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Chapter 1

Introduction

This report introduce€AL, an actor language created as a part of the Ptolemy |l project
[1] atthe UC Berkeley. Itis intended primarily as a repository for technical information
on the language and its implementation and contains very little introductory material.
After a short motivation, we will outline the goals and the guiding principles of the
language design. This is followed by a short outline of the actor model that we the
programs written inCAL are embedded into, describing the kinds of assumptions an
actor may and may not, in general, make about it.

1.1 Actors and actor composition

Actors. In the context of this work, aactor is a description of a computation on
sequences dibkens(atomic pieces of data) that produces other sequences of tokens
as a result. It hasput portsfor receiving its input tokens, and it produces its output
tokens on itoutput ports

The computation performed by an actor proceeds as a sequence of atomic steps
calledfirings. Each firing happens in some acgiate consumes a (possibly empty)f. .
prefix of each input token sequence, yields a new actor state, and produces a it
token sequence on each output port.

Several actors are usually composed inteetwork a graph-like structure in which
output ports of actors are connected to input ports of the same or other actors, indicatin
that tokens produced at those output ports are to be sent to the corresponding
ports. Such actor networks are of course key to the construction of complex systems,
but we will not discuss this subject here, except for the following observations:

osition of

e A connection between an output port and an input port can mean different thila S. .
It usually indicates that tokens produced by the former are sent to the latter gﬁpupllng
there are a variety of ways in which this can happen: token sent to an input
may be queued in FIFO fashion, or new tokens may 'overwrite’ older ones,

8anunication
any other conceivable policy. It is important to stress that actors themselveg}ﬂgel

1The notion of actor and firing is based on the one presented,isftended by a notion of state ifi][



oblivious to these policies: from an actor’s point of view, its input ports serve as
abstractions of (prefixes of) input sequences of tokens, while its output ports are
the destinations of output sequences.

e Furthermore, the connection structure between the ports of actors does not ex-
plicitly specify the order in which actors are fired. This order (which may be .
partial, i.e actors may fire simultaneously), whether it is constructed at runti 8oupllng
or whether it can be computed from the actor network, and if and how it L act_or

lates to the exchange of tokens among the actors—all these issues are part %?tlll‘?éju“ng

interpretation of the actor network.

The interpretation of a network of actors determinessesmantics-it determines L
the result of the execution, as well as how this result is computed, by regulating the (';I%Wmunlgano_n
of data as well as the flow of control among the actors in the network. There are man eduling =
possible ways to interpret a network of actors, and we call any specific interpretati el of .
model of computatierthe Ptolemy project focuses on exploring the issues of mod(é%nputatlon
of computation and their composition, cf, [5].

As far as the design of a language for writing actors is concerned,the above def-
inition of an actor and its use in the context of a network of actors suggest that the
language should allow to make some key aspects of an actor definition explicit. These
are, among others:

e The port signature of an actor (its input ports and output ports, as well as the kind
of tokens the actor expects to receive from or be able to send to them.

e The code executed during a firing, including possibly alternatives whose choice
depends on the presence of tokens (and possibly their values) and/or the current
state of the actor.

e The production and consumption of tokens during a firing, which again may be
different for the alternative kinds of firings.

e The modification of state depending on the previous state and any input tokens
during a firing.

Actor-like systems. Itis often useful to abstract a system as a structure of cooperating
actors. Many such systems adatafloworiented, i.e. they consist of components
that communicate by sending each other packets of information, and whose ability to
perform computation depends on the availability of sufficient input data. Typical signal
processing systems, and also many control system fall into this category.

Writing actors is hard. Writing an actor in a general-purpose programming lan-
guage is of course possible, but most or all of the information that may be used to
reason about its behavior is implicit in the program and can only be extracted using
sophisticated analysis, if this is at all feasible.

Furthermore, actors often need to be run on different platforms. For instance, if
actors are used in the design of an embedded system, they need to run in a modeling



and simulation environment (such as Matlab or Ptolemy) as well as in the final product.
Being able to use the same description of the actor functionality in both cases improves
productivity and reduces the probability of errors.

1.2 Language design: goals and principles

Designing a programming language is an exercise in balancing a number of sometimes
contradicting goals and requirements. The following were the ones that guided the
design ofCAL.

Ease of use. CAL is intended to be a programming language, not an intermediate
format or a representation for automatically generated code. Since we want people
to actually write code in it, the notation must be reasonably convenient to write, with
meaningful syntax rules, keywords, and structures. Because people make mistakes, it
needs to be sufficiently redundant to allow effective error detection and localization,
but simple and concise enough for frequent use, especially in frequently used areas.

Minimal semantic core. In spite of being a full-fledged programming language, we
wanted to buildCAL on a very small set of semantic concepts, for a number of reasons.
First of all, being able to describe a large part of the full language through reductions
to a smaller language makes the definition of language semantics much easier. From
a practical perspective, this simplifies compiler construction—if there is a generic pro-
cedure that transforms any program into an equivalent program in the core language,
then all it takes in order to compile the full language to any given platform is a code
generator for the code language. This led to the designafCoORE (cf also part??),

and much of the implementation 6L is based on this concept (cf]).

Focus and specificity. CAL is a domain-specific language, that is aimed at providing

a medium for defining actors. It was very important to draw a clear line between those
pieces of functionality that were deemed to be part of an actor definition and those that
were not. For example, in addition to clearly actor-specific structures such as actions
and input/output patterns/expressions, expressions and statements were considered to
be essential to defining an actor. On the other hand, there are many thin@xthat
explicitly doesnot contain, such as facilities for defining new types, concepts for con-
necting actors, or mechanisms to aggregate actors into composites. The fastithat

is explicitly agnostic about these issues makes it possible to use the language in a wide
variety of contexts, which may provide very different designs in those areas.

Implementation independence and retargetability. Even though our first target for
CAaL actors is the Ptolemy Il platform, we want the language to be retargetable, in the
following two senses: First, we would like to be able to take an actor written, say,
for Ptolemy Il and be able to compile it to some other platform, say to some C code
that runs against a different API. Secondly, we would like to enable other people to
embedCAL into entirely different, but still actor-like, contexts, which have different



kinds of objects (and types), different libraries, different primitive data objects and
operators. Here, we would not necessarily try to reuse the actor libraries written for
other platforms (although some interesting subset might still be sufficiently generic to
be reusable)—instead, we would reuse @ framework, i.e. its infrastructure such

as parsers, transformers and annotators, verification and type checking, code generation
infrastructure etc. This is wh@€AL does not have a type system of its own, but relies

on the environment to provide one (cf. sectighandC for more information). We

hope that this will allow the use d@AL in a very wide range of contexts, from full-
fledged component models (such as JavaBeans) to very resource-constraint embedded
platforms.

Making relevant design knowledge explicit and manifest. The key goal ofCAL

is to enable the author of an actor to express some of the information about the actor
and its behavioral properties that are relevant to using the actor (e.g. the verify its
appropriate use inside a model, or to generate efficient code from it), but that would be
only implicit in a description of the actor in a 'traditional’ programming language such
as C or Java.

1.3 Platform independence and compatibility

CAL is intended to be adaptable. to a variety of different platforms. There are a number
of ways to interpret the term 'platform independence’, and since this is a very impor&?ﬁ ons of
aspect of the design &AL, we will discuss our approach to this issue in this sectior: natiorm
For example, it could mean thabdewritten in a language can be run on a Varil_ndependenf:.e
ety of platforms (which is the interpretation chosen, e.g., in the implementation of¢Rge Portability
Java programming language). One common approach to achieve code independence
would be to define a virtual platform that promises to be implementable in various en-
vironment. If this platform is a runtime platform (rather than a source-code level API),
this makes not only the source code, but also of the compiled target portable across

) ; : . source vs target
platforms. This has the obvious advantage of (at least potentially) making every PIECE  rtabilit
of code that is ever written against the virtual platform portable to any implementa- P y
tion, increasing reuse and avoiding fragmentation of the user base. There are, however,
downsides to this approach. First, it requires a delicate balance between including all
possibly desirable features and selecting those that can be implemented on a wide va-
riety of platforms. If the target platforms are reasonably similar, this may not be a
problem, but to the extent that the targets vary, some of them may prevent the inclu-
sion of features that would be very useful on others, resulting in a greatest common
denominator design. Second, requiring code and APIs to be independent of any spe-
cific platform also makes it harder or impossible to take advantage of platform-specific
features.

