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1. What do you think of the principles described? 
 I agree most of them, the middle part of the paper is more like software engineering topics. I think since it’s a object-oriented language, it should support object, modularity, classification, polymorphism, and factoring. For the Good design, I am afraid it’s not a easy task to accomplished. The more general a tool becomes, the more complexities the language designer needs to deal with. 
2. Are there any that you think are: 

· Wrong?

· Controversial? Good Design concepts are controversial, because the more general the language is, the more complexity we need to deal with while we are design such language. For my opinion, it would be hard to define how much minimum is set that the system is built with. 
· Dead on? 

· "motherhood and apple pie”? 

· missing? I think the author should talk more about how to help the user to debug. Because for my personal experience, it’s frustrating when I am doing debug. Doesn’t a good language provide a better/ easier way for debugging?
3. Which do you think are most/least important design criteria? 
I think Personal Mastery  is very important, as the end user development, the more and more end users need tools to help them create their own application, however you need a good interface to provide an develop environment which make sense to the end users. Therefore they can easily use the tools to deal with their tasks. The Operating system concept is also important because it provides an interface between users and the low level system details. Therefore the users can easily interact with the system level operation. Especially like storage management, the user don’t need to worried about the details allocate and de-allocate the memory used by the object, they can focus on their real task.
4. How do these principles relate to other design principles we have discussed in this class?
· Personal Mastery and Reactive Principle are similar to contextualize the system to user’s domain.

· Good design: metadesign, end user development. The system should provide user tools to give user the flexibility to modify and customize the system itself to fit user’s needs.
· Modularity is related to the intermediate component we talked in the class
5. Are you familiar with some other object-oriented language? How do they fare with respect to these design principles? Can you find comparisons between Squeak and this language? 
It has similar concepts as Java(as far as I know java). Such as object, storage management, messages, modularity, classification, polymorphism, and factoring. Java has eclipse as its user interface which is not built into java language itself. However I didn’t play with Squeak before, According to the squeak video we watched in the class, Squeak has a better user-interface than java, and it also hide the programming language details from the kids using it. Squeak provide a environment that are meaningful to the users’ domain.

