


























[ . THE HACKING TRADITION

Third, we can learn from product de-
signers who keep their studios stocked
with cannibalized parts by developing
tools that more fully embrace “design
by example modification” or “design
by example augmentation” as a funda-
mental strategy.

Finally, design tool research often
focuses on the construction of appli-
cations. The important epistemic and
pragmatic functions of shopping sug-
gest that tools that support search, se-
lection, and sharing of existing compo-
nents could be equally valuable.
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If you’re enjoying this issue
on hacking, you'll also enjoy

Opportunistic Software
Systems Development

The November/December ‘08 special issue from
IEEE Software magazine!

The opportunistic paradigm requires a major change of mindset
from designing and writing original software to a world of few rules,
theories, or recipes. Some titles to look for:

e “Pragmatic and Opportunistic Reuse in Two Innovative Startups”
e “Creative Thinking through Opportunistic Software Development”
¢ “Monoliths to Mashups: The Need for Opportunistic Integration”
e “Situated Software—Concepts, Motivation, Technology, and

the Future”

¢ “Balancing Opportunities and Risks in Component-Based Software

Development”
¢ And more ....

Check the IEEE Software Web site www.computer.org/software in
November or email software@computer.org and ask to be notified

when it’s published.
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