18–19

Current prices, 514–515

Customer tests. 

 

See

 

 Acceptance test-

ing, XP practice

 

D

 

Database automated testing

basics, 114

business logic and persistence sep-

aration, 115

issues, 114

object queries, 115–116

object queries, shared objects, 

118–119

object queries, temporary objects, 

118, 119–120

DCF (discounted cash flow), 

509–513

Defect Prevention key process area 

(CMM), 491, 499

Design by Contract

 

versus

 

 assertions, 182

implementation, 181

as implementation patterns, 

186–187

inheritance, 181

invariants, 180–181, 187

postconditions, 180, 187

preconditions, 180, 186

reasons to use, 182

 

versus

 

 XP simple design practice, 

182–184

and XP unit testing, 185–186

and XP values, 184–185

Design improvement. 

 

See

 

 Refactor-

ing, XP practice

Developer/tester collaboration

relationship, 105–106

unit testing, case study, 106–108

unit testing, creating tests, 95–96

unit testing, enablers, 99

unit testing, tools, 99

unit testing, tools, JUnit and Test 

Mentor, 99, 101–105

unit testing, tools, requirements, 

100

unit testing , inhibitors, 

97–98

Development ordering, optimized 

method ordering, 132–137

Distributed Extreme Programming. 

 

See

 

 DXP (Distributed Extreme 

Programming)

Document Type Declarations 

(DTDs), 478–479

Documentation

contracts, 184

“hitting targets” metaphor, 6

 

versus

 

 no documentation, 6

XP real-life experiences, 405

Drivers, pair programming in class-

room lectures, 240

DTDs (Document Type Declara-

tions), 478–479
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DXP (Distributed Extreme Pro-

gramming)

basics, 555–556

challenges, 558

reasons for development, 

553–555

reasons for using, 557–558

required condiitons/availability 

of tools and technologies, 

556

solutions, 559–560

Web-Desktop project, 

562–565

 

E

 

Economics of flexibility and XP

change, 504–505

current prices, 514–515

expiration dates, 514–515

flexibility, definition, 505–506

options, call, 514–515

options, financial to real, 

515–517

options, financial 

 

versus

 

 real, 546

options, in software development, 

examples, 506–507

options, large investments and no 

learning, 529–530

options, law of one price concept, 

522

options, real, 514–515

options, real-options thinking, 

results, 541–544

options, replicating portfolio con-

cept, 522

options, small investments and 

learning, 530–531

options, small investments and 

small releases, 527–529

options, traditional and flattened 

cost curves, 525–527

options, two-stage project, 

532–540

options, XP’s technical premise, 

518–519

options, YAGNI principle, 

519–520, 523–527, 528

rational exercises, 515

strike prices, 514–515

valuation, DCF (discounted cash 

flow), 509–513

valuation, from traditional to real 

options, 513–517

valuation, NPV (net present 

value), 509–513

valuation, NPV (net present 

value), and large project 

investments, 530

valuation, PV (present value), 

509

valuation, quantifying capital 

investment value, 508–509

EJB steps, unit testing, 103

Environmental plug-ins

database automated testing, 

116–117

database automated testing, 

dynamic test adaptation, 117

Estimating risks. 

 

See

 

 Risk estima-

tions

Estimating time. 

 

See

 

 Time estima-

tions

Expiration dates, options, 514–515

Extreme maintenance, IONA tech-

nology

basics, 220

feedback, 227, 230

pair programming, 223–224, 229

 

111_SUCCI.index.fm  Page 607  Thursday, August 1, 2002  2:48 PM



 

608

 

Index

 

Extreme maintenance, IONA tech-

nology, 

 

continued

 

planning game, 221–222

problems, 216–218

problems, initial changes, 

218–220

refactoring, 227–228

stand-up meetings, 222

storyboards, 221–222

task cards, 221–222

teamwork, 224, 226–227, 

229–230

testing, 222–223, 229

user stories, 221, 228–229

Extreme Programming. 

