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(57) ABSTRACT 

A method and apparatus for distributing and synchronizing 
objects. One or more embodiments of the invention provide 
for distributing copies of the objects locally. By copying 
objects (including the data and behavior for the object) into 
local address space, the object’s methods may be executed 
locally thereby avoiding excessive netWork traf?c. The state 
of the various object copies across a netWork may not be 
synchronized due to local changes and modi?cations. To 
synchronize the objects, one or more embodiments of the 
invention provide for the use of a policy that speci?es 
conditions as to When objects are synchronized. Embodi 
ments of the invention provide ?exibility in setting the 
policy to accommodate varying applications. For example, a 
policy may provide for synchronization that is based tem 
porally (e.g., every 10 minutes or daily at 10:00 PM.) 
Alternatively, a policy may provide for synchronization 
based on the type or number of messages transmitted. In one 
or more embodiments, a default policy may be utilized that 
provides for the synchronization of local objects Whenever 
a client issues a request from the remote server. In such an 

embodiment, the remote server transmits any updated object 
information When it responds to the local object request. The 
updated object information may be utilized to synchronize 
the objects. 
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DISTRIBUTING AND SYNCHRONIZING OBJECTS 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] This invention relates to the ?eld of computer 
networks, and, more speci?cally, to a method an apparatus 
for distributing and synchronizing objects across a netWork. 

[0003] Portions of the disclosure of this patent document 
contain material that is subject to copyright protection. The 
copyright oWner has no objection to the facsimile reproduc 
tion by anyone of the patent document or the patent disclo 
sure as it appears in the Patent and Trademark Of?ce ?le or 
records, but otherWise reserves all copyright rights Whatso 
ever. Apple, Macintosh, AppleTalk, AppleScript, and all 
Apple-based trademarks and logos are trademarks or regis 
tered trademarks of Apple Computer, Inc. in the United 
States and other countries. 

[0004] 2. Background Art 

[0005] In a computer, applications, information, and pro 
cesses may be controlled and executed by objects. Such 
objects may contain information (referred to as data) and 
may contain methods and applications (referred to as behav 
ior) that can manipulate the data. In a computer netWork 
environment, multiple computers are linked together and 
one computer on a netWork may contain the object (and its 
associated data and behavior) that another computer desires 
to access or utiliZe. To provide the ability for multiple 
computers on a netWork to access and utiliZe an object 
located on a particular remote computer, a local computer 
may be provided With a “proxy object” that sends messages 
to and receives messages from the desired object (referred to 
as a remote object). HoWever, When numerous computers 
are linked together (each With their oWn proxy object), the 
number of messages generated and transmitted across the 
netWork create excessive netWork traffic such that many 
applications cannot execute properly. These problems can be 
better understood by revieWing object oriented program 
ming and netWorks and hoW they Work. 

[0006] Object-Oriented Programming 
[0007] Object-oriented programming is a method of cre 
ating computer programs by combining certain fundamental 
building blocks, and creating relationships among and 
betWeen the building blocks. The building blocks in object 
oriented programming systems are called “objects.” An 
object is a programming unit that groups together a data 
structure (one or more instance variables) and the behavior/ 
operations (methods) that can use or affect that data. Thus, 
an object consists of data and one or more operations or 
procedures that can be performed on that data. The joining 
of data and operations into a unitary building block is called 
“encapsulation.” 
[0008] An object can be instructed to perform one of its 
methods When it receives a “message.” A message is a 
command or instruction sent to the object to execute a 
certain method. A message consists of a method selection 
(e. g., method name) and a plurality of arguments. A message 
tells the receiving object What operations to perform. 

[0009] One advantage of object-oriented programming is 
the Way in Which methods are invoked. When a message is 
sent to an object, it is not necessary for the message to 
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instruct the object hoW to perform a certain method. It is 
only necessary to request that the object execute the method. 
This greatly simpli?es program development. 

[0010] Object-oriented programming languages are pre 
dominantly based on a “class” scheme. The class-based 
object-oriented programming scheme is generally described 
in Lieberman, “Using Prototypical Objects to Implement 
Shared Behavior in Object-Oriented Systems,” OOPSLA 86 
Proceedings, September 1986, pp. 214-223. 