Another interpretation of the term focuses on lweguageand its concepts, rather

than the code written in the language. The C language is an example of this: it pr0\|/ Hage
a set of basic concepts, but it leaves many details open to specific implementat[?@ﬁga}b'“ty
such the sizes and representations of basic data types, and of course the set of library
functions used to create programs. As a result, C code itself is not portable, but relies



on the presence of a specific set of libraries, and may rely on a specific representation
of the data objects. Of course, techniques exist to improve code portability, such as
standardization of library sets, and abstraction mechanisms that deal with different
data representations. But the general problem with this approach is, of course, that
code written in a language is not automatically portable. The advantage, however, is
that the language as well as code written in it may be tuned to exploit the specific
features of a platform.
The design ofCAL tries to realize this latter form of portability. The reason is th , .
we intend the language to be used on wide variety of different platforms, and that W%%i'os T‘.O“O” of
not believe that there is a single abstraction that does justice to all of them—particuPa%i"‘b'“ty
because for some of them, performance of the generated code is a very high priority.
Nonetheless, portability of source code as well as target code remains a concern.
We intend to improve source code portability by definprgfilesfor certain classes
of platforms, which define things like type systems, basic function and procedur8
braries and the like. But these will be based on our experiences with the Ianguagéo
various scenarios, and thus are a second step in the development of the language and
its environment. As for target code portability, it seems more reasonable to use exist-

Iatform
fles

ing infrastructure (such as the Java VM, or the Common Language Runtime) Whe,tg\;_gftlng rtual
possible, rather than developing one from scratch. existing virtua
platforms

1.4 Outline

The remainder of this document is structured as follows. In pawe will describe

the CAL language, i.e. its syntax and whatever semantics is associated with it. Part
?7? describesCAL CORE, the core language th@aL is built on. Since it is a subset of
CAL, its description is already included in pairt but this part will define the subset,
and outline the transformations needed to turn a program in the full languadesinto
CoRE. The appendices provide additional information on the standard environment of
CAL, which is its Ptolemy platform binding.
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RATIONALE.
Throughout this report, selected aspects of the language design will be discissed
in these boxes, presenting the rationale for the decisions made in the specific ¢ases.
These discussions are mainly of interest to language implementors and people
interested in the language design. Users only interested in the mechanics gf the
language may safely ignore them.

IMPLEMENTATION CONSIDERATIONS

Similarly, discussions of implementation techniques, or aspects of the language
that require particular consideration when implementing the language on gome
platform are set in these boxes.
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Chapter 2

Introductory remarks

Throughout this part, we will present fragments@{L syntax along with (informal)
descriptions of what these are supposed to mean. In order to avoid ambiguity, we will
now introduce a few conventions as well as the fundamental syntactic elements (lexical
tokens) of theCAL language.

2.1 Lexical tokens

CAL has the following kinds of lexical tokens:

Keywords. Keywords are special strings that are part of the language syntax and are
consequently not available as identifiers. Appentlilists the keywords oCAL and
their use.

Identifiers. Keywords, strings of digits etc. may be escaped by backslashes to form
identifiers. any string of characters !, @, #, $,)%,, *, /, +, -, =, <, >, ?,~, |.

Delimiters. (), {, },[1

Comments. Comments are Java-style, i.e. single-line comments starting with “//”
and multi-line comments delimited by “/*” and “*/".

13



RATIONALE.
The reason for allowing identifiers to essentially be any sequence of charagters
(by providing an 'escaped’ identifier syntax) is thaAL is intended to interop-
erate with as many other languages as possible, and therefore cannot assume any
particular identifier syntax.
We expect that most applications will be using C/C++/Java-style host envifon-
ments, and thus the lexical conventionsGsfL are very similar to those found in
these languages. But we did not want to exclude other environments just by & too
restrictive choice of the identifier space.

2.2 Typographic conventions

In syntax rules, keywords are shownboldface, while all other literal symbols are
enclosed in single quotes.

In examplesCAL code is representadonospaced . Semantical entities, such as
types, are satalic.

2.3 Conventions

We use a form of BNF to describe the syntax rules. Literal elements are put on quotes
(in the case of symbols and delimiters), or set in boldface (in the case of keywords).
An optional occurrence of a sequence of symbblis written as[A], while any num-

ber of consecutive occurrences (including none) are writtef4gs The alternative
occurrence of eithed or B is expressed a4 | B.

We often use plural forms of non-terminal symbols without introducing them ex-
plicitly. These are supposed to stand for a comma-separated sequence of at least on
instance of the non-terminal. E.g.,Af is the non-terminal, we might usés in some
production, and we implicitly assume the following definition;

As—A{"’A }

In the examples we will give in this report, we will assume the 'usual’ interpretation
of expression literals and mathematical operators, even though strictly speaking these
are not part of the language and depend on the environment. A specific implementation
of CAL may not have these these operators, or interpret them or the literals in a different
manner.

14



Chapter 3

Data types

The actor language itself is almost totally agnostic with respect to the type system
used—the type system is considered part of the external environment that we try to keepn

2l i . ; minimal
CAL actor specifications orthogonal to. To achieve thisl provides several ways to ltrop t
express types, and a few basic types (some of which are parametric) that are us%ﬁ 4P type
part of some language constructions. There are also some framework rules on howts™
type checking/inference is to be conducted, which will be discussed in s€cfion

3.1 Type formats

There are three basic ways to express typdsAn, and addtionally four special syn-
taxes for common cases. The basic forms of types look like this:

Type— ID
| ID ' TypePars 7
| ID '( [TypeAttr {') TypeAttr }] )

TypeAttr — ID " Type
| ID '=" Expression

A type that is just an identifier either refers to a type parameter (if it occurs in the
type parameters list of the actor), or it denotes the name of some other non-parametric
type. Examples may b®tring , Integer

The formT [T}, ..., T,,] is intended to stand forarametric typel” taking the types
T; as parameters. Such parametric type is also callggeaconstructar The built-in

types are of this kind, e.d.ist[Integer] is a list if elements of typnteger , or
Map[String, Real] is a finite map from keys of typString  to values of type
Real .

The next form can be thought of as a more general version of the previous one,
where the type constructor has named parameters that may be bound to either types or

15



values. Forinstance, the typtatrix[element: Real, width = 4, height
= 5] might be the type of all matrices of real numbers of a certain size.

The identifier starting each type is called tigpe name-the name of the type
Integer is Integer , the name oList[Integer] is List , and the name of
Matrix[element: Real, width = 4, height = 5] isMatrix . These
type names are important for type checking and the related operations on types—cf.
section3.5.

Type —
| [ [Types] T
|'l ID " —"Type {’) ID ' —'Type }]| [ [Types]’-->" Type T
| [ [Types] -->"7T

The form[T1, ..., T,,] last two forms are shorthand notations for often-used built-in
types—cf. the next section.

It is important to emphasize again that most of these types reunditerpretedoy
CAL in the sense that their meaning and their relation to each other is specified by the
environment. The only exceptions to this rule are built-in types.

3.2 Built-in types

Built-in types are the types of objects created as the result of special language construc-
tions, usually expressions. The following are built-in type€ix.:

e Null —the type containing only the valuill.
e Boolean —the truth valuesrue andfalse

e ChannellD —the data type comprising the identifiers of channels. Most likely
this will be a synonym for some other simple type, like the one of integer or
natural numbers.

e Collection[T] —a finite collection of elements of tygg.
e Seq[T] —a sequence (finite or infinite) of elements of type

e List[T] —finite lists of elements of typ&'. Lists are subtypes of the corre-
sponding sequences and also subtypes or the corresponding collections, i.e.

List[T] < Seq[T], List[T] < Collection|T|
e Set[T] —finite sets of elements of tyde. Sets are subtypes of the correspond-

ing collections, i.e.
Set[T] < Collection[T)]

e Map[K, V] —maps from keys of typ& to values of typd/.

16



o [T1, T2, ..., Tn] —product type of the type¥1, ..., Tn, i.e. the type of
tuples of these types.

e Function[T1, T2] —function closures (the result of lambda-expressions,
cf. sectionb.8.1) taking arguments ifi'1 and returning values i2. For brevity,
this type can also be written §$1 -- > T2], or, if T'1 is a product type
(T11,...,T1n), as[T11, ..., Tln -- > T2].

e Procedure[T] —block closures (the result of proc-expressions, cf. section
5.8.2 taking arguments irf". For brevity, this type can also be written as
[T-- >] or, if T isaproduct typéT'l,...,Tn], as[T1, ..., Tn -- >].

e Actor[T1l, T2] —action closures (the result attor-expressions, cf. section
5.8.3. The typesI'l andT2 are tagged tuple types, identifying the input and
output ports and their types.

e InputPort[tokenType : T, multi = E] —the type of an input port
whose token type i§" and which is a multiport if the boolean expressibris
true, a single port otherwise.

e OutputPort[tokenType : T, multi = E] —the type of an output
port whose token type i& and which is a multiport if the boolean expressign
is true, a single port otherwise.