 

See

 

 XP

 

F

 

FDD (Future Driven Development)

type of agile methodology, 

19–20

Feedback, XP value, 6, 62, 

65–66

and all testing, 78–79

and contracts, 184–185

DXP (Distributed Extreme Pro-

gramming), 561

IONA technology’s extreme 

maintenance, 227, 230

in options-driven process, 508

XP classroom usage, 238–239

40-hour week, XP practice, 493

basics, 55

DXP (Distributed Extreme Pro-

gramming), 555

“hitting targets” metaphor, 62, 

63

leasing application, 389, 

392–396

XP Game, 319

Functional testing

automated testing, adaptation of 

test-fisrt principle, 447–448

automated testing, effect on 

test-fisrt principle, 446–447

cost of changes, 192

Future Driven Development. 

 

See

 

 

FDD (Future Driven Develop-

ment)

 

G

 

Goal donors, 580, 582

Goal setting, XP measurements, 

42–43

Gold Cards implementation with 

XP

background with XP, 168–171

history, 173

 

versus

 

 other approaches, 

176–177

recalculating velocity, 171–172

results, 173–175

warnings, 175–176

Gold owners, 580, 582

GUIs (graphical user interfaces), 

acceptance testing, 73, 74–75

 

H

 

“Hitting targets” metaphor

agile methodologies, 60–61

basics, 58–59

spiral model, 59–60

waterfall model, 59

XP values and practices, 

61–66

HML (Holmes Markup Language), 

478–479

Holmes Markup Language (HML), 

478–479
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I

 

In-memory database automated 

testing

basics, 114

business logic and persistence sep-

aration, 115

issues, 114

object queries, 115–116

object queries, shared objects, 

118–119

object queries, temporary objects, 

118, 119–120

Incremental design, 193, 194, 

195–196

case study, 204–210

case study, observations, 210–211

change propagation, 203, 204, 

210

concept location, 204, 210

domain concepts, 202–204

minimizing cost, 198–199

Information collection, sources, XP 

measurements, 43–45

Integrated Software Management 

key process area (CMM), 489, 

499

IntegrationClient, 466–467

IntegrationServer

accessibility, 469

advantages, 468

basics, 466–467

example, 467–468

related tools, 468

Intergroup Coordination key process 

area (CMM), 490, 498, 499

IONA technology’s extreme

maintenance

basics, 220

feedback, 227, 230

pair programming, 223–224, 229

planning game, 221–222

problems, 216–218

problems, initial changes, 

218–220

refactoring, 227–228

stand-up meetings, 222

storyboards, 221–222

task cards, 221–222

teamwork, 224, 226–227, 

229–230

testing, 222–223, 229

user stories, 221, 228–229

Iterations. 

 

See

 

 short releases, XP 

practice

Iterative design, 193, 194

 

J

 

Jester, XP tool

accessibility, 460

advantages, 460

example, 457–460

features, 456–457

JUnit testing framework, 81

developer/tester collaboration, 

99, 101–105

developer/tester collaboration, 

case study, 106–108

Jester, accessibility, 460

Jester, advantages, 460

Jester, example, 457–460

Jester, features, 456–457

JWAM framework

evolution of test-infected code, 

154, 156–164

IntegrationClient, 466–467

IntegrationServer, 466–467

IntegrationServer, accessibility, 

469
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JWAM framework, 

 

continued

 

IntegrationServer, advantages, 

468

IntegrationServer, example, 

467–468

IntegrationServer, related tools, 

468

 

L

 

Lean Software Development, type 

of agile methodology, 19

Life cycle cost of software develop-

ment, 5–6

Lightweight processes. 

 

See also

 

 AMs 

(agile methodologies)

Holmes, architecture,

475–478

Holmes, persistent storage, 

478–479

Holmes, structure, 472–474

Holmes, tuple spaces and Jav-

aSpaces, 475–477

tool requirements, 472

Load testing. 

 

See

 

 Performance 

testing

LSD (Lean Software Development), 

type of agile methodology, 19

 

M

 

Magic metaphors, 36–37

Mapping frameworks, Toplink 

Object/Relational (O/R), 115

Measurements. 

