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INTRODUCTION

Welcome to Smalltalk/V and the world of object-oriented programming systems or,
more often, OOPS for short. You've joined the world's largest community of Smalltalk
users. Owners of Digiralk's Smalltalk/V are people, like you, who want to squeeze
maximum power and performance out of their MS-DOS, OS/2 and Macintosh
computers.

You're in good company. Smalltalk/V is found widely in academic and research
laboratories, R&D and product development departments of Fortune 1000 corporations,
systems development agencies in government as well as on home PCs for recreational and
entrepreneurial pursuits. Smalltalk/V applications have been developed in the areas of
simulation, expert systems, intelligent tutoring computer-based instruction, database
query interfaces, computerized typesetting and integrated programming environments.

Smalltalk/V is selected by so many for such diverse applications because Smalltalk is
both a powerful language—you can get a lot of activity out of a few lines of code—and
a powerful program development environment—software utilities help you to reuse as many
lines of pre-written code as possible and, once copied, to quickly edit and correct errors
in such code for your own program.

To encourage an exploratory "design-prototype-refine" approach to application devel-
opment, Smalltalk/V lets you edit and install small code modules without lengthy
compile and link sessions, building a program piece by piece and seeing the results
immediately. You experiment with bits and pieces of a program long before it is
complete, exploring ideas, structures and algorithms as the application takes form.

Except for a small kernel in machine language, Smalltalk/V is written in Smalltalk/V.
Commented source code for virtually the entire system is supplied in digestible chunks
of source code which you can reuse and modify in your applications.

Smalltalk/V features pure object-oriented programming, a revolutionary approach to
data abstraction, providing a new dimension in which to organize the elements of a
software system. For you, this means highly reusable software, truly generic code and the
opportunity to use a prototyping style of software development.

This book is intended for both people who have never used Smalltalk as well as
experienced Smalltalk programmers. It's organized into five parts:

• Part 1, Overview, introduces object-oriented programming through a
discussion of Smalltalk's big ideas and concludes with a comparison of
Smalltalk and Pascal versions of an example program.
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• Part 2, The Smalltalk/V Tutorials, is a series of tutorials that teach the
Smalltalk language through examples you run in the Smalltalk/V environ-
ment.

• Part 3, The Smalltalk/V 286 Reference, is a complete specification of
Smalltalk/V 286. You'll find summaries of Smalltalk's syntax and semantics,
descriptions of windows and menus that make up the environment, and a
rundown of the major building blocks (classes) included in the system.

• Part 4, The Encyclopedia of Classes, is a comprehensive, structured
description of the classes and methods in Smalltalk/V 286.

• Appendices cover advanced features such as writing your own Smalltalk
primitives and extensions in other languages and conclude with a detailed
cross-referencing Method Index and Index.

System Requirements

Smalltalk/V286 requires an IBM-PC, PS/2 or compatible, with an 80286 or 80386
processor and the following equipment:

• 1 Megabyte of RAM
• Hard disk and one diskette drive
• Monochrome or color monitor
• Graphics controller (either CGA, MCGA, EGA, VGA, Hercules, Toshiba, or

AT&T)
• PC-DOS or MS-DOS, Version 2.0 or later

The following items are optional:

• Expansion to 16 Megabytes of RAM (extended memory only)
• Mouse (highly recommended, Microsoft compatible)
• Floating point co-processor (80287 or 80387)

Before Starting

Before proceeding, please take a moment to make sure that you have the complete
Smalltalk/V 286 package:

• Two diskettes labeled Image and Source
• This book
• Registration Card
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The diskettes are not copy-protected. Using DOS disk copying utilities, you can make
one or several backup copies, as long as they are for archival purposes so you can protect
your investment.

The Smalltalk/V community is growing daily. Digitalk's user newsletter SCOOP, keeps
registered Smalltalk/V users informed of programming hints, product upgrade infor-
mation, bug reports, available Goodies packs, and special licensing and pricing
information. To make the most of your Smalltalk/V investment, and to enable us to
serve you more quickly when you need support, return the enclosed Registration Card
and join the Smalltalk/V community to stay well-informed.

Sign the Registration Card and mail it to:

Digitalk Inc.
9841 Airport Boulevard
Los Angeles, California 90045



Parti

Overview



1 INTRODUCTION TO THE SMALLTALK LANGUAGE

You do not have to read this chapter to get going with Smalltalk/ V. One legitimate school
of Smalltalk thought suggests that the best introduction to object-oriented programming
is simply to jump right in—to learn Smalltalk by experience. If this notion appeals to you,
proceed directly to Chapter 2. You may want to return here to supplement your
experience. But there is nothing in this chapter that you have to know to understand and
make effective use of Smalltalk/V.

If this were a book on driving a car, this Overview describes a bit of the "physics" behind
the car's engine, drive chain and suspension—hardly prerequisite knowledge to the act of
driving. But racing drivers will tell you that the more you know about how your car
works, the better you can drive it—knowing how to pull maximum performance from the
potential of the car's interacting component parts. If this notion appeals to you, proceed.

Smalltalk's Big Ideas

Smalltalk grew from a few powerful ideas.

• The most important component in a computing system is the individual
human user.

• Programming should be a natural extension of thinking.
• Programming should be a dynamic, evolutionary process consistent with the

model of human learning activity.
• A computing environment is both a language and a productivity enhancing

interface of programmer/user "power tools"—utilities to express yourself in
that language and to organize and flexibly use both procedural and factual
knowledge.

Smalltalk embodies these ideas in a framework for human/computer communication. At
the simplest level, Smalltalk is yet another programming language like Basic, C, Pascal or
Lisp. You will see in this chapter how you can write Smalltalk programs that have the
"look and feel" of conventional Pascal or other familiar programming languages.

You will also see how some thirty lines of Pascal, or less than twenty lines of "Pascalese"
Smalltalk, can be reduced to five lines of Smalltalk the way it is meant to be written. And
that's not five lines of dense, cryptic syntaxes like C or APL allows, coding shortcuts that
come back to haunt you in application maintenence and enhancement costs.