Note thatCaL does explicitly not define primitive numeric types, strings etc. The
choice of these types, as well as the operations on them is left to the environment. The
only built-in support for these types are the literals which are a result of the lexical
scanning of the actor text. Interpretation as well as type assignment to these literals is
left entirely up to the environment. See sectioffor more details, including a design
rationale.

3.3 Structured types and locations

Most data objects contain other data objects—consider e.g. lists, which contain their
elements. An object that contains other objects is calt@dpositeor structured and .
so is its type.CAL provides a general mechanism for identifying and retrieving sut T“pos'te
contained objects of structured objects, calledexing The basic idea is that each’ jects
contained object is at sonh@cationrelative to the object that contains it. This location
is defined by some other object, or tuple of objects, callemhiexor indices—e.g., in locations
the case of lists, the locations are defined by the natural numbers behaedn — 1,

if the list is of lengthn.

Indices are not restricted to be numeric, in fact they could be any kind of object.
Which indices are permissible, or if indexing is supported at all, depends on each! éﬂges of any
ticular structured type. For instanceMap[K, V] from a key typeK to a value type
V accepts as indices objects of tyldeand indexing is simply the application of the
map.

Indexing is not restricted to just one index—a data type, such as arrays, may Su?r?lﬂgple indices

17



any number of indices, which is equivalent to a single index tuple.
The following CAL types support indexing:

Seq[T] —index type is the natural numbers.

Mapl[K, V] —index type iK.

TaggedTuplel...] —index type isString , the tags are the locations.

Abstractly, indexing is the invocation of a special function, iheéexerof a given
datatype. The type of the resulting expression may depend on the number and types of
the indices, and of course also on the indexed object.

3.4 Mutable types

Some structured types allow tineodificationor mutationof an object, i.e. changing
the object at some location inside it. Such a type is cattethble and so is an object
of that type.

Mutating objects without any restrictions would be a technique that would render a
program essentially unanalyzable in the general case. For this réasoimposes a
number of constraints on the ability to use this feature, which will be discussed in the
context of mutable variables in sectiohsgl.1and8.2.2

Syntactically, mutation takes the form of endexed assignmerdguch as this:
afil = x*y
Of course, the type & must be a structured type that supports mutationj amaist be
a valid location for that type (and object). After this assignment executed, the location
i of the object contained ia is guaranteed to contain * vy .

However,CAL makes no guarantee that the various locations of an object are inde-
pendent, i.e. that all other locations remain unaffected by an assignment. A structured
mutable type whose locatiorsse independent is calledrthogonal  or free —all

predefined types i€CAL that are required to support mutation are of this kind. Thegghogonal/free
are: types

o List[T]

e Map[K, V]

3.4.1 Assigning to and from mutable variables

In order to be able to reason about the actor state, and to facilitate program transformations,
CAL is designed to avoidliasing of stateful structures. In other words, if a structurg® 212sing
can be mutated, no two variables may point to it at the same time.

Therefore, when assigning a data structure to a mutable variable, that data structure
must be cloned. Of course, this cloning operation can occur on demand, or Ia%i?nmg

whenever the data structure, or a part of it, is mutated. Whichever implementatiqui? cloning

1n fact, it must be deeply cloned, up to the point where mutations can occur.

18



chosen, mutations via a mutable variable must never have an effect on the value of
other variables.

Similarly, when assigninffoma mutable variable, the structure assigned is concep-
tually copied, so that subsequent mutations of it are not visible via the new variable.

4 N
IMPLEMENTATION CONSIDERATIONS

This may pose difficult implementation issues. Consider the following example:

mutable List[Integer] a = ...;
List[Integer] b := f(a[7, 1111]);

Let us assume that the indexer with two argumentsish s computes the sublist
from the first index to the second, inclusive, i&7, 1111] computes a list
of length 1105 elements. A naive implementation would do just that, i.e. actually
create the sublist. However, if the sublist is only an intermediate value in|the
computation of , this would be very wasteful, e.g. in this case:

function f(List[Integer] v)-->List[Integer] :
[#v]
end

Here,f returns a list of length 1 whose only element is the length of its parameter
list.
Alternatively, a sublist could be represented by a special sublist-object that is
backed by the original list, thus avoiding the explicit construction of the new stiuc-

ture. However, consider gndefined like this:

function f(List[Integer] v)-->List[Integer] :
v
end

Now, f returns its parameter directly, with the consequence that whenever the
original list, the one that is the value of the mutable variahlis changed, so will
be the value ob, because its implementation is backed by the original list.
Obviously, an implementation that tries to achieve good performance therefore
needs to do some bookkeeping of which parts of a data structure could be mutated,
and when these get assigned to some variable, either clone them immediately, or
mark them for cloning in case they should ever be mutated. In either case| the
behavior must be as if the mutable data structure was cloned right away.

\_ /

3.5 Type checking framework
This section presents the operations that any given type system needs to provide in

order to embedCAL into it. These operations, together with the basic minimal type
system presented in sectiB?, constitute theCAL type framework. This framework
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defines alass of type systemeiz. all those that contain the basic types and provide
the following operations. Any embedding 6fAL into a programming language, or
any standalone implementation of it, will define a particular instance in this class.

In the following, we will assume variables sughandT; etc. represent definite
types, whileC', C; etc. represenype constructord.e. the type name of parameterized
types. The set of all types is calléd

Type ordering. The set7 is partially ordered, i.e. there is a relatiensuch that the
following holds for anyl’, Ty, 15,13 € T

1. Reflexivity: T < T
2. Anti-symmetry: IfT} < T, andTy < T3 thenTy = Ts.
3. Transitivity: If T} < T, andT; < T3 thenTy < T3.
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Chapter 4

Structure of an actor

Actors are the largest lexical units of specification and translation. The basic structure
of an actor is this:

Actor — actor ID
['T TypePars T ]'( ActorPars ')’ I0Sig
{ ActorStateVarDec] ActionRule| InitializationRule}
[SelectorDef]
{ StateVarDec| ActionRule| InitializationRule}
end

TypePar— ID [’ <’ Type]
ActorPar— Type ID ['=" Expression]
I0Sig — [PortDecls] - =’ [PortDecls]
PortDecl— [multi] Type ID

ActorStateVarDecl- SimpleStateVarDecl '}’
| FuncProcVarDecl [';]

The header of an actor contains optional type parameters and actor parameters, and
its 1/0 signature. This is followed by the body of the actor, containing a sequence of
state declarations (sectiér?), actions (sectiof), initialization rules (sectiof.2), and
at most one selector definition (sectiorg).

Type parameters are variable symbols that are bound to types when the achrés arameters
instantiated. They can be used like any other type inside the actor definition. Each Y)Ppep
parameter may be optionalboundedi.e. they may be associated with some type. In
this case, the actual type that this parameter is instantiated to is required to be a SJ%%
of the bound (including the bound itself).

By contrast, actor parameters aralues i.e. concrete objects of a certain type
(although, of course, this type may be determined by a type parameter). They are bé)éjtg(rtl

to identifiers which are visible throughout the actor definition. Conceptually, these are
parameters

gounds
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non-assignable and immutable, i.e. they may not be assigned to by an actor.

IMPLEMENTATION CONSIDERATIONS

A specific implementation such as the one in Ptolemy might change these pgram-
eters, for example in response to user interaction during design. For this to make
sense inCAL, the implementation has to ensure the consistency of the actor state
with the new parameter values.

The 1/O signature of an actor specifies the input ports and output ports, including
their names, whether the port is a multiport or a single port, and the type of the tokens
communicated via the port. While single ports represent exactly one sequence of inpu
or output tokens, multiports are comprised of any number of those sequences (cs&ﬁ')?ge ports vs
channelsincluding zero. muftiports

The names of the ports are visible as variables inside the actor definition. If the
token type of the port i, the type of the port name Bort[T] for single ports
andMultiPort[T] for multiports, respectively. So an input port is really a mapping
from channel identifiers to sequences of tokefis makes all the usual facilities for
maps available for dealing with portdom p computes the set of channel identifiers
defined for the porp, p[a] is the channel of pont identified bya.