 

See also

 

 specific types 

of testing

agile methodologies, Agile Alli-

ance, formation, 336

agile methodologies, Agile Alli-

ance, uniting principles, 

337–338

agile methodologies, case study, 

basics, 338–339

agile methodologies, case study, 

hypotheses, 339–344

basics, 41–42

goal setting, 42–43

information collection, sources, 

43–45

tools for recording data, 45–46

Metaphors, XP practice, 492, 494

bad metaphors, 37–38

basics, 55

definition, 35–36

DXP (Distributed Extreme Pro-

gramming), 555

evaluating objects, 37

“hitting targets,” agile methodol-

ogies, 60–61

“hitting targets,” basics, 58–59

“hitting targets,” spiral model, 

59–60

“hitting targets,” waterfall model, 

59

“hitting targets,” with XP values 

and practices, 61–66

leasing application, 389–391, 

394–396

magic metaphors, 36–37

naive metaphors, 36–37

software design, XP classroom 

usage, 276–277

XP scaling to large teams, 572

Micro-incremental testing, 124, 

126, 127

Mob programming. 

 

See also

 

 pair 

programming

Mob programming

basics, 323–325

coach role, 331–333
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disadvantages, 330–331

methods, 325–328

and XP, 328–330

Mock object generation, 439

example, 440–443

Guard Generator tool, 443–444

Guard Generator tool, accessibil-

ity, 444

Guard Generator tool, disadvan-

tages, 444

Model-View-Controller (MVC) 

architecture, 75

MVC (Model-View-Controller) 

architecture, 75

 

N

 

Naive metaphors, 36–37

Navigators, pair programming in 

classroom lectures, 240

Newtonian perspective, ASDEs 

(Agile Software Development 

Ecosystems) 

 

versus

 

 chaordic 

perspective, 14

NPV (net present value), 509–513

large project investments, 530

 

O

 

Object-oriented design metrics, 

342–343

Object queries

database automated testing, 

115–116

database automated testing, 

shared objects, 118–119

database automated testing, tem-

porary objects, 118, 

119–120

evaluating in system metaphors, 

37

Objects. 

 

See

 

 Mock object generation

On-site customers, XP practice

basics, 50

cost of changes, 192

DXP (Distributed Extreme Pro-

gramming), 555, 561, 563

“hitting targets” metaphor, 62, 

65

leasing application, 389, 392–396

in options-driven process, 508

role in complex projects, 

581–582

software design, XP classroom 

usage, 275

Ordered list class test cases

background, 125

basics, 123–125

list test classes, 126–127

micro-incremental testing, 124, 

126, 127

models, ad hoc method ordering, 

128–131

models, advantages/disadvan-

tages, 137–138

models, optimized method order-

ing, 132–137

Organization Process Definition key 

process area (CMM), 489, 499

Organization Process Focus key 

process area (CMM), 488–489, 

498, 499

 

P

 

Pair programming, XP practice, 

493, 494–495. 

 

See also

 

 Mob 

programming

basics, 23–24, 52

communication improvement, 

31–32
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Pair programming, XP practice, 

 

continued

 

cost of changes, 193

DXP (Distributed Extreme Pro-

gramming), 555, 561, 563

XP scaling to large teams, 571

Patterns, SAPs (Semantic Analysis 

Patterns)

basics, 592–593

development, 593–598

Peer Reviews key process area 

(CMM), 490, 498, 499

Performance testing, 73, 77–78

steps, creating tests, 79–80

steps, determining what to test, 

80–81

Personal Software Process (PSP), 

238, 336

Perspectives

ASDEs, chaordic, 13–14

ASDEs, chaordic 

 

versus

 

 Newto-

nian, 14

“mental model,” 14

Planning games, XP practice, 7, 

492, 494

and all testing, 78–79

basics, 50

DXP (Distributed Extreme Pro-

gramming), 555, 560, 563

user stories, unit testing, 99

user stories in complex XP 

projects, 582

XP scaling to large teams, chal-

lenges, 571–572

XP scaling to large teams, solu-

tions, 576–577

Practices (XP). 

 

See

 

 40-hour week; 

Acceptance testing; Coding 

standards; Collective code 

ownership; Continuous code 

integration; Metaphor; On-site 

customers; Pair programming; 

Planning game; Refactoring; 

Simple design; Small releases; 

Unit testing

Process Change Management key 

process area (CMM), 491, 

499

Programmer role, XP in complex 

projects, 580–581

Programmer tests. 

