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A
im

s
•T

o 
build 

a 
system

 
that 

m
akes 

cross-platform
 

U
ser 

Interface developm
ent a w

hole lot easier.
•T

o build a system
 that can tailor the U

ser Interface to a 
specific user’s needs w

ithout additonal w
ork by the 

program
m

er



W
hat The Project Involved

•Design of a Language to describe User 
Interface elem

ents

•A portable O
bject-O

riented Runtim
e 

environm
ent

•An easy way to port the system
 to either 

O
O

 or non-O
O

•A good deal of patience, thought and 
caffiene*.

*Or, if you choose to beleive Metrowerks - “Blood, Sweat and Code”



P
rototype B

ased O
O

O
bject

W
indow

W
arning

Alert

is a subclass of

is a subclass of
is a subclass of

O
bject

W
indow

W
arning

Alert

is a child of

is a child of
is a child of

C
lass B

ased O
Ohas a prototype of

has a prototype of

W
arning and A

lert are very sim
ilar.

T
o keep this structure, they m

ust be 
im

plim
ented seperately

but w
ith prototypes, just say that A

lert 
is W

arning’s prototype, and w
e have a 

relationship that keeps our tree! 



A
 S

im
ple S

yntax for creating a U
I

[Object:Window]:Warning
{

proto 
= 

[Object:Window:Alert];
};

        

//And for displaying a 
warning, we 

simply send a 
show

//message

[Object:Window:Warning].show(text 
= 

"Hello 
World!");



S
tatus of the L

anguage P
arser

S
u
p
r
e
m
e
l
y
 
M
i
c
r
o
s
o
f
t
e
d
.

i
.
e
.
 
i
t
 
d
o
e
s
n
’
t
 
w
o
r
k
 
p
r
o
p
e
r
l
y
.

M
a
i
n
l
y
 
d
u
e
 
t
o
 
i
s
s
u
e
s
 
w
i
t
h
 
f
l
e
x
/
b
i
s
o
n
 

a
n
d
 
M
a
c
O
S
 
X
.

S
t
i
l
l
 
h
o
p
i
n
g
 
t
o
 
m
a
k
e
 
p
r
o
g
r
e
s
s
,
 
b
u
t
 

w
a
s
n
’
t
 
h
i
g
h
e
s
t
 
p
r
i
o
r
i
t
y
.



S
tatus of the R

untim
e E

nvironm
ent

R
e
l
a
t
i
v
e
l
y
 
b
u
g
 
f
r
e
e

i
.
e
.
 
i
t
 
d
o
e
s
 
w
o
r
k
 
p
r
o
p
e
r
l
y
,
 
m
o
s
t
l
y
.

W
e
 
c
a
n
 
c
r
e
a
t
e
 
o
b
j
e
c
t
s
,
 
t
r
a
v
e
r
s
e
 
t
h
e
 

o
b
j
e
c
t
 
t
r
e
e
 
a
n
d
 
s
e
n
d
 
m
e
s
s
a
g
e
s
.

W
i
t
h
 
m
o
r
e
 
s
o
p
h
i
s
t
i
c
a
t
e
d
 
t
r
e
e
s
 
a
n
d
 

m
e
s
s
a
g
e
 
s
e
n
d
i
n
g
,
 
i
t
 
m
a
y
 
f
a
l
l
 
a
p
a
r
t
 

m
o
r
e
 
s
p
e
c
t
a
c
u
l
a
r
l
y
 
t
h
a
n
 
N
T
4
.



S
tatus of the D

em
o A

pp
C
a
r
b
o
n
i
s
e
d
 
M
a
c
O
S
 
X
 
A
p
p
l
i
c
a
t
i
o
n

(
s
h
o
u
l
d
 
A
l
s
o
 
r
u
n
 
u
n
d
e
r
 
M
a
c
O
S
 
<
=
 
9
)

C
r
e
a
t
e
s

•
O
b
j
e
c
t

•
O
b
j
e
c
t
:
W
i
n
d
o
w

•
O
b
j
e
c
t
:
W
i
n
d
o
w
:
A
l
e
r
t

•
O
b
j
e
c
t
:
W
i
n
d
o
w
:
W
a
r
n
i
n
g
 
(
w
i
t
h
 
p
r
o
t
o
t
y
p
e
 
o
f
 

O
b
j
e
c
t
:
W
i
n
d
o
w
:
A
l
e
r
t
)

s
e
n
d
s
 
a
 
s
h
o
w
 
m
e
s
s
a
g
e
 
t
o
 

O
b
j
e
c
t
:
W
i
n
d
o
w
:
W
a
r
n
i
n
g
 
w
i
t
h
 
t
e
x
t
 
=
 

“
H
e
l
l
o
 
W
o
r
l
d
!
”



S
o H

ow
 B

ig is it? (m
inus the parser)

[
l
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t
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t
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