[0011] An object is a generic term that is used in the 
object-oriented programming environment to refer to a 
module that contains related code and variables. A softWare 
application can be Written using an object-oriented program 
ming language Whereby the program’s functionality is 
implemented using objects. 

[0012] SoftWare applications can take advantage of a 
distributed computing capability referred to as distributed 
objects. Using distributed objects, a ?rst object (a client 
object) can send a message to a second object (a server 
object or remote object) regardless of the physical location 
of either object. That is, the client and server objects can 
reside on different machines. 

[0013] The distributed object technology uses a name 
server and a local proxy to alloW a client object to commu 

nicate With a server object. Aname server is used to register 
the server object. A client accesses the name server to look 

up the name of the server object. Using the name informa 
tion, the client object directs a message to the server object. 

[0014] Instead of going directly from the client to the 
server, the message is actually received by a proxy object 
that resides on the same machine as the client object. The 
proxy object uses specialiZed methods to repackage a 
method invocation request and sends it to the remote object. 
Thus, the proxy object forWards the message to the server 
object on the server object’s machine. A response generated 
by the server object is forWarded to the client object via the 
proxy object. The client object need not knoW the location 
of the server object. As far as the client object is concerned, 
the proxy object is the server object. HoWever, the proxy 
object is only a vehicle for forWarding the message to the 
server object via the netWork. The details of the netWork 
communication is therefore hidden from the client object. 

[0015] Using distributed objects, every message sent to 
the proxy has to cross a netWork, thereby increasing netWork 
traffic. Due to the increase in netWork traf?c, developers are 
forced to design applications taking the increased traf?c into 
account. For example, a developer may desire some objects 
to be stored locally because increased netWork traf?c Would 
signi?cantly impact the execution speed of an application if 
the object Were stored remotely With messages transmitted 
through a proxy object. In some situations, an application 
may not Work at all if an object is stored remotely (e.g., 
thousands of messages transmitted across a netWork may 
cause an application to execute too sloWly or cause errors to 

occur if the application is time sensitive). It is desirable for 
programmers and developers to implement an application 
Without considering the impact of netWork traf?c or the 
affect a distributed object environment Will have on the 
application. 
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[0016] Networks 

[0017] In modern computing environments, it is common 
place to employ multiple computers or Workstations linked 
together in a netWork to communicate betWeen, and share 
data With, netWork users. A netWork also may include 
resources, such as printers, modems, ?le servers, etc., and 
may also include services, such as electronic mail (email). A 
netWork may include multiple computers, resources, and 
services or may consist of one computer/user. 

[0018] A netWork can be a small system (a local area 
netWork or “LAN”), or several separate netWorks can be 
connected together to form a larger netWork (a Wide area 
netWork or “WAN”). Other types of netWorks include the 
internet, tel-com netWorks, the World Wide Web, intranets, 
extranets, Wireless netWorks, and other netWorks over Which 
electronic, digital, and/or analog data may be communi 
cated. 

[0019] The Internet is a WorldWide netWork of intercon 
nected computers. An Internet client accesses a computer on 
the netWork via an Internet provider. An Internet provider is 
an organiZation that provides a client (e.g., an individual or 
other organization) With access to the Internet (via analog 
telephone line or Integrated Services Digital Network line, 
for example). A client can, for example, read information 
from, doWnload a ?le from or send an electronic mail 
message to another computer/client using the Internet. Thus, 
the internet consists of multiple netWorks connected to each 
other into one large netWork. NetWorks commonly utiliZe a 
server that provides information such as email or Web pages 
to a requesting user (referred to as a client) that is requesting 
the information. A server may be a designated computer or 
may exist on an end user’s computer. Additionally, a server 
may be vieWed as any computer or processor on a netWork 
that provides and processes information. Further, multiple 
servers may coexist on the same netWork. 