 

See

 

 Unit testing, 

XP practice

Project stage documents, XP in 

complex projects, 582, 

583–585

PSP (Personal Software Process), 

238, 336

PV (present value), 509

 

Q

 

QA (quality assurance), 7

acceptance testing, 90–92

and acceptance testing, 74

internal and external quality, 

87–88

negotiable or not, 86–87

and performance testing, 77

setting criteria, 89–90

and unit testing, 76

unit testing, creating, 95–96

unit testing, developer/tester col-

laboration, case study, 

106–108

unit testing, developer/tester col-

laboration, enablers, 99

unit testing, developer/tester col-

laboration, inhibitors, 

97–98
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unit testing, developer/tester col-

laboration, relationship, 

105–106

unit testing, tools, 100

unit testing, tools, JUnit and Test 

Mentor, 101–105

XP testers, and QA, 88–89

Quantitative Process Management 

key process area (CMM), 490, 

499

 

R

 

Rational exercises, 515

Rational Unified Process (RUP), 

336

Real options, 514–515

financial options to real options, 

515–517

results, 541–544

Reduction of risks, pair program-

ming, 29

Reduction of training-time, pair 

programming, 30

Refactoring, XP practice, 53, 62, 493

basics, 53, 142–143

classroom usage, 244–247

developer/tester collaboration, 

98

DXP (Distributed Extreme Pro-

gramming), 555

evolution of test-infected code, 

153, 154, 160

examples, 147–148

“hitting targets” metaphor, 62, 

64

IONA technology’s extreme 

maintenance, 227–228

IONA technology’s extreme main-

tenance, initial changes, 218

leasing application, 389–391, 

394–396

in options-driven process, 508

software design, XP classroom 

usage, 276, 283

software development company 

(medium-sized), 430–431

test code smells, 143–146, 

148–149

 

versus

 

 up-front design, cost of fix-

ing errors curve, 191–193

 

versus

 

 up-front design, incremen-

tal design, 193, 194, 

195–196

 

versus

 

 up-front design, incremen-

tal design, minimizing cost, 

198–199

 

versus

 

 up-front design, investment 

analogy, 197

 

versus

 

 up-front design, iterative 

design, 193, 194

Regression tests, 75

Requirements Management key 

process area (CMM), 487, 497, 

499

Rigorous Software Methodologies 

(RSMs), 

 

versus

 

 ASD (Agile 

Software Development), 10

Risk estimations, XP Game, 

315–316

Risk reduction, pair programming, 

29

Role playing, XP Game, 312–313

changing roles, 317–318

RSMs (Rigorous Software Method-

ologies), 

 

versus

 

 ASD (Agile 

Software Development), 10

RUP (Rational Unified Process), 

336
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SAPs (Semantic Analysis Patterns)

basics, 592–593

development, 593–598

Scaling XP to large teams

hypothesis, 570

inability to scale, 570–572

inability to scale, solutions, 

loosely coupled teams, 

573–574

inability to scale, solutions, team 

coordination layer, 574–577

Scrum agile methodology, 18

Semantic Analysis Patterns. 

 

See

 

 SAPs 

(Semantic Analysis Patterns)

Shortcut steps, unit testing, 104

Simple design, XP practice, 52, 493. 

 

See also

 

 Contracts

 

versus

 

 contracts, 182–184

DXP (Distributed Extreme Pro-

gramming), 555

“hitting targets” metaphor, 62, 

64

leasing application, 389–391, 

394–396

in options-driven process, 508

software development company 

(medium-sized), 429

Simplicity, XP value, 62

DXP (Distributed Extreme Pro-

gramming), 561

XP classroom usage, 238–239

Small releases, XP practice, 492, 

494

basics, 51

classroom usage, 242–244

cost of changes, 193

DXP (Distributed Extreme Pro-

gramming), 555

Gold Card implementation, 168

“hitting targets” metaphor, 62, 

66

incremental changes, case study, 

204–210

incremental changes, case study, 

observations, 210–211

incremental changes, domain 

concepts, 202–204

Internet B2B start-up, 359–360

leasing application, 389–391, 

394–396

in options-driven process,

507

small investments and small 

releases, 527–529

software design, XP classroom 

usage, 276, 282

software outsourcing company, 

365, 368

XP Game, 315

Software Configuration Manage-

ment key process area (CMM), 

488, 497, 499

Software evolution, test-infected 

code

case study, 162–164

diagnosis factors, change rate, 

157, 159–160, 163

diagnosis factors, growth rate, 

157, 159–160

diagnosis factors, size, 157, 162

diagnosis factors, test coverage 

rate, 157, 160–161

through historical information, 

153, 154, 155, 158, 164

Software Product Engineering key 

process area (CMM), 489, 498, 

499
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Software Project Planning key pro-

