
Each�of�the�windows�shown�in�the�figure�belongs�to�some�subclass�of�Window;�the�subclass�handles�the�
specific�content.�In�figure�2,�for�example,�the�user�has�awakened�a�window�for�editing�the�text�of�a�class.�
Specific�to�this�content�is�the�ability�to�select�text�with�the�stylus,�scroll�the�text�up�and�down�by�entering�
the�scroll�bar�at�the�window's�left,�and�send�specific�editing�messages�by�entering�the�menu�at�its�right.�
The�class�has�thus�provided�a�simulation�of�itself�as�structured�text�(which�is�needed�for�printing�
anyway).�This�text�in�turn�furnishes�a�text�editor�to�display�the�text�and�allow�it�to�be�manipulated.�
Finally,�the�window�provides�a�spatial�channel�for�the�flow�of�information�in�both�directions�between�the�
user�and�the�subject�of�investigation.�As�shown�in�figure�2,�the�user�has�just�drawn�the�stylus�through�the�
text�of�the�message�show,�and�the�editor�has�responded�by�highlighting�the�text�and�noting�the�selection�
internally.�

In�figure�3,�the�currently�active�window�supports�freehand�drawing.�It�provides�a�large�menu�from�which�
to�choose�brush�shape�and�paint�tone�to�be�applied�when�the�stylus�is�depressed.�Another�window�
interfaces�to�one�of�the�character�fonts,�allowing�the�user�to�design�new�fonts�at�will.�Yet�another�
displays�the�time�of�day.�Each�of�the�windows�brings�its�own�semantics�to�the�uniform�"syntax"�of�stylus�
motion�and�keyboard�action�available�to�the�investigator.�In�this�way,�the�underlying�metaphor�of�

used�with�Smalltalk,�and�they�are�not�the�subject�of�this�
paper.

Figure�2.�Editing�text�
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