[0020] An addressing scheme is employed to identify 
Internet resources and netWorks from each other. This 
addressing scheme is called Uniform Resource Locator 
(URL). A URL may contain the application protocol to use 
When accessing the server (e.g., HTTP (hypertext transfer 
protocol)), the Internet domain name (also referred to as the 
server host name) of the site on Which the server is running, 
and the location of the resource in the ?le structure of the 
server. For example, the URL “http://WWW.apple.com/in 
dex.html” speci?es the application protocol (“http”), the 
server host name (“WWW.apple.com”), and the ?lename to be 
retrieved (“index.html”). The host name may be utiliZed to 
uniquely identify a netWork on the internet. For example, the 
host name “WWW.apple.com” identi?es an Apple netWork. 

SUMMARY OF THE INVENTION 

[0021] A method and apparatus for distributing and syn 
chroniZing objects. Using traditional distributed objects, a 
proxy object is utiliZed to transmit messages and informa 
tion to a remote object across a netWork. When applications 
are resource intensive or When numerous proxy objects are 

utiliZed, traditional proxy objects create and utiliZe exces 
sive netWork traffic. 

[0022] One or more embodiments of the invention provide 
for distributing copies of the objects locally. By copying 
objects (including the data and behavior for the object) into 
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local address space, the object’s methods may be executed 
locally thereby avoiding excessive netWork traf?c. 

[0023] The state of the various object copies across a 
netWork may not be synchroniZed due to local changes and 
modi?cations. To synchroniZe the objects, one or more 
embodiments of the invention provide for the use of a policy 
that speci?es conditions as to When objects are synchro 
niZed. Embodiments of the invention provide ?exibility in 
setting the policy to accommodate varying applications. For 
example, a policy may provide for synchroniZation that is 
based temporally (e.g., every 10 minutes or daily at 10:00 
PM). Alternatively, a policy may provide for synchroniZa 
tion based on the type or number of messages transmitted. 
In one or more embodiments, a default policy may be 
utiliZed that provides for the synchroniZation of local objects 
Whenever a client issues a request from the remote server. In 
such an embodiment, the remote server transmits any 
updated object information When it responds to the local 
object request. The updated object information may be 
utiliZed to synchroniZe the objects. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] FIG. 1 is a block diagram of one embodiment of a 
computer system capable of providing a suitable execution 
environment for one or more embodiments of the invention. 

[0025] FIG. 2 illustrates the copying and use of objects 
locally across a netWork in accordance With one or more 
embodiments of the invention. 

[0026] FIG. 3 demonstrates the distribution and synchro 
niZation of objects in accordance With one or more embodi 
ments of the invention. 

[0027] FIG. 4 demonstrates the synchroniZation of objects 
in accordance With one or more embodiments of the inven 
tion. 

[0028] FIG. 5 demonstrates the use of editing contexts to 
provide for object synchroniZation in accordance With one or 
more embodiments of the invention. 

[0029] FIG. 6 demonstrates the transmission of objects in 
accordance With one or more embodiments of the invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0030] The invention is a method and apparatus for dis 
tributing and synchroniZing objects. In the folloWing 
description, numerous speci?c details are set forth to pro 
vide a more thorough description of embodiments of the 
invention. It is apparent, hoWever, to one skilled in the art, 
that the invention may be practiced Without these speci?c 
details. In other instances, Well knoWn features have not 
been described in detail so as not to obscure the invention. 

[0031] Embodiment of Computer Execution Environment 
(HardWare) 
[0032] An embodiment of the invention can be imple 
mented as computer softWare in the form of computer 
readable code executed on a general purpose computer such 
as computer 100 illustrated in FIG. 1, or in the form of 
bytecodes running on a processor (or devices enabled to 
process bytecodes) existing in a distributed environment 
(e.g., one or more processors on a netWork), or in the form 
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of bytecode class ?les executable Within a Java runtime 
environment running on such a computer. A keyboard 110 
and mouse 111 are coupled to a system bus 118. The 
keyboard and mouse are for introducing user input to the 
computer system and communicating that user input to 
processor 113. Other suitable input devices may be used in 
addition to, or in place of, the mouse 111 and keyboard 110. 
I/O (input/output) unit 119 coupled to system bus 118 
represents such I/O elements as a printer, A/V (audio/video) 
I/O, etc. 

