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This documentation is a work in progress. 
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1 Installation  

1.1 MyExperience  Application  Installation  

1. If you are using Windows XP, download and install the latest version of ActiveSync. At the time 

of this writing, the latest version of ActiveSync is ActiveSync 4.5, which can be downloaded here. 

Windows Vista does not use ActiveSync, so this step can be avoided in that case. 

2. Plug your Windows Mobile device into your desktop computer via the USB cable. 

a. Make sure that your Windows Mobile device has an external storage card such as a 

MiniSD or MicroSD card. MyExperience requires an external storage card. 

3. Find the install.bat file that came in the MyExperience zip file. 

4. Double click the install.bat 

a. Follow the install.bat directions 

b. During the installation process, you may be asked to specify the installation location 

(e.g., either Storage Card or Device). If your device has room in its internal memory, I 

suggest installing everything to the device. 

5. After the install.bat completes, you can find the MyExperience.Application in one of two places 

depending on how you responded to the prompts on your device during installation: 

a. \Program Files\MyExperience 

b. \Storage Card\Program Files\MyExperience 

6. Click on MyExperience.Application to launch the application. 

If the installation fails, you can manually install MyExperience (circumventing the install.bat altogether) 

by following the steps outlined in the troubleshooting section (Section 12) at the end of this document. 

If you would like MyExperience to start every time the device is turned on, do the following: 

1. Plug your Windows Mobile device into your desktop computer via the USB cable 

2. Open Activesync on your desktop computer 

3. Click on Explore 

4. Browse to the MyExperience installation directory (e.g., \Storage Card\program 

files\myexperience) 

5. Create a short cut of MyExperience.Application.exe by right clicking on the file and selecting 

Create Shortcut 

6. Copy this shortcut into \Windows\StartUp 

Note: future versions of the MyExperience installer will allow you to specify whether you automatically 

ǿŀƴǘ aȅ9ȄǇŜǊƛŜƴŎŜ ǘƻ ōŜ ŀŘŘŜŘ ǘƻ ǘƘŜ ŘŜǾƛŎŜΩǎ {ǘŀǊǘ¦Ǉ ŦƻƭŘŜǊΦ 

1.2 MyExperience Developer Installation  

Developer here is defined as someone who is interested in programming additional functionality into 

MyExperience via C++ or C#. For example, MyExperience currently does not contain any sensors for 

RFID, if you wanted to create an RFID-based MyExperience sensor you would have to do this in a .NET 

programming language such as C++ or C#. However, if you are simply interested in using one of the over 

http://www.microsoft.com/windowsmobile/activesync/activesync45.mspx
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100 sensors that MyExperience ships with, then you do not need the tools described below. You can 

simply edit the XML file and be on your way. If you are a developer, make sure that you have the 

following installed: 

 Visual Studio 2005 (or later) 

o While Visual Studio is not free, Microsoft has a program called the MSDN Academic 

Alliance that partners with universities to provide free Microsoft software to students. 

The link for the University of Washington CSE store is here (though your university will 

have its own custom url). More information on MSDNAA can be found here. Finally, if 

you are not a student/faculty member (or not a student/faculty member at a 

participating university), then you can still use MyExperienceτƛǘΩǎ Ŧǳƭƭȅ ŎǳǎǘƻƳƛȊŀōƭŜ Ǿƛŀ 

·a[ ŀƴŘ ŀ ŘȅƴŀƳƛŎ ǎŎǊƛǇǘƛƴƎ ƭŀƴƎǳŀƎŜΦ IƻǿŜǾŜǊΣ ȅƻǳ ǿƻƴΩǘ ōŜ ŀōƭŜ ǘƻ ŘŜǾŜƭƻǇ ȅƻǳǊ 

own custom widgets or actions without Visual Studio 2005. 

o Though Microsoft does offer Visual Studio Express for free, it is not compatible with 

device development. 

