Fscape from the Maze of Twisty




Class Library Overload
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Class Library Reference

Windows Presentation Foundation

Bt Framework30



Batteries Included




Batteries Included




GPS & Intellisense

Buena.Vista. St

: Drawlmage
e - Draws the specified image from

For 1 » 1 To 100
pic = Flickr.GetRandomPicture("raini

Desktop.SetWallPaper{pic)

' Display a thumbnail of the picture
GraphicsWindow. Or‘.{dmag”c_(pic , 0, © )
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Breadth & Hick's Law




Depth > Breadth*
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Depth > Breadth

DESIGNING
COGNITIVE CONTROL
AT THE
HUMAN/COMPUTER

INTERFACE




Fat classes = Skinny mixins (traits)

+Members/class decreases - -
e - -
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Fat classes = Skinny mixins (traits)

+Members/class decreases

+More reuse

- Maze of twisty traits!

- More depth
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Hide Depth

List everything as a choice!

Only “one” namespace

Infer dependencies



Hide Depth

trait Panel {}

trait Widget ({
ref Parent : Panel;

}

val myPanel = new Panel()
val myWidget = new Widget() { Parent = myPanel };



Hide Depth

trait Panel {}

trait Canvas :: Panel {}

trait Widget {
ref Parent : Panel;

}

trait CanvasWidget : Widget {
var Position : Point;
Parent <: Canvas;

val myPanel = new Panel()
val myWidget = new Widget() { Parent = myPanel };

myWidget.Position = new Point(100,100) ;



Hide Depth

trait Panel {}

trait Canvas :: Panel {}

trait Widget {
ref Parent : Panel;

}

trait CanvasWidget : Widget {
var Position : Point;
Parent <: Canvas;

val myPanel = new Canvas () ;
val myWidget =new CanvasWidget() { Parent = myPanel };

myWidget.Position = new Point(100,100) ;



Dealing with Breadth

Alphabetical Lists
Semantic Categorization

Search & Ranking!



Dealing with Breadth

Alphabetical Lists

Semantic Categorization
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Search & Ranking!

Automatic
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Trait Rank




Trait Rank

trait Duck */: Animal

def Quack -/: Animal +/++ Duck

Any animal can quack (but not likely).

Animals that quack are very likely to
be ducks.

Ducks like to quack.




Trait Rank

trait Duck */: Animal




Trait Rank

trait Duck */: Animal
def Quack -/: Animal +/++ Duck

$(Quack) >=k? x ¢p(Animal) [-]

d(Quack) >= k x ¢(Duck) [+]
d(Duck) >= k3 x ¢p(Quack) [++]




Trait Rank

Chance of animal to quack: k®
Duck: k

Animal already quacked once: k*

d(Quack) >=k® x ¢p(Animal) [-]

e d(Quack) >= k3 x ¢p(Duck) [+]
\

¢(Duck) >=k x ¢(Quack) [++]




Trait Rank

Can work deeply; i.e., on members

Shape2d : Shape [Surface[Dim +/: 2D]]



Demo

YinYang (RARR)
- Designed for tablets




