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Join Tokens
A Language Mechanism for Inter-object Interaction

TAKETOSHI NISHIMORI' and YASUSHI KUNOf

Object interactions are expressed as method invocation on most of current object-oriented
programming languages. As method invocation is asymmetric in that either one of interac-
tion objects invokes an interaction, it is difficult to express symmetric interactions depend on
objects statuses. To overcome the problem, we suggest “join tokens” mechanism for object
interactions. In join tokens mechanism, objects throw tokens into a token pool and interaction
methods are symmetrically invoked with tokens as method arguments at “ignition” operation,
in which tokens fulfill certain condition provided by interaction methods. To evaluate expres-
siveness and effectiveness, we implement a sample game on a programming language based
on join tokens, in which the game has interaction rules for a number of game objects. As a
result, join tokens makes it concise to express symmetric inter-object interaction.
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