 .NET Compact Framework 2.0 SP1 

 Windows Mobile 5.0 SDK for Smartphone 

 Windows Mobile 5.0 SDK for Pocket PC 

 Microsoft SQL Server 2005 Compact Edition Developer Software Developer Kit 

YŜǎΣ ǘƘŀǘΩǎ ŀ ŦŀƛǊ ŀƳƻǳƴǘ ƻŦ ǇǊŜǊŜǉǳƛǎƛǘŜǎ ōǳǘ ȅƻǳ ǿƻǳƭŘ ƴŜŜŘ ǘƘŜǎŜ ǘƘƛƴƎǎ ŀƴȅǿŀȅ ƛŦ ȅƻǳ ǿŜǊŜ ƎƻƛƴƎ ǘƻ 

do any Windows Mobile development. J  

  

http://msdn.e-academy.com/elms/StorefrontSupport/MsdnaaStorefrontSupportMain.aspx?campus=washington_cs&np1=17
http://en.wikipedia.org/wiki/MSDN_Academic_Alliance
http://msdn2.microsoft.com/en-us/express/default.aspx
https://www.microsoft.com/downloads/details.aspx?familyid=0C1B0A88-59E2-4EBA-A70E-4CD851C5FCC4&displaylang=en
http://www.microsoft.com/downloads/details.aspx?FamilyID=DC6C00CB-738A-4B97-8910-5CD29AB5F8D9&displaylang=en
https://www.microsoft.com/downloads/details.aspx?familyid=83A52AF2-F524-4EC5-9155-717CBE5D25ED&displaylang=en
https://www.microsoft.com/downloads/details.aspx?familyid=E9AA3F8D-363D-49F3-AE89-64E1D149E09B&displaylang=en
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2 Quickstart Guide   
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3 The MyExperience XML 

One of the unique features that the MyExperience tool offers is the ability ǘƻ άǇǊƻƎǊŀƳέ ŎƻƳǇƭŜȄ 

behaviors via the MyExperience XML interface. If you are unfamiliar with XML, please see the XML 

Primer (Section 13) in the Appendix. 

3.1 MyExperience XML Format  

The MyExperience file is broken up into four sections: sensors, triggers, actions, and the user interface. 

From a high level, the MyExperience XML format looks like this: 

<myexperience > 

  <sensors > 

    <! --  define the sensor elements here -- > 

    <sensor >... </ sensor > 

  </ sensors > 

   

  <triggers > 

    <! --  define the trigger elements here -- > 

    <trigger >... </ trigger >   

  </ triggers > 

   

  <actions > 

    <! --  define the action elements here -- > 

    <action ></ action > 

  </ actions > 

   

  <questions > 

    <! --  define the question  elements here -- > 

    <question ></ question > 

  </ questions > 

</ myexperience > 

In this section, I will first go over the common structure of each of these blocks (e.g., how to define a 

property, how to name an element, etc.). I will then go over specific aspects of each high level block. 

3.1.1 Common Structure  

The sensor, trigger, and action elements are all specified in the same way. Question elements are similar 

but declared differently enough that I will defer their discussion until later. To define a sensor, trigger, or 

action you must specify a name and a type. For example,  

<action  name=" PhoneChargingSurvey "  type =" SurveyAction " />  

<sensor  name=" PowerLineSensor "  type =" PowerLineStatusSensor " />  

<trigger  name=" TriggerSurveyAfterCharge "  type =" Trigger " />   

The name value can be anything you want as long as it is unique. The type value must match the type 

names provided in this documentation (see 5.1, 6.1, 8.1). Note the consistency between all three 

elements (actions, sensors, and triggers). The MyExperience XML format utilizes common patterns like 

these to make writing the XML file easier. Developers: note the type attribute here is matched directly 

to the C# type name. MyExperience relies heavily on reflection and factory classes to dynamically create 

objects specified in the XML file. 
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A second common feature of the MyExperience XML file is the way that properties are specified for each 

element. Specifying properties is the same for all XML elements in MyExperience. The format looks like 

this: 

 <property  name=" Title " >Battery Survey </ property > 

Properties can also be written as: 

<property  name=" Title " value =" Battery Survey " />  

Either specification is acceptable. So, for example, let us set the text and title to the NotificationAction, 

an action that displays a short message in a dialog box with a vibration and sound alert (see Section 5.5 

for more information on the NotificationAction). 

<action  name=" BatterySurveyNotification "  type =" Notification " > 

<property  name=" Title " >Battery Survey </ property > 

<property  name=" Text " >Select OK to take the survey. </ property > 

</ action > 

 

3.1.2 Action Element Format  

The action element format is defined as: 

<action  name=" DESCRIPTIVE NAME"  type =" ACTION CLASS TYPE" > 

  <property  name=" ACTION CLASS PROPERTY1" >PROPERTY1 VALUE</ property > 

  <property  name=" ACTION CLASS PROPERTY2" >PROPERTY2 VALUE</ property > 

  ...  

  <property  name=" ACTION CLASS PROPERTYN" >PROPERTYN VALUE</ property > 

</ action > 

There are currently eleven actions in MyExperience. These are explained in detail in Section 5. 

