Automatic mapping from GUI to script in GuIrit
In addition to “General Output” and “Interpreter Output” windows a new (read-only) output window will appear, which will contain a script generated during runtime, whose execution will (in all but several cases) produce the same scene as the one that appears on screen (and in the database) at the moment. Option of saving the script at any time will be available.

The script will be generated according to the following rules:

· On each creation of a new object by invocation of modeler’s function, when user clicks “Ok” or “Apply”, code which creates an identical object will be produced and concatenated to the script. The code (written in IRIT interpreter language) has to be supplied by this function’s developer. It may be empty in case of GuIrit function which has no analog in IRIT. Some optimizations might be applied to generate an appropriate code automatically if it is trivial (a single call to a function with a name equal to modeler function’s name). In addition, a command VIEWOBJ will be generated to display an object.
· On changing of properties of an existing object by invocation of modeler’s function, last creation point of an object with this name in the script will be located and changes are made to the code to specify updated parameters. This will be implemented using the same IRIT interpreter function which was provided for object creation.

· There is an important special case: if there are objects which depend on an edited object and on some deleted object as well, we don’t want them to change as a result of this action, hence such cases have to be detected and for each of them a new object has to be created in the script with an old definition, to be used at the same place where an edited object was used and to be destroyed afterwards.

· On renaming of an existing object the whole script will be traversed and all instances of an old name will be replaced by a new one.
· On deleting of an existing object a FREE command will be added to the script. Subsequent creation of an object with the same name will be treated as if this object has never existed and new construction code will be generated instead of modifying the old one.
· On transforming an object using transformation widget appropriate IRIT commands (“ROTX”, “ROTY”, “ROTZ”, “ROTVEC”, “SCALE” or “TRANS” to create a matrix, and then multiplication operation to apply a transform on an object) will be generated and added to the script.

· On performing “Reset Object Transform” operation all previously mentioned command applied on a given object will be found and removed from the script.

· On hiding an object, last creation point of this object will be located and a call to VIEWOBJ will be deleted.

· On showing an object (making previously invisible object visible), last creation point of this object will be located and a call to VIEWOBJ will be added at the first line where the construction is complete.

· On executing an interpreter command (by typing it in an input window and sending to interpreter) this command will be copied and concatenated to the script.