cess area (CMM), 487, 

499

Software Project Tracking and 

Oversight key process area 

(CMM), 487, 497, 499

Software Quality Assurance key pro-

cess area (CMM), 488, 497, 

499

Software Quality Management key 

process area (CMM), 490–491, 

499

Software Subcontract Management 

key process area (CMM), 

487–488, 499

Spikes, Gold Card implementation, 

169

Spiral model, software development, 

“hitting targets” metaphor, 

59–60

Stand-up meetings

IONA technology’s extreme 

maintenance, 222

software outsourcing company, 

366–367

Story cards. 

 

See

 

 User stories, plan-

ning game

Storyboards. 

 

See

 

 User stories, plan-

ning game

Strike prices, 514–515

Sustainable pace. 

 

See

 

 40-hour week, 

XP practice

System documentation, contracts, 

184

System metaphors

bad metaphors, 37–38

evaluating objects, 37

magic metaphors, 36–37

naive metaphors, 36–37

 

T

 

Task cards, IONA technology’s 

extreme maintenance, 221–222

Teamwork, 6. 

 

See also

 

 Continuous 

learning

IONA technology’s extreme 

maintenance, 224, 226–227, 

229–230

IONA technology’s extreme 

maintenance, initial changes, 

219–220

IONA technology’s extreme 

maintenance, problems, 

217–218

pair programming, 31–32

software outsourcing company, 

team size, 365–366

XP Game, acceptance testing, 317

XP Game, estimations, risks, 

315–316

XP Game, estimations, time, 

314–315

XP Game, 40-hour week, 319

XP Game, game props bag, 

313

XP Game, role playing by 

developers/customers, 

312–313

XP Game, role playing by devel-

opers/customers, changing 

roles, 317–318

XP Game, short releases, 315

XP Game, user stories, 

313–314

XP Game, user stories, common 

features, 316

XP Game, velocity, 318–319

XP scaling to large teams, chal-

lenges, 572–573
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Teamwork, 

 

continued

 

XP scaling to large teams, solu-

tions, 573–574

XP scaling to large teams, team 

coordination layer, 574–577

Technology Change Management 

key process area (CMM), 491, 

499

“Test first, code second,” XP princi-

ple, 7

automated database testing, 113

Test-infected code

software evolution, case study, 

162–164

software evolution, diagnosis fac-

tors, change rate, 157, 

159–160, 163

software evolution, diagnosis fac-

tors, growth rate, 157, 

159–160

software evolution, diagnosis fac-

tors, size, 157, 162

software evolution, diagnosis fac-

tors, test coverage rate, 157, 

160–161

software evolution, through his-

torical information, 153, 

154, 155, 158, 164

unit testing and refactoring, 

aggressive testing, 153, 154, 

156

unit testing and refactoring, case 

study, JWAM, 156–157

unit testing and refactoring, case 

study, methods, 154–156

Test Mentor testing framework

developer/tester collaboration, 

101–105

developer/tester collaboration, 

case study, 106–108

Test points, optimized method 

ordering, 132–137

Test steps, unit testing, 

101–105

Test subjects, unit testing, 103

Testing. 

 

See

 

 Acceptance testing; 

Automated testing; Developer/

tester collaboration; Func-

tional testing; Hand testing; 

Incremental testing; Ordered 

list class test cases; Performance 

testing; Unit testing

Time estimations, XP Game, 

314–315

Toplink Object/Relational (O/R) 

mapping framework, 115

Trackers, role in complex XP 

projects, 581

Training Program key process area 

(CMM), 489, 499

Training-time reduction, pair pro-

gramming, 30

 

U

 

UML (Unified Modeling Lan-

guage), 58

Unified Modeling Language. 

