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ForewordPrefaceSection 1 The Problem Chapter 1 Risk: The Basic Problem Chapter 2 A Development Episode
Chapter 3 Economics of Software Development Chapter 4 Four Variables Chapter 5 Cost of Change Chapter 6
Learning to Drive Chapter 7 Four Values Chapter 8 Basic Principles Chapter 9 Back to BasicsSection 2 The
Solution Chapter 10 Quick Overview Chapter 11 How Could This Work? Chapter 12 Management Strategy
Chapter 13 Faciloties Strategy Chapter 14 Splitting Business and Technical Responsibility Chapter 15 Planning
Strategy Chapter 16 Development Strategy Chapter 17 Design Strategy Chapter 18 Testing StrategySection 3
Implementing XP Chapter 19 Adopting XP Chapter 20 Retrofitting XP Chapter 21 Lifecycle of an Ideal XP Project
Chapter 22 Roles for People Chapter 23 20-80 Rule Chapter 24 What Makes XP Hard Chapter 25 When You
Shouldn’ t Try XP Chapter 26 XP at Work Chapter 27 Conclusion Annotated Bibliography Glossary Index
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10 Fine scale feedback* Pair programming* Planning game* Test-driven development* Whole teamContinuous
process* Continuous integration* Refactoring or design improvement* Small releasesShared understanding*
Coding standards* Collective code ownership* Simple design* System metaphorProgrammer welfare* Sustainable
PACE === === = o Coding* The customer is always available* Code
the Unit test first* Only one pair integrates code at a time* Leave Optimization till last* No OvertimeTesting* All
code must have Unit tests* All code must pass all Unit tests before it can be released.* When a Bug is found tests are
created before the bug is addressed (a bug is not an error in logic, it is a test you forgot to write)* Acceptance tests
are run often and the results are published
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