INote that the nature of channel identifiers is unspecified, and depends on the environment (cf. section
C.2.2.
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Chapter 5

EXxpressions

Expressions irCAL are side-effect-free and strictly typed. In the following we will
define an expression by its typing rules and by a description of how its value is deter-
mined.

The following gives an overview of the kinds of expressions and expression syn-
taxes provided byCAL.

Expression— PrimaryExpressiof Operator PrimaryExpressign

PrimaryExpression- [Operator] SingleExpression

{’( [Expressions]’)’ | [ Expressions ]’ }
SingleExpression- [old] ID

| ExpressionLiteral

| 'C Expressions )’

| IfFExpression

| LambdaExpression

| ProcExpression

| ActorExpression

| LetExpression

| ListComprehension

| SetComprehension

| MapComprehension

We will now discuss the individual kinds of expressions in more detail.

5.1 Literals

Expression literals are constants of various types in the language. They look as follows:

23



ExpressionLiteral- IntegerLiteral DecimalFractionLiteral
| StringLiteral
| true | false| null

The type oftrue andfalseis Boolean , the type ofnull is Null .

The exact types of the other literals is determined by the environment (cf. section
C.2.1), but obviously the intuition behind them is that they represent the integers, the
real numbers, and character strings, respectively.

RATIONALE.
We are not committing to particular types for the numeric literals because we want
to keep the requirements on the type system as small as possible, to allow|for a
wide range of applications. For example, some implementations may have [pnly
integer numbers up to a specific word size (say, 32 or 64 bits), while others have
variable-sized integers. Such an implementation may want to assign a specific
type to an integer literal depending on its numeric size—e.g., it may make it an
object of typelnteger32 if it fits into 32 bits, and of typdnteger ifitis
larger than that.

5.2 Variables

Variables are placeholders for other values. They are said boiedto the value that
they stand for, the association between a variable and its value is cédllediag

CaL distinguishes between different kinds of bindings, depending on whether they
can be assigned to, and whether the object they refer to may be mutated (cf. sections
3.4and8.2.2. The kind of binding is determined by the way a variable is declared.
There are the following kinds of variable declarations:

e explicit variable declarations,

actor parameters,

input patterns,

parameters of a procedural or functional closure,

variables assigned to by a guarded assignment.

Variables declared as actor parameters, in input patterns, or as parameters of a pro-
cedural or functional closure are neither assignable nor mutable.

Variables declared in the head of a clause of a guarded assignment are assignable
but non-mutable.

The properties of a variable introduced by an explicit variable declaration depend
on the form of that declaration.
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5.2.1 Explicit variable declarations

An explicit variable declaration can take one of the following forms, wieiea type,
v an identifier that is the variable name, @adn expression of typ€:

e T v—declares an assignable, non-mutable variable of Tyméth the default
value for that type as its initial value. It is an error for the type not to have a
default value.

e T v := E —declares an assignable, non-mutable variable of fypéth the
value ofE as its initial value.

e mutable T v := E —declares an assignable and mutable variable of Type
with the value ofE as its initial value.

e mutable T v = E —declares an non-assignable and mutable variable of type
T with the value ofE as its initial value.

e T v = E—declares a non-assignable, non-mutable variable of Typéh the
value ofE as its initial value.

Variables declared in any of the first four ways are cafitate variablesbecause
they or the object they are containing may be changed by the execution of a statement.
Variables declared in the last way are referred to@s-state variables

Explicit variable declarations may occur in the following places:

e actor state variables
e thevar block of a surrounding lexical context
e variables introduced by lat-block

While actor state variables and variables introducedvarablock can be state vari-
ables as well as non-state variablekgteéblock may only introduce non-state variables.

5.2.2 Variable scoping

The scope of a variable is the lexical construct that introduces it—all expressions and
assignments using its name inside this construct will refer to that variable binding,
unless they occur inside some other construct that introduces a variable of the same
name.

In particular, this includes the expressions that are used to compute the initial values
of the variables themselves. Consider e.g. the following group of variable declarations
inside the same construct, i.e. with the same scope:

Integer n = 1 + Kk,
Integer k = 6,
Integer m = k * n
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This set of declarations (of, in this case, non-mutable, non-assignable variables, al-
though this does not have a bearing on the rules for initialization expression depen-
dency) would lead td& being set to 6n to 7, andmto 42. Initialization expressions
may not depend on each other in a circular manner—e.g., the following list of variable
declarations would be malformed:

Integer n = 1 + Kk,
Integer k = m - 36,
Integer m = k * n

More precisely, a variable may not be in its odapendency setntuitively, this
set contains all variables that need to be known in order to compute the initialization
expression. These are usually fiee variables of the expression itself, plus any free
variables used to compute them and so on—e.g., in the last exdog#pended om
becausenis free inm - 36, and sincamin turn depends ok andn, andn onk, the
dependency set & is {m k, n}, whichdoescontaink itself and is therefore an error.

This would lead to defining the dependency set as the transitive closure of the free
variable dependency relation—which would be a much too strong criterion. Consider
e.g. the following declaration:

[Integer --> Integer] f = lambda (Integer n) --> Integer :
if n =0 then 1 else n * f(n - 1) end
end

Here,f occurs free in the initialization expressionfafwhich is clearly a circular
dependency. Nevertheless, the above definition simply describes a recursive function,
and should thus be admissible.

The reason why may occur free in its own definition without causing a problem is
that it occurs inside a closure—thalueof f need not be known in order to construct
the closure, as long as it becomes known beforeuseit—i.e. before we actually
apply the closure to some argument.

We will now define the dependency g8} of a variablev among a set of variables
V that are defined simultaneously in the same scope.

Definition 1 (D,—the dependency set of a variable). We assume that we have
computed the setg, of all free variables in the definition ef andl,, which is them-
mediate dependency s#tv, and which is defined as the subsetgfthat contains all

free variables outside of closures. Further assume ¥ sétvariables defined simulta-
neously, i.e. in the same scope (and therefore in the scope of each other’s initialization
expression). Then for any variable D,, is defined to be the smallest set such that

e [, NV CD,
eVreD,:F,NVeD,

Now we capture the notion of well-formedness of a set of simultaneously defined
variablesV as a condition on the dependency sets as follows:
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Definition 2 (Well-formed set of simultaneously defined variables) A set of simul-
taneously defined variablésis well-formediff for all v € V

v ¢ D,

Note that, as in the example above, a variable may occur free in its own initializa-
tion expression, but still not be in its own dependency set, as this only includes those
variables whosgaluemust be known in order to compute the value of this variable

This notion of well-formedness is useful because of the following property:

Corollary 1 (No mutual dependencies in well-formed variable sets.)Given a well-
formed variable sev, for any two variables, v, € V, we have the following prop-
erty:

—|(’U1 S Z)U2 Nvg € Dvl)

That is, no two variables ever mutually depend on each other.

The proof of this property is trivial, by contradiction and induction over the def-
inition of the dependency set (showing that mutual dependency would entail self-
dependency, and thus contradict well-formedness).

This allows us to construct the following partial order relation over a set of vari-
ables:

Definition 3 (Dependency relation). Given a set of variable® defined in the same
scope, we define a relatienon V' as follows:

’U1<U2<:>’U16D1)2

In other words, a variable is 'smaller’ than another according to this relation iff it
occurs in its dependency set, i.e. iff it has to be defined before the other can be defined.
Obviously, this relation is a non-reflexive (follows from well-formedness) partial order,
since variables may not mutually depend on each other.

Example 1. Consider the following variable definitions:

T a = f(x),
[T-->T] f = lambda (T v) --> T:
if p(v) then v else g(h(v)) end
end,
[T-->T] g = lambda (T w) --> T:
b * f(w)
end,
Tbh=k

Note thatf andg are mutually recursive.

IHere we use the fact that closures can be constructed without the values of their free variables, which is
clearly an artifact of the way we envision closures to be realized, but it is a useful one.
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The following lists the immediate dependencies and the free variable dependencies

of each variable abovealong with their intersection with the sét, f, g, b}, which is
the setV in this case:

v F, F,NV I, I,NnV

{fizy  {fy A{f=p {f}

f Ap,g.h} {9} 0 0
g {b.f} {6 f} 0 0
b {a,k} [} {k} [

Q

Now let us compute the dependency Bgtof the variablea. We start with the set

I,nV ={f}

Now we compute
(IaUFf) NV ={f, g}

Then
(IaUFfUFg)mV:{fvg7b}

Finally, we reach a fixpoint at
D,=I,UF;UF,UF,)NV ={f,g,b}

Trivially, we computeD; = D, = D, = () (all definitions that consist only of a
closure have empty dependency sets, and so do definitions that only refer to variables
which are not inV’). As a result of this analysis, we see that the variables, andb
may be defined in any order, but all must be defined bedor@s it depends on all of
them.