[0033] Computer 100 includes a video memory 114, main 
memory 115 and mass storage 112, all coupled to system bus 
118 along With keyboard 110, mouse 111 and processor 113. 
The mass storage 112 may include both ?xed and removable 
media, such as magnetic, optical or magnetic optical storage 
systems or any other available mass storage technology. Bus 
118 may contain, for example, thirty-tWo address lines for 
addressing video memory 114 or main memory 115. The 
system bus 118 also includes, for example, a 64-bit data bus 
for transferring data betWeen and among the components, 
such as processor 113, main memory 115, video memory 
114 and mass storage 112. Alternatively, multiplex data/ 
address lines may be used instead of separate data and 
address lines. 

[0034] In one embodiment of the invention, the processor 
113 is a microprocessor manufactured by Motorola, such as 
the 680X0 processor or a microprocessor manufactured by 
Intel, such as the 80X86, or Pentium processor, or a SPARC 
microprocessor. HoWever, any other suitable microproces 
sor or microcomputer may be utiliZed. Main memory 115 is 
comprised of dynamic random access memory (DRAM). 
Video memory 114 is a dual-ported video random access 
memory. One port of the video memory 114 is coupled to 
video ampli?er 116. The video ampli?er 116 is used to drive 
the cathode ray tube (CRT) raster monitor 117. Video 
ampli?er 116 is Well knoWn in the art and may be imple 
mented by any suitable apparatus. This circuitry converts 
pixel data stored in video memory 114 to a raster signal 
suitable for use by monitor 117. Monitor 117 is a type of 
monitor suitable for displaying graphic images. 

[0035] Computer 100 may also include a communication 
interface 120 coupled to bus 118. Communication interface 
120 provides a tWo-Way data communication coupling via a 
netWork link 121 to a local netWork 122. For example, if 
communication interface 120 is an integrated services digital 
netWork (ISDN) card or a modem, communication interface 
120 provides a data communication connection to the cor 
responding type of telephone line, Which comprises part of 
netWork link 121. If communication interface 120 is a local 
area netWork (LAN) card, communication interface 120 
provides a data communication connection via netWork link 
121 to a compatible LAN. Wireless links are also possible. 
In any such implementation, communication interface 120 
sends and receives electrical, electromagnetic or optical 
signals Which carry digital data streams representing various 
types of information. 

[0036] NetWork link 121 typically provides data commu 
nication through one or more netWorks to other data devices. 
For example, netWork link 121 may provide a connection 
through local netWork 122 to local server computer 123 or 
to data equipment operated by an Internet Service Provider 
(ISP) 124. ISP 124 in turn provides data communication 
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services through the World Wide packet data communication 
netWork noW commonly referred to as the “Internet”125. 
Local netWork 122 and Internet 125 both use electrical, 
electromagnetic or optical signals Which carry digital data 
streams. The signals through the various netWorks and the 
signals on netWork link 121 and through communication 
interface 120, Which carry the digital data to and from 
computer 100, are exemplary forms of carrier Waves trans 
porting the information. 

[0037] Computer 100 can send messages and receive data, 
including program code, through the netWork(s), netWork 
link 121, and communication interface 120. In the Internet 
example, remote server computer 126 might transmit a 
requested code for an application program through Internet 
125, ISP 124, local netWork 122 and communication inter 
face 120. 

[0038] The received code may be executed by processor 
113 as it is received, and/or stored in mass storage 112, or 
other non-volatile storage for later execution. In this manner, 
computer 100 may obtain application code in the form of a 
carrier Wave. 

[0039] Application code may be embodied in any form of 
computer program product. A computer program product 
comprises a medium con?gured to store or transport com 
puter readable code, or in Which computer readable code 
may be embedded. Some examples of computer program 
products are CD-ROM disks, ROM cards, ?oppy disks, 
magnetic tapes, computer hard drives, servers on a netWork, 
and carrier Waves. 

[0040] The computer systems described above are for 
purposes of example only. An embodiment of the invention 
may be implemented in any type of computer system or 
programming or processing environment. 

