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PREFACE

What makes an expert software designer? The typical
answer—experience and innate ability—is less than
satisfying. While it carries elements of truth, it offers
little from which we can learn and generalize. Experts
clearly do not just approach their work randomly.
Quite the contrary, they have specific habits, learned
practices, and observed principles that they employ

deliberately during their design work.

This book offers a look at those habits, practices,
and principles, one rooted in many years of studying
professional software designers and their ways of

working. It offers 66 “things that expert software



designers do,” each of which can be traced back to
academic literature that documents expert behavior and
each of which has been confirmed to us time and again

by those working in the field.

Some may be familiar, others not. Some are easily put
in practice, others not. Some have immediate impact,
others not. A constant, however, is that expert software
designers are keenly aware of all of these practices and

draw on them when the situation calls for it.

Today, software is no longer limited by technology, but
rather by imagination. Yet the software that turns the

imagined into reality can be complex, and the context



in which this transformation must happen can be even
more complex. This places extraordinary demands on
software designers, demands that can be met only if we
collectively “step up” to achieve sustained excellence

in design.

We hope this book plays its part.
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EXPERTS SOLVE
SIMPLER PROBLEMS FIRST

Experts do not try to think about everything at once.
When faced with a complex problem, experts often
solve a simpler problem first, one that addresses the
same core issue in a more straightforward form. In
doing so, they can generate candidate solutions that
are incomplete, but provide insight for solving the more

complex problem that they actually have to solve.




