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Not too long ago in the history of modeling and
simulation technology, mathematical models were
implemented by hand. The models were usually
designed on paper using mathematical notation and the
programs written manually in a high-level
programming language, like C or Fortran, and stored

Abstract

This paper states the need for interactive teaching
materials for programming languages within the
area of modeling and simulation. We propose an
interactive teaching material for the modeling

language Modelica inspired by existing tutoring
systems for Java and Scheme.

The purpose of this new teaching material, called
DrModdica, is to facilitate the learning of
Modelica through an environment that integrates
programming, program documentation and
visualization. The teaching material is intended to
be used for modeling and simulation related
courses at the undergraduate and graduate level.

in text files. Much manual work was needed, making
not only maintenance of models expensive, but also
the modification of models hard in order to adapt to
new requirements [2].

2. Interactive Environments

Modelica helps solving problems concerning modeling
and simulation. In order for Modelica to be used for
this purpose, a modeling and simulation environment

is needed. In this section the MathModelica
environment [4] is presented. MathModelica is partly

1. Background \ _ lica i
_ built on Mathematica technology, which is also
The concepts of model, system, and experiment are yascriped below.

central in the area of modeling and simulation. “A
model of a system is anything an “experiment” can o 1
be applied to in order to answer questions about
that system.” [1] “A simulation is an experiment Mathematica [3] is a computer algebra system and

performed on a model.” [1] programming environment for performing
mathematical computations. The system can be used in

i : : many different ways; the most basic functionality
are becoming powerful aids in the product i, olves using it as a “calculator”. The user types a
development process. Using advanced t0ols and q5icyjation and Mathematica performs it immediately.
languages to build a model of a product and then o\ vever, there is a big difference between what a
simulate its behavior, before producing a physical yaqitional calculator can do and what Mathematica
prototype, reduces the number of errors that can .4, perform. The system seamlessly integrates a

occur during fabrication. ~ This ~reduction  meric and symbolic computational engine, graphics

consequently leads to a decrease in the time neede‘%ystem programming language, documentation

to (_Jlevelop the final product. Furthermore, the system, and advanced connectivity to other
earlier the errors are detected, the cheaper theapplications.

corrections are.

Mathematica

Tools that are used for modeling and simulation



Mathematica can also be used as a modeling and
simulation environment. When a model is
simulated in the environment, the results can be
visualized in various ways, using the Pl ot
function.

Mathematica is divided into two distinct parts: the
computer algebra engine and interpreter (“kernel”)

simulations and plotting curves of the models.
Mathematica notebooks provide a text based
programming environment.

3. DrModelica

Understanding programs is hard, especially code
written by someone else. For educational purposes it is

that receives and evaluates all expressions sent to itessential to be able to show the source code and to

and the user interface (“front-end”). The front-end
provides the programming interface to the user and
is concerned with such issues as how input is

entered and how computation results are displayedis

to the user.

Mathematica's front-end documents are called
notebooks. A notebook can contain specific
computations, text (including hyperlinks to other
notebooks), graphics, sounds and animations.
Using a hierarchical structure divided into sections,
subsections etc. A notebook can be madeoi |
like a traditional typeset document, with the
advantage that the calculations can remain active
and can be re-evaluated at any time.

2.2. MathModelica

MathModelica, from MathCore Egineering AB [4],
is a powerful engineering environment for physical
modeling, simulation, analysis and design [5, 6]. In

MathModelica, models are described using
Modelica.
The MathModelica environment integrates

modeling and simulation with graphic design,
advanced scripting facilities, integration of code
and documentation, and symbolic formula
manipulation provided via Mathematica. Import
and export of Modelica code between internal
structured and external textual representation is
supported by MathModelica. The environment
extensively supports the principle of literate
programming and integrates most activities needed
in simulation design: modeling, documentation,
symbolic processing, transformation and formula
manipulation, input and output data visualization.

The user interface of MathModelica consists of the
Model Editor, the Simulation Center and
Mathematica notebooks. The Model Editor is a
graphical tool for designing models using
predefined library components. The Simulation
Center is a graphical user interface for running

give an explanation of it at the same time [9].
Moreover, it is important to show the result of the
source code’s execution. In modeling and simulation it
important to have the source code, the
documentation about the source code, the execution
results of the simulation model, and the documentation
of the simulation results in the same document. The
reason is that the problem solving process in
computational simulation is an iterative process that
often requires a modification of the original
mathematical model and its software implementation
after the interpretation and validation of the computed
results corresponding to an initial model.