[0041] Embodiment of SoftWare Apparatus 

[0042] One embodiment of the invention provides for a 
method and apparatus for distributing and synchroniZing 
objects across a netWork. In one or more embodiments, an 
object is copied from the server into local address space 
(including the code/methods of the object). As a result, When 
the object receives a message, the object’s methods are 
executed locally. Consequently, there is no implicit netWork 
traffic. Further, if a user desires to send a message to a 
remote object (using a traditional distributed object 
approach), such remote messaging is still permitted. FIG. 2 
illustrates the copying and use of objects locally across a 
netWork. Objects A, B, and C are on server 208. Instead of 
creating a proxy object on client 1, client 2, or client 3, the 
objects may be copied across netWork 206 to one or more 
clients. Consequently, object A and object B may be copied 
to client 1. Similarly object C may be copied to client 2 and 
object A may be copied to client 3. 

[0043] Using one or more embodiments of the invention, 
multiple objects across a netWork are utiliZed. HoWever, 
since an object’s methods may be executing and an object’s 
data may be modi?ed, the various objects and their associ 
ated states may not be synchroniZed. For example, data on 
the copy of object Aon Client 1 may have been modi?ed by 
Client 1. Once the data has been modi?ed locally on Client 
1, the modi?ed data Will not match the data of the copy of 
object A on Client 3 or Server 208. 
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[0044] One or more embodiments of the invention provide 
for the synchronization of state betWeen objects across a 
network. In such an embodiment, the synchronization of 
objects occurs automatically and transparently to the user. In 
one or more embodiments, a ?exible policy provides for 
synchroniZation upon compliance With speci?ed conditions. 
The policy may provide for one or more conditions that may 
vary signi?cantly. For example, a policy may be based on 
the processing of a number of messages (e.g., synchroniZa 
tion may occur When 10 messages have been processed by 
a local object). Alternatively, a policy may be based on the 
processing of a certain type of message (e.g., the execution 
of a particular message or the modi?cation of particular 
data), for example. Additionally, a policy may be temporally 
based such that synchroniZation occurs When a speci?ed 
time (e.g., 10:00 AM.) has been reached or occurs every 
?fteen (15) minutes. In another embodiment, a policy may 
provide for the occurrence of a user action such as the 
activation of a “save” button. In one or more embodiments 

of the invention, the policy may be based on a heuristic. 
(e. g., requirements obtained due to experimentation and trial 
and error). A heuristic may be determined dynamically by 
obtaining and evaluating messages transmitted betWeen a 
local object and remote object, for example. 

[0045] After a policy’s conditions have been met, one or 
more embodiments of the invention synchroniZe the copies 
of the objects With each other by transmitting the minimum 
amount of information necessary to re?ect the differences to 
the remote counterpart of the object. The remote counterpart 
of the object may then propagate the differences to other 
systems/copies of the object. 

[0046] FIG. 3 demonstrates the distribution and synchro 
niZation of objects in accordance With one or more embodi 
ments of the invention. Referring to FIG. 2 and FIG. 3, at 
step 300, an object (e.g., object A, object B, or object C) may 
be copied from server 208 to a client (e.g., client 1, client 2, 
or client 3). At step 302, a policy indicating When synchro 
niZation is to occur is obtained. A default policy or a policy 
set by a developer may be utiliZed, for example. At step 304, 
a determination is made regarding Whether the conditions of 
the policy have been met (e.g., have the actions that indicate 
When synchroniZation should occur been reached). Once the 
various conditions have been met, the objects are synchro 
niZed at step 306. The process continues at step 304 via A 
308. 

[0047] FIG. 4 provides additional details regarding the 
synchroniZation of objects as provided in step 306. At step 
400, a client (e.g., client 1, client 2, or client 3) may transmit 
any changed information to a remote counterpart (e.g., 
server 208). At step 402, the changes are propagated to 
additional copies of the object. For example, if client 1 
modi?es object A, the changed information of object A is 
transmitted to server 208. Server 208 may then update the 
resident object (i.e., object A). At step 402, server 208 
transmits the changes to client 3 so that client 3 can update 
its copy of object A. 

