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Welcome!!

1 Wide industry representation
+ Provide insight on our plans
1 50% non - Microsoft content

1 Sharing ideas, debating approaches




A Little History

Charles Babbage Ada Lovelace

AThousands of languages R

A otds of great ideas (t

AMopefully most of t hey

Algol 60 was not only an improvement on its
predecessors, but also on nearly all its successors. 5
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Some Goals for the CLR / .NET

1 Modernize Microsoft programming interfaces
} Create a consistent programming interface
across all form factors
BDevice, desktop, server
 Stop building tons of forms packages (MFC,
Ruby (VB), etc)
 Allow developers to utilize their skills
orthogonal to language choice

BProvide a common platform for all languages
BCLI/CLS

 Improve productivity

, dat




Jason Zander

From: Christopher Brumme

Sent: Wednesday, February 04, 1998 2:16 PM

To: Archive: COM+ Runtime Reference Archive; COM Runtime Architecture Team; COM Runtime
Leads

Subject: Miscellaneous design decisions & some issues

Two Heaps

There is a GC heap where all COM+ objects are allocated. Nothing goes into the GC heap except for COM+ objects.
These objects are all self-describing in the manner necessary for tracing.

There is a second, fixed, ‘malloc’ heap. Structs, C++ arrays, etc. can be allocated here. Of course, if a COM+ object has
a field of type struct, we have a choice. The embedded struct can either be physically contained within the object, or it can
be stored separately in the fixed heap. The choice of which technique to use relates to how interior pointers are handled,
as discussed below.