Most of the environments associated with equation-
based modeling languages focus more on providing
efficient numerical algorithms rather than giving
attention to the aspects that should facilitate the
learning and teaching of the language. There is a need
for an environment facilitating the learning and
understanding of Modelica. Also, users are reluctant to
using a programming language that does not provide
an adequate programming environment [10]. All the
above-mentioned facts constitute our reason for
developing DrModelica [11], a teaching material for
Modelica. DrModelica is based on MathModelica [4]
and the ideas of Literate programming [12].

Literate programming is a programming methodology
that was introduced by Donald E. Knuth. It represents
the idea of organizing a source program in an “essay”
manner by combining the source code with the
corresponding documentation in the same document.
By doing so it is easier to read and understand the
program.

MathModelica has an interface allowing the user to
write source code as well as documentation in the
same document. The user does not have to switch to a
command prompt to compile the source code, since
this can also be performed in the environment. The
same document also contains plots of the simulation
results. Additionally, in DrModelica the whole
Modelica language is available to the user, unlike



many other tutoring systems, where it is common MathModelica. The difference between the web

to provide a subset of the language. Furthermore, version and the Mathematica-style MathModelica
we have developed a web version of DrModélica, version of DrModelica is that the functionality of the
which has a similar interface and includes most of web version is limited, for example there is no
the functionality that can be found in possibility to show plots of asimulated model.
£ prModelica.nb * _ o =] 5
e
Susanna Monermar T
Eva-Lena Lengglist Sandelin ]
This notebook s developed to facilitate the learming of the Modelica lamguage. 1t is a supplementary material to T
Fater Fritzson's book "Frinciples of Objact-Oriented Modaling end Sivulation™ so the page vefavences below
are from this boolr. |
1 Getting Started 1]
2 A Quick Tour of Modelica ]
2.1 Getting Started - First Basic Examples
Thete is a long tradition that the first satple program in any computer language is a trivial program printing the
World" (p. 17). Since Modelica iz an equation based language, printing a string does not make much sence. Instead, our 0
World WModelica program solwes a triwial differential equation. The second example shows how you can write a model that solves a
Differential Algebraic Equation Svstern (p. 173 In the Van der Pol (p. 190 example declaration as well as inftialization and prefis
usage are shown in a slightly more complicated way. 11
2.2 Classes and Instances ]
In Modelica objects are created implicitly just by Declaring Instances of Classes (p. 22). Altmost anything in Modelica is a class, T
but there are sotne keywords for specific use of the class concept, called Restricted Classes (p. 24). The concept Feuse of
Modeling Knowledge (p. 25) is an important part of Modelica. Modelica has several budt-in types (like Real, Iteger, Boolean and
Stringy, which has tost of the properties a class has and it iz possible to change the walue of them during run-time, You can read
more ahout classes in chapter 3. 4
2.2.1 Exercises 711
Exercise 1
Exercise 2
Exercise 3 Ul
2.3 Inheritance ]
Inheritance (p. 26) is the ability to extend the bebawior and properties of an existing class. This way the properties of a specific
class can be rensed. See chapter 4 for additional details concerning inheritance.
2.3.1 Exercises i
2.4 Generic Classes ]
In many situations it iz advantageous to be able to express Generic Patterns (p. 26) for programs. By doing so a substanitial
amount of coding and software maintenance can be avoided by directly expressing the general structure of the problem and
providing the special cases as parameters. [n Wodelica the class construct is general enough to handle generic modeling and
rograrmtning. In chapter 4 vou can learn more about generic classes. ¥
100% - 4 | By

Figure 1. Thefront-page notebook of DrModelica

Furthermore, the web version is intended to be used code. It is not a teaching material, since there is no
as a tedting environment for evaluating Modelica text or examples that the user can learn from.



DrModelica has a hierarchical structure represented
as Mathematica notebooks. The front-page notebook
is similar to a table of contents that holds al other
notebooks together by providing links to them. This

particular notebook is the first page the user will see
(Figure 1).

£ HelloWorld.nb * N - 1ol x|

In each chapter of DrModelica the user is presented a
short summary of the corresponding chapter of the
book “Principles of Object-Oriented Modeling and
Simulation with Modelica” by Peter Fritzson [1]. The
summary introduces sonkeywords, being hyperlinks
that will lead the user to another notebook describing
the keyword in detail.