[0048] At times, the code or business logic of a method 
may be con?dential, sensitive, or secure. Additionally, the 
execution of a particular method may be resource intensive 
requiring the use of signi?cant resources (e.g., a database) 
that may reside remotely. To maintain application security 
and avoid the netWork traffic associated With copying 
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numerous resources to a local address space, one or more 

embodiments of the invention provide for the execution of 
certain object methods remotely. Before remote execution, 
any pending changes to local objects may be pushed/ 
transmitted to their remote counterparts so that the remote 
method is executed in the same environment as if it Were 
executed locally. Once a method is executed remotely, the 
results, object state, and context may be pushed/transmitted 
to the local copies of the object. The local copies of the 
object may then be synchroniZed With the remote object. 
Alternatively, the result, object state, and context may only 
be pushed to the local object that requested the method’s 
execution With synchroniZation of the remaining objects to 
occur as set forth in a policy. Such an implementation may 
provide for multiple copies of an object With restrictions on 
the local copies that require remote execution of identi?ed 
methods. Consequently, remote method execution and local 
method execution may be set as desired. Further, from a 
programmer’s/developer’s perspective, all of the methods 
appear to execute locally. 

[0049] Objects may contain con?dential data that should 
be accessible only by trusted, secure business logic. To 
provide this security, one or more embodiments of the 
invention provide for the mutation of objects as they are 
copied. For example, in one or more embodiments, a subset 
of the object data that is con?dential is omitted in the 
response to a user-de?ned mapping of the object de?nition 
(e.g., only non-con?dential information is transmitted With 
the object). Such an implementation may also provide for 
the creation of a superset of the object data Where the 
resulting copy is populated With data derived from the 
original object data, or With any permutation of omitted and 
derived data. Additionally, in order to further reduce com 
plexity from a developer’s perspective, some embodiments 
may provide a mechanism for transmitting an entirely (or 
partially different) object class during copying, so that the 
resulting local copy has both different methods and different 
data than its remote counterpart. Despite the differences in 
class de?nitions, one-to-one correspondence may still be 
maintained betWeen an object and its remote counterparts. 
Thus, from a developer’s perspective, the copies are “the 
same” despite having different class de?nitions. 

[0050] When multiple copies of objects are distributed 
across a netWork, one or more of the objects may attempt to 
modify the same or related data. For example, one object 
may modify a salary, While another object may modify the 
percentage of the salary that is for a bonus, While yet another 
object may modify the bonus amount. HoWever, as this 
example demonstrates, the modi?cations made by the vari 
ous objects con?ict With each other (i.e., the bonus amount 
is being adjusted While the amount that the bonus is based 
on and the percentage that determines the bonus is altered). 
One or more embodiments of the invention provide for a 
policy that sets forth exceptions to modifying the data or 
behavior of an object and may prioritiZe certain modi?ca 
tions. Using the above example, a policy may provide that 
adjustments to bonus percentages and salaries are given 
higher priority than adjustments to bonus amounts. Conse 
quently, modi?cations to speci?ed object data may occur 
before alloWing modi?cations to other related data. If tWo or 
more objects modify data that is unrelated, those changes 
may be merged together into the object Without interference. 
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For example, if one object changes the salary and another 
changes the last name, the resulting object data Will re?ect 
both changes. 

[0051] In one or more embodiments of the invention, a 
default synchronization policy provides for alWays synchro 
niZing all objects Whenever a request to save occurs. In one 
or more embodiments of the invention, Whenever a client 
issues a request (e.g., for a neW object, to save an object, or 
to invoke a remote object method), the response by the 
server includes updates to other objects (that have occurred 
on the remote object but have not been updated to the client) 
that the client has previously accessed. Thus, each time a 
client issues a request, all local objects are synchroniZed 
With their remote counterparts. Since most applications and 
objects vieW more data than they change (referred to as 
“read mostly”), synchroniZing the objects according to such 
a policy alleviates netWork traf?c and ensures the “reading” 
of accurate data. Synchronization in this manner may be 
supplemented by specifying conditions When additional 
synchroniZation is to occur in the policy. 

