
Intro to the Squeak environment



Getting Squeak

• http://www.squeak.org
• Read instructions for working in labs linked 

from course web pages.
– Save your Squeak image in your home directory
– To run Squeak directly in your network home directory, 

you will have to map a network drive (Squeak doesn’t 
like Windows share paths.)

• Environment takes some getting used to: start as 
soon as you can!



Squeak and mice

• Squeak needs 3 buttons; many Mac/Windows 
machines have fewer

• Name buttons by color
Windows mappings: usual meaning:
– Red left-click “move/select”
– Yellow right-click “context menu”
– Blue ALT + left-click “window/Morphic menu”

• See Guzdial p. 42 (or Squeak page linked from 
course web) for other platforms



Squeak quick start: overview

Goal: to get you up & coding quickly.

1. Create your own image
2. Create your own project
3. Bring up a workspace, browser, transcript
4. Evaluate some code in workspace
5. Define a class in browser



1. Create your own image

1. Red-click on 
desktop

2. Select “save as...”
3. Choose a filename.



Why create your own image?
• Actually, you don’t have to---Squeak allows you 

to undo any changes you make.
• But: I like having my own filename.

– Keeps me from confusing it with other people’s images, 
the standard image, etc.

• Delete old image to save space
– (can always re-download it)

• Drag and drop your image onto Squeak executable 
to run it.

• Remember to keep both .image and .changes



2: Create your own project

Choose “open” -> “morphic project”.

A little window will be created; this is an iconic view of your 
new project (initially empty)



Naming your project

To rename any window, click 
on its title bar and type in a 
new name.



Entering your project

You’ll get a blank desktop; this is your project.

To leave your project, red-click on the desktop 
and select “previous project...”

Red-click on your 
project icon and 
select “enter”.



Resizing your Squeak desktop

• Display can get messed up by some actions, e.g. 
window resize

• If you  mess up your display, red-click on the desktop 
and select “restore display”



3. Bring up workspace, browser, 
and transcript

1. Red-click your 
project’s desktop.

2. Select “open”

3. Select “workspace”.

4. Repeat 2 and 3 for 
“browser” and 
“transcript”.



4. Evaluate code in workspace

• Type in an arithmetic expression.
• Select it and press Alt-p (Command-p on Macs) to 

“printIt”
– (Make sure you use lowercase p!)



Executing code, ct’d

To execute code without printing the result, select 
it and press Alt-d (Command-d on Macs).

You can run all the examples from today’s 
handouts in the Workspace.



5. The system browser

methods
method categoriesclassesclass categories

Code 
entry 
pane



Creating a class: overview

a. Create a class category
b. Define a class
c. Define methods for this class
d. Try out the class by instantiating it and 

sending some messages



(a) Creating a class category

• Yellow-click on category pane
• Select “add item...”
• Type in a name and “accept”.  Your new 

category will appear in the category pane.



(b) Defining a class, part [1]
1. Red-click on your category.
2. An unfinished class declaration will appear in the code 

entry pane.
3. Change the “Object subclass #NameOfClass” line, 

replacing #NameOfClass with a class name, like “#Foo”.



(b) Defining a class, part [2]

4. Delete the class and instance variable names.
5. Use Alt-s (Command-s on Macs) to “Accept” 

your new class.
• Your new class should appear in the class pane.



(c) Defining methods [1]

1. Click on a category (e.g. “--all--”) in the method 
category pane.

– An unfinished method declaration should appear in 
the code entry pane.

2. Enter some method text. For example...



(c) Defining methods [2]

giveMe: aString repeated: numTimes
“Repeats a string multiple times”
| tempString |
tempString := ‘’.
numTimes timesRepeat: [

tempString := tempString , aString ].
^ tempString



(c) Defining methods [3]

• Pres Alt-s to “Accept”.
– You may be asked for your inititals.
– Your method should appear in the method pane
– A “not yet categorized” method category should be created.



(c) Defining methods [4]

• To define a method category, yellow-click 
on the category pane and select “new 
category...”



(c) Defining methods [5]

• You can assign your method a proper category by 
red-clicking on the method name, yellow-clicking 
to bring up a menu, then selecting “more...” -> 
“change category...”.



(d) Try out the class

• Go to your workspace or open a fresh one
• Type “x := YourClassname new.” (“Foo new” in 

this example).
• Select the text and doIt or printIt.
• Send a message to invoke the method you just 

defined.  See what happens when you printIt.



Conclusion: What next?

• Poke around in the System browser.  Get to know 
the Squeak fundamental libraries.

• Read the Guzdial book.  Learn about the drawing 
and Morphic libraries.

• Experiment with code fragments we give you in 
class.  If you want to know what X does in 
Smalltalk, try it out!