First Basic Class

1 Helloworld

The program contains a declaration of a class called HelloWorld with two fields and one equation. The first field 1z the variable x

which is initialized to a start value 2 at the time when the simulation

1z inittalized to 2 at the beginning of the sinulation. Such a constant is prefized by the keyword parameter i order to mdicate that it is
constant during simulation but 15 a model parameter that can be changed between simulations.

The Modelica program solves a trivial differential equation: x* =
value over time. The x ' is the time derivative of x.

starts. The second field iz the variable a, which is a constant that

- a * x. The variable x 15 a state variable that can change

<lass HelloWorld
Real xi{start = 1);

parameter Real a = 1;
equation
der{x) = - a * u;

end HelloWorld

2 Simulation of Helloworld

Simulate [HelloWorld, {t, O, 4}]

{a, =%, x'}

<fimulationData: HelloWorld : Z002-10-31 11:
29:12 : {0., 4.} : 502 data points : 1 events : 3 variables:>

—x[t]
1
0.8
0.6
0.4
0.2
t
1 2 3 4
125% ~ 4] |

PlotSimulation[x[t], {t, 0, 4}, AxesOrigin = {0, 0}]

3

A

Figure 2. HelloWorld class.

Now, let us consider that the linkH&loWorld” in
section 2.1 in Figure 1 is clicked by the user. The

new notebook, to which the user is being linked (see
Figure 2), is not only a textual description but also
contains one or more examples explaining the specific



keyword. In the class, Hel | oWor |l d, a differential entirely new notebook in order to write his’her own
equation is described. programs or copy examples from other notebooks.
This new notebook can be linked from existing

No information in a notebook is fixed, which implies
notebooks.

that the user can add, change or remove anything in
a notebook. Alternatively, the user can create an

DrModelica.nb M =1E3

9 Algorithms and Functions ]

9.1 Algorithms ]_

In Modelica, algorithrmic statements can only oceur within Algorithmn Sections (p. 221), starting with the keyrword algorithm,
Sitnple Assigntnent Statemments (p. 222) is the most common kind of statemnents in algorithm sections. There is a special form of
assignrment staternent that is only used when the right hand side containg a call to a Function with Multiple Results (p. 223).

The for-Staternent (also called for-loop) is a convenient way of expressing iteration (p. 223) When using the for-loop for
iteration we must be able to express the range of values ower which the iteration wariable should iterate in a closed form as an
iteration expression. For cases where this is not feasible there is also a While-loop iteration construct in Modelica (p. 2240, For
conditional expressions the if-Statement (p. 225) i3 used.  When-Statements (p. 226 are used to express actions af event
instemts and are closely related to when-equations. The Feinit (p. 229) statement can be used in when-statements to define new
values for continuous-time state variables of a model at an event.

The Assert (p. 231) staternent provides a convenient means for specifying checks on tnodel validity within a model.
The most common usage of Terminate (p. 231) is to give more appropriate stopping criteria for terminating a sitnulation than a
fixzed point in tirne,

9.1.1 Exercises 11

Exercise 1
Exercise 2
Exercise 3
Exercise 4
Exercise 5

9.2 Functions ]_

The body of a Modelica function is a kind of algorithm section that containg procedural algorithrnic code to be executed when the
function iz Called (p. 233). Since a function is a restricted and enhanced kind of class, it is possible to inherit an existing function
declaration in the declaration of a new function. In this way we can declare the common structure of a set of functions az a
Partial Base Function (p. 234 which can be inherited into the functions we want to define. & function with more than one output
fortnal pararneter has Wultiple Results (p. 2353, It is possible to call functions defined outside of the Modelica language, so called
Esternal Functions (p. 237).

9.2.1 Exercises 11
Exercise 1
Exercise 2
Exercise 3

10 packages ]

What is a Package? ]

10.1 Packages as Abstract Datatypes ]
The notion of a package partly originates from the notion of Abstract Data Type (p. 2477 j

100% « 4] | v

Figure 3. Chapter 9 in the main page of DrModelica.



When a class has been successfully evaluated the
user can simulate and plot the result. These two
actions are performed by the Mathematica
commands Sinmulate and PlotSinulation.
Si nul ate compiles the code and
Pl ot Si nul ati on shows a diagram of the result.
Figure 2 shows how HelloWwrld uses the
Mathematica commands  Sinul ate and
Pl ot Si mul ati on.