 

See

 

 

UML (Unified Modeling Lan-

guage)

Unit testing, and refactoring, 

141–142

Unit testing, XP practice, 6–7, 73, 

75–77, 493, 495

automated testing framework, 

adaptation of test-fisrt princi-

ple, 447–448

automated testing framework, 

effect on test-fisrt principle, 

446–447

basics, 52–53
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contracts, 185–186

cost of changes, 192

creating tests, 95–96

developer/tester collaboration, 

case study, 106–108

developer/tester collaboration, 

enablers, 99

developer/tester collaboration, 

inhibitors, 97–98

developer/tester collaboration, 

relationship, 105–106

DXP (Distributed Extreme Pro-

gramming), 555

frameworks, 81

frameworks, Web site sources, 

81

“hitting targets” metaphor, 

62

IONA technology’s extreme 

maintenance, 222–223, 

229

IONA technology’s extreme 

maintenance, problems, 

217

leasing application, 389–391, 

394–396

and refactoring, 141–142

software design, XP classroom 

usage, 275, 277–278

software development company 

(medium-sized), 429–430

software outsourcing company, 

369

steps, creating tests, 79–80

steps, determining what to test, 

80–81

test-infected code, aggressive test-

ing, 153, 154, 156

test-infected code, case study, 

JWAM, 156–157

test-infected code, case study, 

methods, 154–156

tools, 99

tools, JUnit and Test Mentor, 99, 

101–105

tools, requirements, 100

Universal user interface, unit test-

ing, 104–105

Up-front design

 

versus

 

 refactoring, cost of fixing 

errors curve, 191–193

 

versus

 

 refactoring, incremental 

design, 193, 194, 195–196

 

versus

 

 refactoring, incremental 

design, minimizing cost, 

198–199

 

versus

 

 refactoring, investment 

analogy, 197

 

versus

 

 refactoring, iterative 

design, 193, 194

User stories, planning game

complex XP projects, 582

contracts, 183

Gold Card implementation, 168

“hitting targets” metaphor, 62, 

65, 66

IONA technology’s extreme 

maintenance, 221, 228–229

multiyear development project, 

377–380

software design, XP classroom 

usage, 277

software outsourcing company, 

for future, 368

software outsourcing company, 

time estimates, 367–368

unit testing, 99

XP Game, 313–314

XP Game, common features, 

316
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V

Values (XP). See Communication; 

Courage; Feedback; Simplicity

Velocity

Gold Card implementation, 170, 

171–172

XP Game, 318–319

Visual inspection, XP testing, 73, 

78

Visual test representation, 101, 

104–105

W

Waterfall model, software develop-

ment, 193, 194

“hitting targets” metaphor, 59

WebART, 450, 451, 452

accessibility, 453

rules, 448–450

X

XP

documentation, versus no docu-

mentation, 6

life cycle cost, 5–6

measurements, 7

QA (quality assurance), 7

reasons for DXP (Distributed 

Extreme Programming) 

development, 553–555

“test first, code second,” 7

type of agile methodology, 18

XP and CMM (Capability Maturity 

Model)

basics, 484–486

development by Software Engi-

neering Institute, 484

KPAs (key process areas), basics, 

486

KPAs (key process areas), pur-

poses and goals, 487–491

XP challenges, 495–499

XP and continuous learning

coach role, 309

cost-effective sharing of learning, 

301–302

individual ability to learn, 

304–305

learning repositories, 302–303

study groups, 305–306

teamwork, 299–300

teamwork, issues, 307–309

XP and economics of flexibility

change, 504–505

current prices, 514–515

expiration dates, 514–515

flexibility, definition, 505–506

options, call, 514–515

options, financial to real, 

515–517

options, financial versus real, 546

options, in software development, 

examples, 506–507

options, large investments and no 

learning, 529–530

options, law of one price concept, 

522

options, real, 514–515

options, real-options thinking, 

results, 541–544

options, replicating portfolio con-

cept, 522

options, small investments and 

learning, 530–531

options, small investments and 

small releases, 527–529

options, traditional and flattened 

cost curves, 525–527
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options, two-stage project, 