[0052] FIG. 5 demonstrates the use of editing contexts to 
provide for object synchroniZation in accordance With one or 
more embodiments of the invention. One or more embodi 
ments of the invention use object graph editing contexts 
500-506 to manage the synchroniZation of objects. An object 
graph (e.g., object graph 1, object graph 2, or object graph 
3) provides a particular vieW (e.g., a hierarchy or listing of 
objects) of objects that a particular client may be accessing 
or utiliZing. In an implementation using editing contexts and 
object graphs, editing contexts 500-504 on clients 508-512 
have as their object store 516 a remote editing context 506 
on the server 514. When object updates are pushed/trans 
mitted from a client (e. g., clients 508-512) to the server 514, 
the editing context ensures that the minimal set of changes 
is sent from each client to the server. When neW object data 
updates are received by an editing context on the client or 
server, that editing context correctly merges the changes into 
local objects (that may be located using the object graphs). 
Editing contexts and object graphs are more fully described 
in pending US. patent application Ser. No. 08/682,198 
entitled “Object Graph Editing Context and Methods of 
Use” Which is hereby fully incorporated by reference. 

[0053] The determination of Whether objects should be 
copied into local address space (also referred to as populat 
ing a local graph of objects) may be performed in a variety 
of manners. One or more embodiments of the invention 
provide a method for populating a local graph of objects by 
retrieving remote object data on an as-needed basis in tWo 
Ways: (1) by explicit request, or (2) by traversing previously 
unused segments of an object graph. 

[0054] One of the methods for retrieving remote object 
data is by explicit request (also referred to as “laZy popu 
lation”). The developer may need to retrieve copies of all 
objects of a particular type, or some set of objects Which 
match a speci?ed set of criteria. In one embodiment, a 
request may be made Within business logic or by a user 
interface for a set of objects managed by an editing context. 
The request for the objects is transmitted to its object store. 
Subsequently, the object store transmits the resulting local 
copies to the object that made the request. FIG. 6 demon 
strates the transmission of objects in accordance With one or 
more such embodiments. Client application 600 transmits 
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the request for objects to client editing context 602. The 
request is transmitted across a netWork 604 Where it is 
received by server application 606. Server application 606 
transmits the request to server editing context 608. Server 
editing context 608 transmits the request to object store 610 
Where the objects are stored. Object store 610 transmits local 
copies of the objects back through server editing context 
608, server application 606, netWork 604, and client editing 
context 602 Where the local objects may be delivered to 
client application 600. The results of the request (i.e., the 
copies of the local objects) may also be re?ected in the client 
object graph 612. 

[0055] A second method for retrieving objects is by tra 
versing previously unused segments of an object graph (also 
referred to as “faulting”). Part of an object’s data may be 
references to other objects, and in order to avoid retrieving 
the entire remote object graph at once, the editing context at 
?rst retrieves only the object data Which does not reference 
other objects. The ?rst time a reference from one object to 
another is traversed (e.g., an object needs the data or method 
of another object), the editing context automatically makes 
a request to its object store for the second object’s data, and 
the second object is populated With the resulting data. In this 
Way only the portion of the object graph traversed by 
business logic is populated. Thus, an object is only retrieved 
or populated When it is needed or When a “fault” occurs (i.e., 
a request for a method or data of an object is issued and the 
object is not present in local address space (resulting in an 
error)). 
[0056] One or more embodiments of the invention provide 
for an object persistence mechanism (i.e., a mechanism 
Wherein objects may be stored or remain persistent in local 
or remote address space) that takes advantage of remote 
object synchroniZation. Such a system uses an editing con 
text to manage and populate a local object graph as 
described above. Another editing context in the remote 
address space propagates requests to its object store, Which 
in turn provides a connection to an external repository such 
as a relational database or ?le system. Thus, referring to 
FIG. 5, local editing contexts 500-504 manage and populate 
local objects graphs (e.g., object graph 1, object graph 2, and 
object graph 3). Editing contexts 500-504 transmit requests 
through a distribution channel (that may include a local 
object store) across a netWork to server 514. Server editing 
context 506 propagates requests to object store 516. Object 
store 516 provides a connection to an external repository 
such as relational database 518 or ?le system 520 Where the 
objects may remain persistent. 