After reading a chapter in DrModelica the user can
immediately practice the newly acquired
information by doing the exercises that concern the
specific chapter. We have written the exercises in

[ Exercisel.nb

order to elucidate language constructs step by step
based on the pedagogical assumption that a student
learns better “using the strategy of learning by
doing”. The exercises consist of either theoretical
questions or practical programming assignments.
All exercises provide answers in order to give the
user immediate feedback.

Figure 3 shows Chapter 9 in the teaching material.
Here, the user can read about language constructs,
like al gorithm sections, when-statements and
rei nit and then practice by solving the exercises
corresponding to the recently read section.

IS[=1E3

Exercise 1

1 Using Algorithm Sections

Write a fimetion, Sum, which calculates the sur of rrebers, in an arvay of athitrary gize. ]

Write a fimction, Averade, which caloulates the average of numbers, in an array of atbitrary size. Average should use make a function call to Sum.

Write a class, Largestiwverage, that has two arrays and caleulates the sverage of each of thern. Ther it cormpares the sverages and sets a varishle to true if fro

the first array is larger than the second and otheraise false.

1.1 Answer

100% ~ 4]

T

Figure 4. Exercise1in chapter 9.

Exercise 1 in section 9.1.1 is shown in Figure 4. In
this exercise the user has the opportunity to practice
different language constructs and then compare the
solution to the answer for the exercise. Notice that
the answer is not visible until thenswer section is
expanded. The answer is shown in Figure 5.

Figure 6 shows that circuits created in the Model
Editor of MathModelica can be inserted in
DrModelica as pictures and it can be used to
generate Modelica code from.



1.1 Answer

1.1.1 Sum

function Sum
input Real[:] =:
output Real sum:

algorithm
for i in l:size(x,l) loop
sum = sum + H[i]:
end for;
end Sum;

1.1.2 Average

function Awverage

input Reall[:] x:

output Feal average;
protected

Real sum;

algorithm

average := Sumix) / size(x,l);
end Average:

1.1.3 LargestAverage

class Largestdverage
parameter Integer[:] &1 = {1, 2, 3, 4, 5}:
parameter Integer[:] &2 = {7, 8, 9}:
Real awveragedl, averagelz:
Boolean AlLargestistart = false);

algorithm

averagehl := Average (Rl):

averagelh := Average (R2);

if awverageldl > averagels then
AlLargest = true:;

else
Allargest := false;

end if:

end Largestdverage:

1.1.4 Simulation of LargestAverage

Simulate[Largestiverage, {t, 0, 1}]

<SimulationData: Largestldwerage : 2002-10-10 11:

28:45 @ {f0., 1.} @ 502 data points @ 1 ewents : 13 wvariables-
{A1[01] , AL Q2] , &1 030 , AL [4] , AL 5] , &lLargest, A2[1] ,

AZ[2] » A2 [3] » awveragedl , averageds, . derdummy, dummy}

When we look at the values in the variables we see that 42 has the largest average (8 ) and therefore the varisble & 1Largest is
false (= 0).

{AlLargest[1], averageRl[1l] , averageR2[1]}

(0., 3., 8.1

100% = 4| |

Figure5. The answer section to Exercise 1 in chapter 9.
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A DC-Motor by Connecting Components from
Multiple Domains

1 General Description

S iy e o the preseated models b besn o The ool dometih brps beig ootgrinicied of compeoetpls Soni o single g plivatioon dooer. Howsser, o of (e main ]
achantuons with Modehbrs » S s of comireciiay oral-doones. reosda b seeply by coxsctne comporesdy o, deiffrresd dooeser. & D0 {éewct carmnd ool oo off

the Ewapbe v e LT The capat oy

|h.rp|.—.h.-u: madal coriers carpamrds oo tha loes docestrr wechaconul corpomnds rxk @ rartsl, e sldnod cormamunts mesrie ], ooucial u:d'lnlllg.'

wnd o] e el poe sigal Do EE ER L s SR

J_ e R g

Thap !

Flypre i

"TTTTEl

A NALT - domaln BC - Fasortirrul s wads ] wich eechanionl,

S LSUEL10a2 el 3190 BLO0R J DEpeIFeatl

1« ) -

Figure 6. Picturesfrom the Model Editor in MathM odelica can be inserted in the environment.