3.1.3 Sensor Element Format  

The sensor element format is defined as (same as the action element format): 

<sensor  name=" DESCRIPTIVE NAME"  type =" SENSOR CLASS TYPE" > 

  <property  name=" SENSOR CLASS PROPERTY1" >PROPERTY1 VALUE</ property > 

  <property  name=" SENSOR CLASS PROPERTY2" >PROPERTY2 VALUE</ property > 

  ...  

  <prop erty  name=" SENSOR CLASS PROPERTYN" >PROPERTYN VALUE</ property > 

</ sensor > 

The available sensors are explained in detail in Section 6. 

3.1.4 Trigger Element Format  

The trigger element format is defined similarly to actions and sensors but with an additional element 

ŎŀƭƭŜŘ άǎŎǊƛǇǘΦέ 

<trigger  name=" DESCRIPTIVE NAME"  type =" TRIGGER CLASS TYPE" > 

  <property  name=" TRIGGER CLASS PROPERTY1" >PROPERTY1 VALUE</ property > 

  <property  name=" TRIGGER CLASS PROPERTY2" >PROPERTY2 VALUE</ property > 

  ...  

  <property  name=" TRIGGER CLASS PROPERTYN" >PROPERTYN VALUE</ property > 

  <script > 

   // JavaScript like code goes here  

  </ script > 

</ trigger > 
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Unlike actions, sensors, and user interface elements there are only a few triggers. This is because most 

of the trigger functionality comes from the script element. Note that these scripts are meant to be short 

pieces of code that simply tie together sensors and actions. If you find your scripts becoming long, 

consider writing them in C# instead (which is easier to debug). Triggers are explained in detail in Section 

0. 

3.1.5 The User Interface ( Question Element Format ) 

The question element format changes depending on the specified response widget. This is the primary 

way that a user interface is specified. Here is the general structure: 

<question  id =" DESCRIPTIVE ID "  text =" QUESTION TEXT" > 

  <property  name=" QUESTION CLASS PROPERTY1" >PROPERTY1 VALUE</ property > 

  <property  name=" QUESTION CLASS PROPERTY2" >PROPERTY2 VALUE</ property > 

  ...  

  <property  name=" QUESTION CLASS PROPERTYN" >PROPERTYN VALUE</ property > 

  <response  widget =" WIDGET CLASS TYPE" > 

    <options > 

      <option >OPTION 1</ option > 

      <option >OPTION 2</ option > 

      ...  

      <option >OPTION N</ option > 

    </ options > 

  </ response > 

  <script  even t =" OnLoad" > 

    // JavaScript like code called before question is displayed  

  </ script >     

  <script  event =" OnComplete " > 

    // JavaScript like code called after question is completed  

  </ script >     

      </ question > 

  



 

Jon Froehlich 11/2/2007 8:24:00 PM 11 

4 Scripting  

MyExperience uses a modified version of the Simkin scripting language, which I ported to .NET CF. 

Simkin is a JavaScript-like language that is interpreted and executed during runtime by a C# based 

interpreter. Basically, this means that the script code can modify the behavior of MyExperience 

dynamically (during execution). Here are some Simkin related links: 

 Simkin Script Syntax 

 The Simkin homepage 

Simkin scripts can utilize C# objects and call C# methods. Most of the Simkin scripts embedded in 

MyExperience files should be very simpleτif they become too complex, they are difficult to read, 

understand and debug. They are meant to provide rudimentary dynamic behavior into MyExperience as 

well as to link sensors and actions together within Triggers. 

Note: the test for equality operator is not == like it is in JavaScript but simply =. Thus, the assignment 

operator and the equality operator are the same in Simkin.  

Currently, there are two main places where scripts can be programmed within the MyExperience.xml 

file: within Triggers (Section 0) and within Questions (Section 8). A short description of how these scripts 

are used follows below. 

4.1 Triggers  

Scripts are the most important aspect of Trigger elementsτthey link sensors to actions. [ŜǘΩǎ ǎŀȅΣ ŦƻǊ 

example, that we would like to perform some action every hour. Within the trigger script, we could use 

the TimeSensor (configured to go off every hour) to dynamically create and execute an action. In this 

case, the action we are executing every hour is the MessageAction (described in Section 5.4), which 

simply displays a message to the screen.  See the Triggers section for more information (Section 0). 