Example 2. Now consider the following slightly changed variable definitions, with an
additional dependency addedto

T a = f(x),
[T-->T] f = lambda (T v) --> T:
if p(v) then v else g(h(v)) end
end,
[T-->T] g = lambda (T w) --> T:
b * f(w)
end,
Tb=a*k

Again, the following table lists the dependency sets:

2Actually, whenCAL is translated intdCAL CORE, a number of additional variables references are in-
troduced, which refer to external functions that replace operators, control structures etc. Because these are
always global, they do not affect the intersections Withwhich are the relevant sets for our purposes here.
So for simplicity, we will simply ignore them.
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F, F,NnV I, I,NnV

{f,x} iy Afi=y {f}

{r,g:h} {9} 0 0
{6, f}  {bf} 0 0
{a, k} {a}  {a,k}  {a}

S (|

Now, computingD, proceeds as follows:
I,NV ={f}
(La UFfUFg) NV ={f,g,b}
(IaUFfUFgUFb)ﬂVZ{f,g,b,a}
D,={I,UF;UF,UF,UF,)NV ={f,g,b,a}

Obviously, in this case. € D,, thus the set of variable definitions is not well-
formed.

5.2.3 0Old variable references

The code inside an action may refer to the value of a variable at the beginning of
the action by prefixing the variable name with the keywold, as in the following
example:

Example 3. ...
Integer sum := O;

action [a] ==> [old sum / sum] :
sum = sum + a;
end

The output expression refers to both the valuswoh at the beginning of the firing
as well as its value at the end of the firing. This code is equivalent to the following (cf.
also sectior??):

Integer sum = O;

action [a] ==> [oldSum / sum]
with oldSum = sum :
sum = sum + a;

end
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In other words, usingld values of variables in an action introduces an implicit non-
assignable, non-mutable variable (cf. sectiof.1for the implications of the original
variable being mutable).

Closures created inside an action may also refeldosariables, and the meaning
of this follows from the transformation above: They will always refer to the value of
the variable in at the beginning of the firing that created them.

Theold keyword may not be used outside of an action, or in front of a variable that
is not an assignable or mutable actor state variable.

5.3 Function application

An expression of the form
E(Ey,....E,)

is the application of a function ta parameters, possibly none. If the types of fije
areT;, then the value of thé& expression must be a function of type

(T],...,T, — — > T
where eacll] > T;. The static type of the application expression is the return type of
the function, i.eT.

Functions come in two forms: they are either the result of evaluating a lambda-
expression (cf. sectioB.8.]), or are provided as part of the environment (cf. chapter
C). There is no difference in the way they are used inside expressions, but of course
they differ in the way they are evaluated, and also in the way their types are determined.

5.4 Indexing

An indexing expression selects a subobject from a composite object (cf. sedion
more details). Syntactically, indexing expressions are similar to function applications,
except that the objects indexed are usually not functions. The general format is

E[Ey, ..., E,]

where E must be of a type that supports an indexer, anddhenust be indices spec-
ifying a valid location for the given object. The type of an indexing expression is
determined by the indexer, which is different for each structured data type, and may
differ according to the number of indices and their types.

5.5 Operators
There are two kinds of operators@aL: unary prefix operators and binary infix opera-

tors. A binary operator is characterized by its associativity and its precedence, which is
defined by the environment for externally defined operators, and have fixed predefined
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values for built-in operators (which are used to work on instances of built-in types, cf.
appendins.5.9).

Operators are just syntactical elements—during execution, they are of course sim-
ply unary or binary functions, so there are no specific rules involved in type inference
or evaluation of operators.

5.5.1 Operator syntax
TBD

5.5.2 Predefined operators
TBD

5.6 Conditional expressions

The simple conditional expression has the following form:

IfExpression— if Expressiorthen ExpressiorelseExpressiorend

The first subexpression must be of typeolean , and the value of the entire ex-
pression is the value of the second subterm if the first evaluatedeo, and the value
of the third subterm otherwise.

The type of the conditional expression is the most specific supertype (least upper
bound) of both, the second and the third subexpression. Itis undefined (i.e. an error) if
this does not exist.

5.7 Defining local variables

In expressions, local variables are introduced usitag-aonstruct. This is often useful
to factor out large subexpressions that occur several times.

LetExpression— let LocalDefs "' Expressiorend
LocalDef— Type ID '=" Expression

The list of local definitions defines new identifiers and binds them to values. The
variables (which are non-mutable and non-assignable) are visible inside the body ex-
pression. Its type is the type of the entire construct.
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5.8 Closures

Closures are objects that encapsulate some program code along with the variable con-
text (its environment that was valid when it was createdCAL distinguishes three
different kinds of closures, depending on what kind of code they encapsulate:

e function closuregontain a parametric expression,
e procedural closuresontain a parametric list of statements,

e action closureqalso called aractor) contain a set of action clauses and state
variable definitions.

The three kinds of closures are used in different contexts, and in different ways—
the applicationof a functional closure to (a tuple of) arguments is an expression (cf.
section5.3), whereas thexecutionof a procedural closure to (a tuple of) arguments
is a statement (cf. sectidh4), and so idiring an action closure on a tagged tuple of
input token streams (cf. secti@nb).

5.8.1 Lambda-expressions and function closures

Function closures are the result of evaluatinambda-expression. They represent
functions that are defined by some expression which is parameterized and may also
refer to variables defined in the surrounding context.

LambdaExpression- [consf lambda (' [FormalPars]’) - - >’ Type —
Expressiorend

FormalPar— Type ID

Function closures are side-effect free, i.e. their application (to arguments) does not
change the state. However, in general they may refer to stateful variables, and thus may
themselves depend on the assignment of the mutable variables in their context.

The const keyword identifies those functional closures for which this is not the
case, i.e. which do not refer to variables whose values may change. It does not change
the behavior of the closure, i.e. removing it will not affect the value computed by
the closure. It is intended to serve as a declaration that expresses the programmers
intention, and that may be checked by a compiler. It is an error fmmest lambda
closure to refer to assignable or mutable variables.

If the types of the formal parameters &reto T,,, respectively, and the return type
is T, then the type of the lambda expression is

Fun[[Ty,...,T,],T)

or more concisely
[Ty, ... T, — — > T

The only built-in operation defined on a function closure isiplicationto a tuple
of arguments, cf. sectioh.3.
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5.8.2 Proc-expressions and procedural closures

Procedural (or 'block’) closures are somewhat similar to function closures, in that they
encapsulate a piece of code together with the context in which it was defined. However,
in the case of block closures, this piece of code is a list of statements, i.e. executing a
block closure is likely to have side effects (as opposed to the application of a function
closure).

Syntactically, a block closure looks as follows:

ProcExpression- proc (' [FormalPars] )’ [var LocalVarDecls *:"]{ Statemen} end

If the types of the formal parameters &reto T;,, respectively, then the type of the
lambda expression is
Proc|[Th, ..., T,)]]

or more concisely
[Th 7Tn - >]

Since block closures can produce side effects, their execution cannot be part of
the evaluation of an expression. Executing a block closure is a fundamental kind of
statement, which is discussed in sectiof

5.8.3 Actor expressions and action closures

ActorExpression— actor [TypePars] '(' ActorPars ’)' IOSig [TypeConstraints]
(StateDec| Definitions| Action | InitializationRule)
end

TBD

5.9 Comprehensions

Comprehensions are expressions which iteratively construct one of the built-in com-
posite objects: sets, lists, or maps. The syntax and semantics is very similar in all three
cases, for sets it looks as follows:

SetComprehension ' {’ [Expressions [’ Generators]]}”
Generator— for Type{ ', ID } ID in Expression{ ', Expression}

The generators introduce new variables, and successively instantiate them with the
elements of the collection after the keyword. The expression computing that collec-
tion may refer to the generator variables defined to the left of the generator it belongs
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to. If that expression is of typ€ollection[T], the corresponding generator variable is
of typeT.

The expressions following thor-clause ardfilters, i.e. they must be of type
Boolean and can refer to the generator variables to their left.