4. Related Work

During the last two decades interactive teaching
materials have been developed with the purpose of
facilitating the learning process. For example,
DrJava and DrScheme are both interactive teaching
materials for Java and Scheme respectively. These
materials teach the language to the user both by
explaining the concepts of the language and by
letting the user write programs in a beginner-
adjusted environment [13, 14].

DrScheme [14] is a programming environment for
Scheme, providing a graphical user interface, in
which it is possible to edit and interactively evaluate
Scheme programs. The environment is especially
useful for students learning Scheme, since it guides
the student through Scheme in a way similar to an
introductory course [14].

DrJava is an open-source, pedagogic programming
environment for teaching Java. The environment is
influenced by DrScheme, which has served as a

model for DrJava [13]. To facilitate the learning of
Java, DrJava first introduces the concepts of coding,
as well as testing and debugging the source code,
and then focuses on the language semantics.

5. Evaluation of DrModelica

Evaluation methods are important tools for user
interface design. Such methods can be divided into
usability testing methods and usability inspection
methods. The difference between them is that users
are involved in usability testing methods but are not
involved in usability inspection methods. For
evaluation of DrModelica, both methods have been
used, with specialy developed questionnaires [15]
and performing a heuristic evaluation [16].

Using a questionnaire is a usability testing method

and reflects the users’ subjective opinions. It is a
cheap method for testing a system and can be

distributed to many users.

Heuristic evaluation is a usability

inspection
method, which is performed by an evaluator, using



a checklist of guidelines to determine the usability
of the user interface. This method is easy to learn
and inexpensive to perform. Most of the generd
usability problems can be identified using a
heuristic evaluation. The method requires some
experience with heuristic evaluation principles for
an optimal result. However, even a non-expert can
find many usability problems using a heuristic
evaluation.

5.1.

Twelve students attending a graduate Moddica
course at Linkdping University tested DrModelica.
After a few weeks they were asked to answer a
questionnaire. All testers were engineering students,
either in the area of physics or computer science.
The questions in the questionnaire concerned their
expectations of the teaching material and if their
expectations were fulfilled, what they felt about the
approach using literate programming and the
structure and layout of the material. The results of
the questionnaire were positive. For example,
Literate programming was appreciated when
programming Modelica. The test group generally
found DrModelica to be a better way of learning a
programming language, compared to the way they
were used to.

Evaluation using Questionnaire

The structure of DrModelica and the way of
navigating between the notebooks was, according to
the test group, fairly easy. The exercises at the end
of each chapter were also appreciated by the
students. In this way the student was able to
“directly use the collected knowledge”, referring to
one of the testers.

5.2.

Three usability experts from HCS (Human Centered
Systems), at the Department of Computer and
Information Science (IDA) have performed a
heuristic evaluation on DrModelica. When
performing the evaluation, the evaluators used the
guidelines from “Ten Usability Heuristics” [17].
They are listed below:

Heuristic Evaluation

1. Visibility of system status: The system should
always keep users informed about what is going
on, through appropriate feedback within
reasonable time.

2. Match between system and the real world: The
system should speak the users' language, with

10.

words, phrases and concepts familiar to the
user, rather than system-oriented terms. Follow
real-world conventions, making information
appear in a natural and logical order.

User control and freedom: Users often choose
system functions by mistake and will need a
clearly marked "emergency exit" to leave the
unwanted state without having to go through an
extended dialogue. Support undo and redo.

Consistency and standards: Users should not
have to wonder whether different words,

situations, or actions mean the same thing.
Follow platform conventions.

Error prevention: Even better than good error
messages is a careful design which prevents a
problem from occurring in the first place.

Recognition rather than recall: Make objects,

actions, and options visible. The user should not
have to remember information from one part of
the dialogue to another. Instructions for use of
the system should be visible or easily

retrievable whenever appropriate.

Flexibility and efficiency of use: Accelerators --
unseen by the novice user -- may often speed up
the interaction for the expert user such that the
system can cater to both inexperienced and
experienced wusers. Allow wusers to tailor
frequent actions.

Aesthetic and minimalist design: Dialogues
should not contain information which is
irrelevant or rarely needed. Every extra unit of
information in a dialogue competes with the
relevant units of information and diminishes
their relative visibility.

Help users recognize, diagnose, and recover

from errors: Error messages should be
expressed in plain language (no codes),
precisely indicate the problem, and

constructively suggest a solution.

Help and documentation: Even though it is
better if the system can be used without
documentation, it may be necessary to provide
help and documentation. Any such information
should be easy to search, focused on the user's
task, list concrete steps to be carried out, and
not be too large.