    <trigger  name=" HourlyTrigger "  type =" Trigger " > 

      <script > 

        //by grabbing a reference to a sensor or a sensor state snapshot,  

        //within a trigger, that trigger is automatically subscribed to  

        //the sensor state changes  

        hourlyTimeSensor = GetSensorStateSnapshot( "OneHourTimeSensor" );  

 

        //create the actio n and run it  

        messageAction = CreateAction( "HourlyMessageAction" );  

        messageAction.Run();  

      </ script > 

    </ trigger > 

4.2 Questions 

Question elements have multiple uses for scripts. We use them to dynamically change the question text 

based on previous responses or sensor states (e.g., ǿŜ Ŏŀƴ ŀǎƪ ǘƘƛƴƎǎ ƭƛƪŜΣ ά²Ŝ ōŜƭƛŜǾŜ ȅƻǳ ŀǊŜ ŎǳǊǊŜƴǘƭȅ 

ŀǘ ϪƭƻŎŀǘƛƻƴΣ ƛǎ ǘƘƛǎ ŎƻǊǊŜŎǘΚέ ǿƘŜǊŜ ϪƭƻŎŀǘƛƻƴ ƛǎ ǊŜǇƭŀŎŜŘ ōȅ ǘƘŜ ǇƭŀŎŜ ǎŜƴǎƻǊ ǾŀƭǳŜύΦ vǳŜǎǘƛƻƴ ǎŎǊƛǇǘǎ 

can also be used to query previous or current question responses for branching purposes. This is 

especially useful for open-ended questions. See the Questions section for more information (Section 8).  

http://www.simkin.co.uk/Docs/Simkin/Syntax.html
http://www.simkin.co.uk/
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4.3 Script Statements  

Similar to JavaScript, each statement must end in a semi-colon (;). IŜǊŜΩǎ ŀƴ ƻǾŜǊǾƛŜǿ ƻŦ ǘƘŜ ǎǘŀǘŜƳŜƴǘǎ 

supported by Simkin. 

4.3.1 While Statement  

This statement allows you to execute a series of other statements until an expression is true.  

The format of the statement is:  

while (<tes t - expression>) {  

 <statements...>  

}  

For example:  

i=0;  

while (i lt 3) {  

  trace(i);  

  i=i+1;  

}  

will print:  

0 

1 

2 

Note: you have to use the braces "{" and "}" to surround the statements after the while clause. 

4.3.2 IfElse Statement  

This statement allows you to optionally execute one of two sets of statements dependent on the truth 

ƻŦ ŀƴ ŜȄǇǊŜǎǎƛƻƴΦ  bƻǘŜ ǘƘŀǘ ǘƘŜǊŜ ƛǎ ƴƻ άŜƭǎŜ ƛŦέ ŎƻƴǎǘǊǳŎǘ ƛƴ {ƛƳƪƛƴΦ 

The format of the statement is:  

if (<expression>) {  

 <statements...>  

}else{  

 <statements...>  

}  

You must use "{" and "}" to indicate the statements in both the "if" and "else" parts of the statement.  

For example:  

if (transaction.complete()) {  

  transaction.commit();  

}else{  

  transaction.continue();  

}  

4.3.3 Switch Statement  

This statement allows you to branch to different blocks of code depending on the value of an 

expression. The statement has 3 main sections: an expression is given within a "switch" keyword. Then a 
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series of "case" statements follow, each of which specifies a test expression followed by some 

statements to execute if the switch and case expression match. You can switch on primitive types such 

as int and long but also on strings. 

Finally you can specify a "default" set of statements to execute.  

The format is:  

switch (<test - expression>) {  

  case <compare - expression> {  

    <statements...>  

  }  

  default {  

    <statements...>  

  }  

}  

For example:  

i=0;  

j=1;  

switch(i){  

  case j - 1 {  

  i=i+1;  

 }  

 default {  

  j=j - 1;  

 }  

}  

will match the first case, and  

i=i+1;  

will be executed.  

Note: you have to use the braces "{" and "}" to surround the statements after each case clause, and 

after the default clause.  

4.3.4 Assignment Statement  

This statement computes an expression and stores the result in a variable. You do not need to pre-

declare variables in Simkin nor do you need to declare their types.  

For example:  

 value=value+1;  

or:  

 Customer.Code=10004;  
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4.3.5 Method Call Statement  

This statement evaluates a series of expressions and passes them as arguments to a method in another 

object. Note that the customer object below is a C# object and the RegisterDetails is a method within 

that object. 

For example:  

 customer.RegisterDetails(a,b,c);  

4.3.6  For Each Statement 

This statement allows you to iterate over a collection, with an optional qualifier.  