532–540

options, XP’s technical premise, 

518–519

options, YAGNI principle, 

519–520, 523–527, 528

rational exercises, 515

strike prices, 514–515

valuation, DCF (discounted cash 

flow), 509–513

valuation, from traditional to real 

options, 513–517

valuation, NPV (net present 

value), 509–513

valuation, NPV (net present 

value), and large project 

investments, 530

valuation, PV (present value), 

509

valuation, quantifying capital 

investment value, 508–509

XP and SAPs (Semantic Analysis 

Patterns), 598

XP and scaling to large teams

hypothesis, 570

inability to scale, 570–572

inability to scale, solutions, 

loosely coupled teams, 

573–574

inability to scale, solutions, team 

coordination layer, 

574–577

XP classroom usage

clients/customers, 239–240

lectures using pair programming, 

240–241

practices, 238–239

for real business clients, history, 

251–253

for real business clients, planned 

experiments, 255–257

for real business clients, problems 

before XP, 253

for real business clients, risk man-

agement, 254–255

for real business clients, XP initial 

usage, 253–254

refactoring, 244–247

small releases, 242–244

software design, coding stan-

dards, 275, 277

software design, collective code 

ownership, 275, 282–283

software design, metaphors, 

276–277

software design, on-site custom-

ers, 275

software design, pair program-

ming, 275, 278–282

software design, procedures, 

274–276

software design, refactoring, 276, 

283

software design, small releases, 

276, 282

software design, survey questions 

about using XP, 275–276

software design, unit testing, 275, 

277–278

software design, user stories, 277

student opposition, 264–265

student opposition, pair program-

ming, 267

student perceptions, 262–263

student perceptions, pair pro-

gramming, 265–266

student pilot study, pair program-

ming, 268–269
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XP classroom usage, continued
student suggestions, pair pro-

gramming, 268

student support, 263–264

student support, pair program-

ming, 266

User Stories and Planning Game 

Tutorial, acceptance testing, 

293–295

User Stories and Planning Game 

Tutorial, basics, 287–288

User Stories and Planning Game 

Tutorial, planning, 288–293

User Stories and Planning Game 

Tutorial, user stories, 

295–296

values, 238–239

XP Game

acceptance testing, 317

estimations, risks, 315–316

estimations, time, 314–315

40-hour week, 319

game props bag, 313

role playing by developers/cus-

tomers, 312–313

role playing by developers/cus-

tomers, changing roles, 

317–318

short releases, 315

user stories, 313–314

user stories, common features, 

316

velocity, 318–319

XP in complex projects

overview, 579–580

planning games with story cards, 

582

project stage and baseline docu-

ments, 582, 583–585

roles, 580–581

system architecture, 585–587

XP measurements. See also specific 

types of testing

basics, 41–42

goal setting, 42–43

information collection, sources, 

43–45

tools for recording data, 

45–46

XP practices. See 40-hour week; 

Acceptance testing; Coding 

standards; Collective code 

ownership; Continuous code 

integration; Metaphor; On-site 

customers; Pair programming; 

Planning game; Refactoring; 

Simple design; Small releases; 

Sustainable pace; Unit testing

XP real-life experiences

challenges, background, 

412–416

challenges, future plans, 418

challenges, hypotheses, 412

challenges, overview, 411–412

challenges, positive/negative 

viewpoints, 416–417

Internet B2B start-up, back-

ground, 357

Internet B2B start-up, compari-

son of versions, 358

Internet B2B start-up, develop-

ment cost reduction, 359

Internet B2B start-up, develop-

ment rate increase, 358

Internet B2B start-up, future 

plans, 361

Internet B2B start-up, hypothe-

ses, 356
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Internet B2B start-up, implemen-

tation quality increase, 

360–361

Internet B2B start-up, overview, 

355–356

Internet B2B start-up, product 

quality increase, 360

Internet B2B start-up, release 

cycle reduction, 359–360

Internet B2B start-up, results, 

357

Internet B2B start-up, software/

business needs correlation 

increase, 359

Internet company, background, 

401–405

Internet company, development 

cycle flow improvement, 407

Internet company, development 

team responsiveness, 406

Internet company, documenta-

tion, 405

Internet company, error rate 

reduction, 406

Internet company, financial 

improvement, 407

Internet company, future plans, 

407–408

Internet company, hypotheses, 400

Internet company, overview, 

399–400

Internet company, results, 

405–406

Internet company, speed increase, 

406

leasing application, background, 

388–389

leasing application, coding stan-

dards, 389, 392–396

leasing application, collective 

ownership, 389, 392–396

leasing application, continuous 

code integration, 389, 

392–396

leasing application, 40-hour 

week, 389, 392–396

leasing application, future plans, 

396

leasing application, hypotheses, 

388

leasing application, metaphors, 

389–391, 394–396

leasing application, on-site cus-

tomers, 389, 392–396

leasing application, pair program-

ming, 389, 392–396

leasing application, refactoring, 

389–391, 394–396

leasing application, simple design, 

389–391, 394–396

leasing application, small releases, 

389–391, 394–396

leasing application, testing, 

389–391, 394–396

multiyear development project, 

background, 376–377

multiyear development project, 

effective XP practices, 

382–383

multiyear development project, 

future plans, 383–385

multiyear development project, 

hypotheses, 376

multiyear development project, 

overview, 375–376

multiyear development project, 

planning game, and direction 

of emphasis, 381
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XP real-life experiences, continued
multiyear development project, 