The evaluation gave many valuable results. The
evaluators found that learning how to use
DrModelica was easy in general. However,
realizing how some of the functionality works was,
according to the evaluators, not so intuitive. For
example it can be hard to discover the ability to
collapse and expand sections. Though, once it was
known how to use the functionality they found easy.
Furthermore, according to the evaluators it might be
confusing that a link in some cases opens a new
window and in other cases refers to another chapter

in the same window. This is a problem concerning
heuristic number 4. Another problem, when being
linked to another page, is that there is no feedback
telling the user that a new page has appeared in
front of the previous one. Thisis a problem mostly
concerning heuristics number 1, 2 and 3. When a
new window is opened in front of the other the user

is not properly informed about what is going on,
since there is no feedback that the window was just
being opened (see heuristic number 1). This
involves another problem, taking the user back to

the former window. This is currently resolved by
closing the window, but it would be better solved by
having a “back’-button, following real-world
conventions (see heuristics 2 and 3). Heuristics
number 5, 8 and 9 concern dialogues and error
messages, none of which exist in neither
DrModelica nor MathModelica, but that is why the
environment does not have a need for it. Heuristic
number 10 concerns help and documentation. There
is a help section on how to start using DrModelica,
which was appreciated by the users.

The evaluators also found that DrModelica was less
intimidating than other programming environments,
since the user is presented with an environment
similar to a document showing only a small amount
of functionality. This leads the user to believe that
DrModelica is a reading material. However, after
using the material for a while the user discovers that
DrModelica could be used for programming as well.
A common approach adopted by many
programming environments is to lead the user in the
opposite direction, by presenting all functionality
from the beginning. This approach can have a
discouraging effect on the user.

6. Future Improvements

Considering the results of the evaluation and
comparing our work with related work we have

discovered some possible improvements that can be
implemented in the future. Here follows a list of
these improvements:

A suggestion from the students, attending the
Modelica graduate course, is to extend DrModelica
to contain more exercises on simple as well as more
complex constructs in order for the student to get
more practice.

Since it can be difficult to learn how to use the
functionality in DrModelica, an idea is to make an
introductory exercise for practicing the basics step
by step instead of just reading a long introductory
text.

Links between files containing different variants of
the same term should be added.

Currently the exercises in the material mainly
concern language specific constructs, it would be
desirable to add exercises reflecting the purpose of
Modelica. The material needs to be extended with
more exercises in general.

Features, like parenthesis matching and keyword
highlighting, used in DrScheme and DrJava, would
be helpful when programming.

7. Summary and Conclusions

In this paper we have presented the interactive
teaching material for Modelica, based on
MathModelica, called DrModelica. DrModelica has
the goal of teaching Modelica in an environment
that has the purpose of facilitating the learning
process of the language. Because of the complexity
of learning Modelica there is a need for such a
material.

DrModelica is based on Literate programming,
which enables the user to write, document and
execute the source code in the same file or entity.
This file or entity becomes a Literate program. In
DrModelica the documentation about the source
code is not embedded as comments in the code, but
instead separated from the code in specific sections
only with the purpose of containing text.

The Literate programming approach is extended in
DrModelica, in such a way that the result of the
executed Modelica program is included in the same
file or entity. The results of the source code can be
shown in the form of diagrams. This is a necessary
part of DrModelica, since Modelica is a



programming language used for creating models of
complex physical systems and there is a need to
check if these models’ behaviour follows the
specification or comply with the user intent.

The evaluations of DrModelica resulted in many
valuable opinions. The members of the test group,
answering the questionnaire, generally found
DrModelica to be a better way of learning a
programming language compared to ways they are
used to. One conclusion that can be drawn from the
evaluation is that DrModelica is a good teaching
material for Modelica. The evaluators also found
that Literate programming is a methodology
suitable for learning Modelica. DrModelica is
developed with the programming environments
DrJava (for Java) and DrScheme (for Scheme) in
mind.

There is a need for a programming environment for
Modelica and DrModelica will hopefully fill this
need and increase the usage of Modelica by
facilitating the learning process.

The interested reader can visit:
http://www.mathcore.com, where a short version of
DrModelica is freely available for download. The
full version of the material is included in the
software MathModelica and in Pfinciples of
Object-Oriented Modeling and Smulation with
Modeica” by Peter Fritzson [1].
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