[0057] Thus, a method and apparatus for distributing and 
synchroniZing objects is described in conjunction With one 
or more speci?c embodiments. The invention is de?ned by 
the claims and their full scope of equivalents. 

1. A method for synchroniZing objects comprising: 

copying an object having data and behavior from a ?rst 
computer across a netWork to a second computer; 

obtaining a policy for synchroniZing said data and behav 
ior betWeen said ?rst computer and said second com 
puter; and 

synchroniZing said data and behavior betWeen said ?rst 
computer and said second computer based on said 
policy. 
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2. The method of claim 1 wherein said policy is tempo 
rally based. 

3. The method of claim 1 Wherein said policy is based on 
a type of message. 

4. The method of claim 1 Wherein said policy is based on 
a quantity of messages. 

5. The method of claim 1 further comprising a developer 
con?guring said policy. 

6. The method of claim 1 Wherein said policy provides for 
synchroniZing at least one object When a request is trans 
mitted from said ?rst computer to said second computer. 

7. The method of claim 1 Wherein said policy is based on 
user input. 

8. A system comprising 

a ?rst computer; 

an object having data and behavior stored on said ?rst 
computer; 

a second computer con?gured to obtain a copy of said 
object from said ?rst computer; 

a policy for synchroniZing said object and said copy of 
said object; and code con?gured to synchroniZe said 
object and said copy of said object based on said policy. 

9. The system of claim 8 Wherein said policy is temporally 
based. 

10. The system of claim 8 Wherein said policy is based on 
a type of message. 

11. The system of claim 8 Wherein said policy is based on 
a quantity of messages. 

12. The system of claim 8 Wherein said policy may be 
con?gured by a developer. 

13. The system of claim 8 Wherein said policy provides 
for synchroniZing at least one object When a request is 
transmitted from said ?rst computer to said second com 
puter. 

14. The system of claim 8 Wherein said policy is based on 
user input. 

15. A computer program product comprising 

a computer usable medium having computer readable 
program code embodied therein con?gured to synchro 
niZe objects, said computer program product compris 
ing: 
computer readable code con?gured to cause a second 

computer to obtain a copy of an object having data 
and behavior from a ?rst computer across a netWork; 

computer readable code con?gured to cause a computer 
to obtain a policy for synchroniZing said data and 
behavior betWeen said ?rst computer and said second 
computer; and 
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computer readable program code con?gured to cause a 
computer to synchroniZe said data and behavior 
betWeen said ?rst computer and said second com 
puter based on said policy. 

16. The computer program product to claim 15 Wherein 
said policy is temporally based. 

17. The computer program product to claim 15 Wherein 
said policy is based on a type of message. 

18. The computer program product to claim 15 Wherein 
said policy is based on a quantity of messages. 

19. The computer program product to claim 15 Wherein 
said policy may be con?gured by a developer. 

20. The computer program product to claim 15 Wherein 
said policy provides for synchroniZing at least one object 
When a request is transmitted from said ?rst computer to said 
second computer. 

21. The computer program product to claim 15 Wherein 
said policy is based on user input. 

22. An apparatus for synchroniZing objects comprising: 

means for copying an object having data and behavior 
from a ?rst computer across a netWork to a second 

computer; 

means for obtaining a policy for synchroniZing said data 
and behavior betWeen said ?rst computer and said 
second computer; and 

means for synchroniZing said data and behavior betWeen 
said ?rst computer and said second computer based on 
said policy. 

23. The apparatus of claim 22 Wherein said policy is 
temporally based. 

24. The apparatus of claim 22 Wherein said policy is based 
on a type of message. 

25. The apparatus of claim 22 Wherein said policy is based 
on a quantity of messages. 

26. The apparatus of claim 22 further comprising means 
for con?guring said policy by a developer. 

27. The apparatus of claim 22 Wherein said policy pro 
vides for means for synchroniZing at least one object When 
a request is transmitted from said ?rst computer to said 
second computer. 

28. The apparatus of claim 22 Wherein said policy is based 
on user input. 