Once all generators have produced a variable assignment, the element expressions
(those appearing to the left of the colon) are evaluated and the resulting values are
added. After that, a new assignment is computed by first taking a new value for the
rightmost generator variable, until that collection is exhausted, whereupon the next
generator on the left is advanced etc. until the leftmost generator is exhausted and the
process terminates.

The static type of a set comprehensiorSist[T] , whereT is the most specific
common supertype (least upper bound) of the types of the element expressions. Itis an
error when this does not exist.

Example 4 (Set comprehensions)The expressioR }, denotes the empty set, while

{1, 2, 3 }

is the set of the first three natural numbers. The set

{2 * a: for Integer a in {1, 2, 3 }}

contains the values 2, 4, and 6, while the set

{a : for Integer a in {1, 2,3 }, a > 1}

describes (somewhat redundantly) the set containing 2 and 3. Finally, the set

{a * b : for Integer a in {1, 2, 3 }, for Integer b in {4, 5,

6}, b >2*a}
contains the elements 4, 5, 6, 10, and 12.
Writing the above as
{a * b : for Integer a in {1, 2, 3 }, b > 2 * a, for Integer
bin {4,5 6 }}
is illegal (unless b is a defined variable in the context of this expression, in which case
it is merely very confusing!), because the filter expression 2 * a occurs before
the generator that introducbks

List comprehensions work in a similar fashion, except that the order is of course
relevant to lists. Syntactically, they look like this:

ListComprehensior- [ [Expressions [:" Generators] ']’

Because lists are order-sensitive, the list
[ a: for Integer a in [1, 2, 3] ]
is different from the lis{f a : for Integer a in [3, 2, 1] ]
If the collection computed in a generatomigtitself a list but a set, as in
[ a: for Integer a in {1, 2, 3 } ]
then the order of the elements in the resulting list will be indeterminate.
Element expressions are of course added in left-to-right order to the list at each
iteration.
The typing rules for lists are analogous to those for sets: if the least upper type
bound for the element expression§ighe type of the list comprehensiorList[T]
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Map comprehensions again work similarly, but they construct map objects, i.e. fi-
nite mappings fronkeysof one type tovaluesof another. Their syntax looks like this:

MapComprehension> map'{’ [Mappings [":’ Generators]] }'
Mapping— Expression '>’ Expression

Instead of element expressions as in the previous two comprehensions, we have
mappings describing the key/value pairs to be added to the map. Maps are order-
insensitive—if two key evaluations result in the same value, the it is indeterminate
which key/value assignment will end up in the map.

The type of a map comprehensionN&ap[K, V] , where K is the least upper
type bound of the key expressions, drds the least upper type bound of the value
expressions. Both must exist, otherwise the type is undefined.
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Chapter 6

Actor state variables and
Initialization

The state of an actor is exactly that piece of information which is stored befiviegs,
and which the code associated with an action can therefore use to influence the actions
taken by future firings.

6.1 State variable declarations

An actor may contain any number of state variable declarations at its top level (cf.
section5.2 for details on variable declarations). These variables are cadiemt state
variables One such declaration has the following syntax:

StateVarDecl- SimpleStateVarDecl

| FunProcVarDecl
SimpleStateVarDech Type ID [(:=" | '=") Expression]
| [mutable] Type ID [(:=" | '=") Expression]
FunProcVarDect

State variable names must be unique actor-wide, and may not coincide with the
names of actor parameters or ports, because they are defined in the same scope. As
a consequence, the expressions used to define their initial values can refer to actor
parameters, ports, and any state variable, as long as this does not include any circular
dependencies (cf. sectian2.2).
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6.2

TBD

Initialization rules
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Chapter 7

Actions

An action is an atomic (from the outside) piece of computation performed by an actor,
usually in response to some input. The definition of an action needs to describe three
things:

e theconsumptiorof input tokens,
e theproductionof output tokens,
e thechange of statef the actor.

Usually, an actor definition contains a number of action definitions. Whenever it
needs to make another computational step, the actor needs to choose one of them. It
does so based on the availability of input tokens, and possibly based on further condi-
tions on their values, and its own state.

The general structure of an action definition is as follows:

ActionRule— [ID "] action ActionHead [":’ StatementsOp#nd

ActionHead— [InputPortPatterns] '==' [OutputPortExpressions]
[guard Expressions ]
[var StateVarDecls ]

InputPortPattera- [ID ":)']
ChannelPattern [ChannelSelector] [RepetitionExpression]

ChannelPatterr> SequencePattern
| 'T [TokenPatterns [|" SequencePattern]] T

TokenPattern, SequencePattesnD

ChannelSelector
at Expression
| at* Expression
| [at*] any
| [at*] all
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RepetitionExpression- repeat Expression

OutputPortExpression [ID "]
Expression [ChannelSelector] [RepetitionExpression]

The head of an action contains a description of the kind of inputs this action applies
to, as well as the output it produces. The body of the action is a sequence of statements,
that can change the state, or compute values for local variables that can be used inside
the output port expressions.

Patterns and expressions are associated with ports either by position or by name.
These two kinds of association cannot be mixed. So if the actor 1/O signature is
T Inputl, T Input2 --> T Output
an input pattern may look like this:

(a], [b]

(bindinga to the first token coming in omputl , and bindingo to the first one from
Input2 ). It may also look like this:

Input2:  [c]

but never like this:

[d] Input2:[e]

The following sections elaborate on the structure of the patterns and expressions
describing the input and output behavior of an action, as well as the way the action is
selected from the set of all actions of an actor.

7.1 Input patterns

Firing an action may consume some tokens from the input ports of the actor, and pro-
duce tokens on its output ports. On the input sidput patternsare used to describe
the token consumption of a given action.

In addition to providing information about the number of tokens consumed by that
action, such a pattern introduces a number of variables which are used to hold the token
values read from the ports and channels.

Matching an input pattern is part of matching an action—an action matches if its
input patterns match and its activation condition @tsard evaluates to true. See
section?.4 for details.

Input patterns are important to the expressivenegasaf. They allow the concise
and intuitive description of input conditions, while at the same time facilitating a high
degree of straightforward static analysis of properties such as:

e number of tokens consumed by an action,

whether that number is constant, depending on parameters, or depending on the
state,

which channels are to be read from (in case of a multiport),

whether these are constant, depending on parameters, or varying with the state.
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The general format of input port patterns is a channel pattern, followed by
an optional channel selector, followed by an optional repetition count:

[ID "] ChannelPattern [Expressionf¢peat Expression]

As mentioned above, the channel pattern may be preceded by the name of the port
it is supposed to be used for. If an action contains sutéiggedpattern, all input
patterns it uses must be tagged, but it does not have to provide a pattern for each port.
If its input patterns are untagged, it must provide exactly as many patterns as the actor
has input ports, and the patterns are used for the ports in the order in which they occur
and the ports are declared in the actor head.

A channel pattern introduces a number of variables, indeed the entire input pattern
may be thought of as an elaborate variable declaration. The exact type of the vari-
ables introduced will depend on the presence or absence of the channel selector or the
repetition count.

There are three basic formats for channel patterns:

e [t1,...,t,]—This introduces n variables, which represent the first n tokens avail-
able on that channel. The action code will have access to precisely these n tokens
from the corresponding port, and it is guaranteed to have accessed them after the
action is finished. This kind of pattern is also referred to Be@nded (channel)
pattern

e [t1,...,tn | s|—This introduces n+1 variables, therepresenting the first n to-
kens available on the input channel, whileepresents the remainder of the se-
guence, again potentially infinite. Similarly, only the execution of the action
code will determine which tokens in that remainder are accessed, but this pattern
guarantees that the first n tokens are used by the action.

e s—This introduces one variable which represents the entire (potentially infinite)
sequence of tokens on the respective input channel. The execution of the action
code will determine which tokens are accessed, when and in which order. This
is really a short form of| s].

In summary, these patterns introduce two kinds of variables:

o token variablegthet; in the examples above), which hold the values of individ-
ual tokens and

e sequence variablgghe s in the examples above), which are bound to sequences
of tokens.

It is important to emphasize again that a variable introduced by such a pattern may
end up representing more than one token or sequence of tokens, depending on the pres-
ence of a channel selector (and its type) and/or repetition counts. We will now discuss
the different possible configurations, specifying for each kind of port pattern which
type of object the token and sequence variables in it are bound to. In this discussion,
we assume that the token type of the port is declared b be
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7.1.1 Single port patterns without repetition count

The simplest class of port pattern is simply a channel pattern as discussed above. This
can only occur for a single port, which has precisely one channel.

