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A look at DRY, WET, and AHA, three competing ideas on code duplication.
Summary (TL;DR)
Don't Repeat Yourself (DRY) is a software development principle stating that every piece of knowledge must have a single, unambiguous, authoritative representation within a system. Andy Hunt and Dave Thomas formulated it in The Pragmatic Programmer, applying it to database schemas, test plans, build systems, and documentation. When DRY works, changing one element does not force changes in unrelated elements, and related elements stay in sync.
Bertrand Meyer defined the single choice principle, a special case of DRY, as one module knowing the full list of alternatives, applied in Eiffel's design. WET, a backronym for write everything twice, is the opposing view, common in multi-tiered architectures where strings like a form field name get repeated across labels, tags, functions, variables, and queries.
Avoid hasty abstractions (AHA) argues that both WET and DRY can create rigid software. Engineers fall into the sunk cost fallacy and keep iterating on a bad abstraction. AHA says abstract only when needed and prefer duplication over the wrong abstraction. Cher Scarlett coined the term and Sandi Metz described the practice. Kent C. Dodds calls it optimizing for change first.
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"Don't repeat yourself" (DRY) is a principle of software development aimed at reducing repetition of information which is likely to change, replacing it with abstractions that are less likely to change, or using data normalization which avoids redundancy in the first place.


The DRY principle is stated as "Every piece of knowledge must have a single, unambiguous, authoritative representation within a system". The principle has been formulated by Andy Hunt and Dave Thomas in their book The Pragmatic Programmer.[1] They apply it quite broadly to include database schemas, test plans, the build system, even documentation.[2]  When the DRY principle is applied successfully, a modification of any single element of a system does not require a change in other logically unrelated elements. Additionally, elements that are logically related all change predictably and uniformly, and are thus kept in sync.[3] Besides using methods and subroutines in their code, Thomas and Hunt rely on code generators, automatic build systems, and scripting languages to observe the DRY principle across layers.



Single choice principle


A particular case of DRY is the single choice principle.  It was defined by Bertrand Meyer as:
"Whenever a software system must support a set of alternatives, one and only one module in the system should know their exhaustive list."[4] It was applied when designing Eiffel.



Alternatives



WET


The opposing view to DRY is called WET, a backronym commonly taken to stand for write everything twice[5] (alternatively write every time, we enjoy typing or waste everyone's time). WET solutions are common in multi-tiered architectures where a developer may be tasked with, for example, adding a comment field on a form in a web application. The text string "comment" might be repeated in the label, the HTML tag, in a read function name, a private variable, database DDL, queries, and so on. A DRY approach eliminates that redundancy by using frameworks that reduce or eliminate all those editing tasks except the most important ones, leaving the extensibility of adding new knowledge variables in one place.[6]
This conceptualization of "WET" as an alternative to "DRY" programming has been around since at least 2002 in the Java world, though it is not known who coined the term.[7]


AHA


Another approach to abstractions is to avoid hasty abstractions (AHA). AHA is rooted in the understanding that the deeper the investment engineers have made into abstracting a piece of software, the more they perceive that the cost of that investment can never be recovered (sunk cost fallacy). Thus, engineers tend to continue to iterate on the same abstraction each time the requirement changes. AHA programming assumes that both WET and DRY solutions inevitably create software that is rigid and difficult to maintain. Instead of starting with an abstraction, or abstracting at a specific number of duplications, software can be more flexible and robust if abstraction is done when it is needed, or, when the duplication itself has become the barrier and it is known how the abstraction needs to function. According to Kent C. Dodds, it is optimizing for change first, and avoiding premature optimization.[8][9]


The term was coined by software engineer Cher Scarlett and the practice was described originally by software engineer and author Sandi Metz as "prefer duplication over the wrong abstraction".[9]



See also



	Abstraction principle (programming)

	Code duplication

	Code reuse

	Copy and paste programming

	Database normalization and denormalization

	Disk mirroring

	Loop unrolling

	Redundancy (engineering)

	Rule of three (computer programming)

	Separation of concerns

	Single source of truth (SSOT/SPOT)

	Structured programming

	Two or more, use a for

	You aren't gonna need it (YAGNI)
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