planning game, and func-

tional testing, 381–382

multiyear development project, 

user stories, and resulting 

coding standards, 

377–379

multiyear development project, 

user stories, of application 

functionality, 379–380

software development company 

(medium-sized), collective 

code ownership, 431

software development company 

(medium-sized), communi-

cation, 427–429

software development company 

(medium-sized), future 

plans, 432–433

software development company 

(medium-sized), hypothesis, 

422–424

software development company 

(medium-sized), overview, 

421–422

software development company 

(medium-sized), pair pro-

gramming, 425–426

software development company 

(medium-sized), planning 

games, 426–427

software development company 

(medium-sized), refactoring, 

430–431

software development company 

(medium-sized), simple 

design, 429

software development company 

(medium-sized), testing, 

429–430

software outsourcing company, 

acceptance testing, 368–369

software outsourcing company, 

background, 364

software outsourcing company, 

billing and contracts, 365

software outsourcing company, 

bug fixes, 368

software outsourcing company, 

final product, 370–372

software outsourcing company, 

future plans, 372

software outsourcing company, 

hypotheses, 363–364

software outsourcing company, 

interation planning, 365

software outsourcing company, 

metrics, 369–370

software outsourcing company, 

pairing with client develop-

ers, 367

software outsourcing company, 

self-evaluation, 370

software outsourcing company, 

small releases, 368

software outsourcing company, 

stand-up meetings, 366–367

software outsourcing company, 

team size, 365–366

software outsourcing company, 

unit testing, 369

software outsourcing company, 

use of OODBMS, 370

software outsourcing company, 

user stories, for future, 368
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software outsourcing company, 

user stories, time estimates, 

367–368

XP testers. See also specific types of 

testing

and QA, role with customers, 98

and QA, setting criteria, 89–90

role in complex projects, 581

XP tools

automated testing framework, 

445–446

automated testing framework, 

accessibility, 453

automated testing framework, 

advantages/disadvantages, 

452–453

automated testing framework, 

example, 450–452, 453

automated testing framework, 

functional and unit testing, 

adaptation of test-fisrt princi-

ple, 447–448

automated testing framework, 

functional and unit testing, 

effect on test-fisrt principle, 

446–447

automated testing framework, 

integration-level defects, 446

automated testing framework, 

unit-apparent problems, 

446

automated testing framework, 

unit-level defects, 446

automated testing framework, 

WebART, 450, 451, 452

automated testing framework, 

WebART, accessibility, 

453

automated testing framework, 

WebART, rules, 448–450

Holmes, architecture, 

475–478

Holmes, persistent storage, 

478–479

Holmes, structure, 472–474

Holmes, tuple spaces and Jav-

aSpaces, 475–477

Jester, accessibility, 460

Jester, advantages, 460

Jester, example, 457–460

Jester, features, 456–457

JWAM IntegrationClient, 

466–467

JWAM IntegrationServer, 

466–467

JWAM IntegrationServer, accessi-

bility, 469

JWAM IntegrationServer, advan-

tages, 468

JWAM IntegrationServer, exam-

ple, 467–468

JWAM IntegrationServer, related 

tools, 468

lightweight process tool require-

ments, 472

mock object generation, 439

mock object generation, example, 

440–443

mock object generation, Guard 

Generator tool, 443–444

mock object generation, Guard 

Generator tool, accessibility, 

444

mock object generation, Guard 

Generator tool, disadvan-

tages, 444
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XP tools, continued
recording data, 45–46

reification of continuous integra-

tion process, 464–466

XP values. See Communication; 

Courage; Feedback; Simplicity

Y

YAGNI (You Aren’t Going to Need 

It) principle, 519–520, 

523–527, 528
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