Consequently, the token variables simply hold the value of one token, and are there-
fore of typeT. Similarly, the sequence variables are of tygeg[T] .

Example 5. Assume the input sequence [1, 2, 3, 4]. The patfarnb] matches,
and bindsa to 1,b to 2.
The patterfa, b | c] also matches, and bindsto 1,b to 2, andc to [3, 4].

The patterrfa, b, c, d | e] also matches, binding, b, c, andd to 1, 2, 3,
and 4, respectively, arglto the empty list [].
The patterrfa, b, c, d, €] does not match.

7.1.2 Single port patterns with repetition count

A single port pattern with repetition has the following basic form:
[ID '] ChannelPatternrepeat Expression

The expression must evaluate to a non-negative natural numbert, SBlyen the
token variables in the channel pattern are of tyjm[T] , and are guaranteed to
be bound to lists of length. A pattern with a repetition count must not contain any
sequence variables, i.e. only bounded patterns may be followed by a repetition count.
Conceptually, a pattern is matchedimes against the incoming tokens, and each
token variable contains the list of tokens the corresponding position of the pattern was
matched against, in order of their occurrence in the stream. So e.g., the third variable
in a pattern containing five variables (and assuming a repeat count of four) is bound to
a list containing the token at position 3, 8, 13, and 18 in the input sequence.

Example 6. Assume the input sequence [1, 2, 3, 4, 5, 6, 7]. The pafterrb]
repeat 1 matches and bindsto [1] andb to [2].

The patterrja, b] repeat 3 matches and bindsto [1, 3, 5],b to [2, 4, 6].

The patterrfa, b] repeat 0 also matches (in fact, it matches any input se-
guence) and binds bothandb to the empty list.

The patterrja, b] repeat 5 does not match.

7.1.3 Channel selectors in multiport input patterns

Multiports have any number (including zero) of differehtannelsi.e. individual 'sub-

ports’ which are independently associated with their own input sequences. Actors may
want to read from all of these sequences, any of them, or from specific sequences. The
patterns one specifies for multiports require the specification of which channels the
pattern is to be applied to. This is calledl@annel selectorand there are two forms of

1in this example we only use constant repetition counts for simplicity, but it should be very clear that
these can bany expression, and in fact repetition counts that depend on actor parameters, actor state, or
even other input tokens are the really interesting ones in practice.
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it: single channel selectoendmultichannel selectorsvhich select either exactly one
channel, or any number (including zero and one) of channels.
An input pattern with a channel selector has one of the following forms:

ChannelPatterrat Expression
ChannelPatterrat* Expression
ChannelPatterref*] any
ChannelPatterraf*] all

In the first two cases, an expression determines which channels are to be selected.
In the first case, the expression is preceded by the keyaiotthis is a single channel
selector, and the expression must evaluate@bannellD , which then determines the
selected channel. When the expression is instead preceded by the keytvatrchust
evaluate to Lollection[ChannellD] . In that case the selector is a multichannel
selector, and the channel identifiers in the collection determine the selected channels.

The keywordsany andall are always multichannel selectors (they may optionally
be preceded by the keywoad*, which has no effect)any selects all those channels
that match against the pattern, possibly none at @ll.selects all channels that are
defined for the port.

Whatever form is chosen, when a pattern is matched against the channels of a port,
it is matchechomogeneously.e. the number of tokens read from each channel selected
by the channel selector is identical.

7.1.4 Multiport patterns without repetition count

In the case of a single channel selector, the pattern is matched against precisely one
channel, so the types of token and sequence variables are the same as for simple port
patterns without repetition counts, i.g. and Seq[T] , respectively. If the channel
identified by the value of the selector expression does not exist, the pattern does not
match.

If the selector expression is of tygeollection[ChannellD] , or one of the
two keywords, the pattern may be matched against any number of channels, including
zero. In that case, token variables are of tiegp[ChannellD, T] , and sequence
variables of typeMap[ChannellD, Seq[T]]

The domains of all the maps bound to variables by a pattern are guaranteed to be
equal, and to be either:

e equal to the set-interpretation of the collection that the selector expression eval-
uated tc}

e equal to the domain of the port (i.e. the set of all channels) in case the selector
expression was the keywoadl, or

2Since the selector expression may evaluate to a list, or any other collection, this might differ from the
actual value of the selector expression.
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no repetition count with repetition count

single port/channel T List[T]
multichannel Map[CID, T]  Map|[CID, List[T]]

Table 7.1:Token variable types depending on pattern type and repetition count.

no repetition count with repetition count

single port/channel Seq[T] N/A
multichannel Map[CID, Seq[T]] N/A

Table 7.2:Sequence variable types depending on pattern type and repetition count.

e equal to the set of matching channels in case the selector expression was the
keywordany.

Example 7. Consider for example an actor that has the following input port signature:
multi T input, ChannellD select

Now consider an action in this actor that starts with following input patterns:

[a] {sel }, [sel]

These patterns match if

e theselectport has a token and
e theinputchannel determined by that token has a token.

The effect is to bind the variable:! to the channel selection token, amdo the token
read from the multiport (cf. section.4 for more discussion on the way variables are
bound and patterns are matched).

7.1.5 Single channel input patterns

7.1.6 Multichannel input patterns

7.2 Output expressions

In an action header, the input patterns are followedbiput expressionsvhich are
used to compute the tokens to be sent to the output ports. The genral format of an
output expression is similar to that of an input pattern:

[ID '::'] Expression [Expression]epeat Expression]

The key difference is that instead of the actual channel pattern, an output expres-
sion contains an expression (the first expression above)—this expression is called the
token expressianlts type and interpretation depends on the presence or absence of
the selector expression (the second expression) as well as its type, and/or the presence
or absence of the repeat expression (the one followingapeat keyword), as shown
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no repetition count with repetition count

single port/channel List[T] List[Seq[T]]
multichannel List{Map[CID, T]] List[Map[CID, Seq[T]]]

Table 7.3: Output expression type depending on channel pattern type and repetition
count.

in Fig. 7.3, As in the case of input patterns, the repeat expression must evaluate to
an integer, and the channel selector expression must be either i@ ygpmellD or
Collection[ChannellD] , or one of the keywordany or all.

7.2.1 Single channel output expressions

Output expressions for single channel are those without a channel selector. Hence they
come only in two forms, with or without a repeat expression. The one without a repeat
expression thus consists only of the token expression itself, which must simply evaluate
to a list of tokens, and these tokens are sent to the corresponding output port.

A single port output expression with a repetition count must have a token expression
that evaluates to a list of sequences of tokens. If the repeat expression evaluates to the
repetition count, the resulting token sequenséis computed as follows:

Assumes is the list of sequences resulting from evaluating the token expression.
Letm be the length of. Then

S’ = [S[o][0], ..., S[m — 1][0], ...,
S[0][4], ..., S[m — 1][i], ...,
S[0][n — 1], ..., S[m — 1][n — 1]]

Here,S[i][j] is the j-th element in theé-th sequence i5. This assumes that each
of these sequences has at leagtlements—it is an error if a sequence has less than
thosen elements.

Example 8. The output expression

11, 2, 31,[4, 5, 6, 7],[8, 9, 10]] repeat 3]

produces the following sequence of tokens sent to the corresponding output port:
[1, 4, 8, 2, 5, 9, 3, 6, 10]

Example 9. The following output expression

S

is equivalent to

[S] repeat 3 if Scontains a list with three elements. The second version may be
preferable, however, because it makes it easier to analyze precisely how many tokens
the action will output.

Example 10. The output expression
S
is always equivalent to
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[S] repeat #S
Neither form has advantages with respect to its static analyzability, as it is clear in both
cases that the number of tokens produced depends on the length of (the v&ue of)

7.2.2 Multichannel output expressions

Output expressions for multiports

7.3 Selector expression and selector tags

TBD

7.4 Action matching

A significant part of the expressivenessL comes from the way actions are chosen.
In general, an actor can consist of any number of action definitions. When fired, it has
to select one of them (or none, if none applies) for acting on the inputs and computing
a new state and outputs. An actor can only select an actiomththegshe current
input in the current state. Such an action is said tdifable. This section describes
the matching process that determines whether an action is firable.

The parts of an action definition that are considered during matching are the fol-
lowing:

e The input patterns.

e The local variable declarations in thar-clause.
e The boolean expressions in theard-clause.

e The selector tag.

