Assignment 13: “Design Principles Behind Smalltalk”
John Lansing
1. What do you think of the principles described?

I think they are pretty sound, and sound fantastic on paper. I like the idea of using what we already have, know, and love as the foundation of synthesized language. I like the notion of natural selection as applied to programming languages because I think it's a fact. The better languages are just more likely to win out, especially when everything is driven by big business.
2. Are there any that you think are: 

· Wrong? I'm not sure I would call this wrong, but I definitely have an issue with the notion of Polymorphism. If a program doesn't specify the representation of an object, then what does?
· Controversial? I would say the comment about there being no need for an operating system is definitely controversial. There will always be some programmers out there that like that level of control.
· Dead on? The vast majority of these I think are dead on.

· "motherhood and apple pie"? I'm not sure I know what this means.
· missing? Not that I can really think of. I think it's important to point out that it is probably impossible to please everyone. Purists don't like the thought of a watered-down anything, and non-programmers just want the job done. I think those two objectives are in high conflict with each other, thus we have a need for multiple languages.
3. Which do you think are most/least important design criteria?

I think the notion of objects is the most important design criteria. It's a very natural concept for people. It's a very powerful concept as well. Without self-contained objects, I'm not sure how reasonable it would be to expect anything of great significance out of non-programmers. 

I'd say the least important is the notion of polymorphism, and not being able to describe the representation of an object in a programming language. I say this is the least important just because I don't agree with it, and I'm not sure what else would describe the representation of an object.
4. How do these principles relate to other design principles we have discussed in this class? 

I think they relate by the notion of low threshold, high ceiling. The goal is to make these concepts easy enough so that anybody can do it, but it can take a lifetime to master and it allows you to do very interesting things. In practice however, while we've seen some success, this concept just seems like a holy grail to me.
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? 

I am familiar with C# and Java. They fare pretty well with respect to these design principles I would say. In relation to natural selection, we have seen Java over the last ten years replace C++ as a desired language. While the process is still going on, I think over the years this concept has proven again and again. I would also like to point out that in both of these languages, the representation of objects is defined by the programmer in the language itself. This goes along with my feelings that I think programming languages should do this.
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