The variables declared by the input patterns and those wethielause are declared
in the same scope, and their definitions are evaluiatéitat scope This implies that
they can depend on each other complex ways—the only constraint is that they may not
depend on each other in a circular fashion. A varial@dpend$n another variable as
follows.

e Variables in input patterns depend on all variables occurring free in any channel
selector expression.

e Variables invar-clauses depend on all variables occurring free in their defining
expressions (if they have one).

3Cf. section8.1for details orvar-clauses.
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For example, the following patterns awdr-clauses are valid:

[a] {sel }, [sel] -- > ..
[a], [b] -- > ... with sum = a + b
[a] any, [b] any, [c] s -- > ... with s = dom a * dom b

By contrast, the following patterns amdr-clauses lead to circular dependencies,
and are therefore invalid:

[a] f(a) -- > ..
[a] dom b, [b] dom a -- > ..
[a] s - > .. with s = union( {a[x] : for x in dom a 1

The order established by the dependencies constrains the sequence in which things
are evaluated and, more importantly, in which tokens are read from the input ports. For
example, in the following case
[a] any, [b] any, [c] s -- > .. with s = dom a * dom b
the tokens from the first two multiports can be read in any order, but both groups must
be read and the tokens bound to the respective variables before the third port can be
read. Of course, in an intermediate step, the expression definsngvaluated and the
result bound to the variable

Theguard-clause contains a set of Boolean expressions that may impose additional
conditions on the values of the variables bound by this process. For example, the
following constraint states that the channels on which a token is available must be the
same for both input ports:

[a] any, [b] any -- > ... where dom a = dom b
This is a valid formulation of the second illegal clause above.
An action matches an input in a given state if and only if

e The sequential reading of tokens as constrained by the variable dependencies
finds enough tokens on each selected channel to bind the token variables.

e The expressions in thguard-clause all evaluate tisue.

In case more than one action is firable at some point, disambiguation is left to the
environment (cf. sectio@@.5).

46



Chapter 8

Statements

The execution of an action (as well as initialization) happens as a sequence of state-
ments, each of which may change the state of the a@ac provides the following
kinds of statements:

Statement- AssignmentStmt
| ExecStmt
| BlockStmt
| IfStmt
| GuardedAssignmentStmt
| WhileStmt
| lterationStmt

Before discussing the individual kinds of statements in subsequent sections, the
nest section presents a few details on the definition of local variables.

8.1 Local variables

Several statement constructs (and in fact action definitions themselves) may contain
var-clauses, which serve to define new variable symbols that are local to the scope in
which thevar-clause occurs.

In addition to the variables that can be introduced istate-block (viz. simple
assignable and structured mutable variables@raclause may also contadefinitions
which are constant in the scope, i.e. they cannot be assigned to and neither are they
mutable.
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8.2 Assignment

Assigning new a new value to a variable or a location is the fundamental form of
changing the state of an actor. The syntax is as follows:

AssignmentStmt- ID [Index] ":=" Expression ’;’
Index— '[' [Expressions] T’

An assignment without an index issanple assignmenivhile one with an index is
called anindexed assignmemnir amutation(cf. sections3.3and3.4for more informa-
tion on indices and mutability of objects).

8.2.1 Simple assignment

In a simple assignment, the left-hand side is a variable name. A variable by that name
must be visible in this scope, and it must be assignable.

The expression on the right-hand side must evaluate to an object of a value com-
patible with the variable (i.e. its type must be a subtype of the declared type of the
variable). The effect of the assignment is of course that the variable value is changed
to the value of the expression. The original value is lost.

8.2.2 Indexed assignment

Conceptually, a mutable variable represents a number of assidoeht®ns In order
to assign to these locations, and also in order to access them, the variable must be
indexed

In CAL, an index into a variable is an object (often a tuple) enclosed in square
brackets: An assignment into a mutable variable thus may look like this:
vk, x*ty] = a

A state variable that is declared to be mutable must be of a type that supports mu-
tation. In order to support mutation, a type must haveindexed) mutatqri.e. a
procedure that changes specific locations in the object, which is invoked when such
a location is assigned to. A type that supports mutation is calleditable typgcf.
section3.4for a discussion of the characteristics of mutable types).

In general, locations in a mutable type need not be independent, i.e. assigning to a
location may affect the values of other locations.

8.3 Control flow constructs

CAL provides a number of constructions to write iterative programs and control the
flow from statement to statement. We distinguish betw@anchingconstructs, which

1A tuple may be written without its outer parentheses, i.e. insted pf2)] one may simply write
1 2]
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choose between a number of possible statement sequences based on some condition,
anditeration constructs which repeatedly execute a set of statements.

8.3.1 Branching constructs

The most basic branching construct is the conditional statement:

IfStmt — if Expressiorthen { Statement [else{ Statemen}] end

As is to be expected, the statements following tihen are executed only if the
expression evaluates to true, otherwise the statements followirgisthare executed,
if present. The expression is, of course, of tmlean .

The following construct, guarded assignment stateméstused to branch based
on the actual data types of a number of objects. The syntax is as follows:

GuardedAssignmentStmt assignExpressionso
{ SimpleDeclPatterns "’ [Statementshd }
[default "’ [Statements]end]
end

SimpleDeclPatterp- "’

Type ID

Following the expression list is a list of cases, which in turn consist of a list of
declaration patterns (the number of patterns must be the same as the number of ex-
pressions) followed by a sequence of statements. The statements are executed if the
patternamatchthe values computed by the expressions, where values and patterns are
matched according to their position.

A declaration pattern is either the underline character or a variable declaration con-
sisting of a type and a variable symbol. An underline character matches any object, and
does not introduce a new variable. A declaration matches only objects of the given type
(or any subtypes of it). If it matches, it binds the corresponding object to the variable
symbol, which will be visible inside the sequence of statements belonging to this case.

8.3.2 lteration

Iteration constructs are used to repeatedly execute a sequence of statemehiig- A
construct repeats execution of the statements as long as a condition specified by a
Boolean expression is true.

WhileStmt— while Expressionyar LocalVarDecls] =’ [Statementskend

The foreach-construct allows to iterate over a collections, successively binding
variables to the elements of the expression and executes a sequence of statements for
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each such binding.

IterationStmt— foreach Type IDin Expression{ ;' ID in Expression}
[var LocalVarDecls] ;' [Statementsgnd

Variables are bound from left to right, and the expressions defining the collections
the variables are iterated over may use the values bound to the variables to their left.

Example 11. The following code fragment

s =0

foreach Integer a in {1, 2}, bin {1, 2}
S = s + a*b;

end

8.4 Executing block closures

The only predefined operation on block closures (cf. sedi8r is their execution.
An execution statement is written as follows:

ExecStmt— execExpression (' [Expressions] )’}

The first expression must evaluate to a procedural closure, the other expressions
must be of the appropriate argument types. The result of this statementaseitie-
tion of the procedural closure, with its formal parameters bound to the corresponding
arguments.

8.4.1 Statement blocks

A special case of the execution of a block closure are simple statement blocks, which
are essentially syntactic sugar for one kind of execution statement. They look like this:

BlockStmt— begin[var LocalVarDecls "] { Statement end

The form
begin with <decls> : <stmts> end
is equivalent to
exec proc () with <decls> : <stmts> end () ;
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8.5 Firing an action closure

TBD

51



Chapter 9

Exceptions

TBD
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Appendices
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Appendix A

Keywords

Keyword Use

at

at*

else
end

if

while
foreach
actor
endactor
endif
action
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Appendix B

Standard library
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Appendix C

The environment

C.1 Compile-time vs runtime interfaces

C.2 Types

C.2.1 Handling literals
C.2.2 Channel identifiers
C.2.3 Mutable types

Cloning becomes necessary if the value of a mutable variable is bound inside a func-
tional closure, or if it is assigned to a non-mutable variable. In this case, in order
to ensure that changes to the mutable variable do not have unwanted side effects, the
object may have to be clonéd.

1Since cloning may be a costly operation, implementations are encouraged to be 'smart’ about when and
what to clone. They may realize a copy-on-write strategy that shares objects until the become mutated, and
triggers cloning by those mutations. They may also only partially clone an object on those locations where
it was modified.
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C.3 Functions and procedures

C.3.1 Defining a function
C.3.2 Defining a procedure
C.3.3 Operators

C.4 Predefined types and operators
C.5 Action matching and disambiguation

C.6 Example: Split-phase execution in Ptolemy Il
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