The statement has 2 main sections:  

1. the f or each  section specifies what to enumerate over, and which variable to bind each item 

to 

2. this is followed by a block of statements to be executed for each item 

Here is an example of unqualified iteration:  

// looks at each item in the collection,  

// the variable "item" will receive each item in the iteration  

for each item in collection {  

 trace(item.name);  

}  

Note: you have to use the braces "{" and "}" to surround the statements after the for clause.  

4.3.7 For Statement  

This statement allows you step through a set of statements a certain number of times.  

The statement has 2 main sections:  

1. the for  section specifies the start and end values, and optionally, the step value. The for  loop 

will start at the start value, and end at the end value minus the step value. If a step value is not 

given it is assumed to be 1. 

2. this is followed by a block of statements to be executed for time through the loop 

Here are some examples:  

for i=1 to 10 {  

  trace(i);  

}  

This will print out:  

 1 2 3 4 5 6 7 8 9  

This one steps downwards:  

for i=10 to 0 step - 1 {  

  trace(i);  

}  
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This will print out:  

 10 9 8 7 6 5 4 3 2 1  

4.3.8 Return Statement  

This statement allows you to return a value from a function.  

It is optional to add a return statement to a function - without one it is assumed that a "null" value is 

returned. This will be interpreted as a numeric zero, a blank string or a null object, depending on the 

context. You can also use return statement without a value to return from a function. In this case a 

"null" value is returned.  Most scripts in MyExperience do not return values. 

The statement has the following formats:  

 return expression  

For example:  

 return (x+5)/2;  

and  

 return  

For example:  

 return;  

4.3.9 Break Statement  

This statement allows you to break out of a loop.  

For example:  

for i =1 to 5{  

 if (i=2){  

  break;  

 }  

}  

4.4 Script Expressions  

4.4.1 Logical Operators  

Name Description  Example 

not  Negates an expression not Overdrawn 

and  Logical and Overdrawn and WithinRedZone 

or  Logical or DepositAccount or CurrentAcount 

4.4.2 Relational Operators  

Name Description  Example 
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equality  Equality test bŀƳŜҐέ{ǳōƧŜŎǘмέ 

inequality  Inequality test bŀƳŜ ΗҐ ά{ǳōƧŜŎǘмέ 

less than  Less than test a lt  b or a < b 

less than or 
equal to  

Less than or equal to test a le b or a <= b 

greater 
than  

Greater than test a gt b or a > b 

greater 
than or 
equal to  

Greater than or equal to 
test 

a ge b or a >= b 

4.4.3 Arithmetic Operators  

Note: Arithmetic operations are performed using floating point numbers, unless both values are integer.  

For example:  

1 + 2 = 3  

1 / 2 = 0  

"1" + "2" = 3. 0 

1.0 / 2 = 0.5  

Name Description  Example 

subtract  Performs subtraction 12 - 1 

add Performs addition 12 + 1 

minus  Performs inversion - 1 

multiply  Performs multiplication 12 *  1 

divide  Performs division 12  / 1 

modulus  Performs modulus 12 % 1 

4.4.4 String Operators  

Name Description  Example 

concatenation  Adding two strings 
together 

άCƛǊǎǘ bŀƳŜ έ І ά[ŀǎǘ bŀƳŜέ ƻǊ άCƛǊǎǘ bŀƳŜέ ϧ ά[ŀǎǘ bŀƳŜέ 

4.4.5 Array Operators  

Name Description  Example 
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array index  For indexing into arrays a = array[3] 

4.5 Comments 

Comments can be embedded within the text in two formats:  

   /*  any text */  

or  

   // text to end of line  

For example:  

   Method();   // this is a comment  

or:  

   /* about to call  

   my method */    

   Method();  

4.6 Grammar  

This is a description of the Simkin grammar in EBNF format:  

compound_statement: "{" (<statement>)* "}"  

statement:  "if" "(" <expression> ")" <compound_statement> ["else" 

<compound_statement>]  

         |  "while" "(" <expression> ")" <compound_statement>  

  |  "for" "each"  [ <id> ] <id> "in" <expression> <co mpound_statement>  

  |  "for" <id> "=" <expression> "to  <expression> [ "step" 

<expression> ]  <compound_statement>  

         |  "switch" "(" <expression> ")" "{"  

              ("case" <expression> <compound_statement>)*  

              [ "default" <compound_ statement> ] "}" ";"  

         |  "return" <expression> ";"  

         |  <id_list> [ ":" <id> ] "=" <expression> ";"  

         |  <id_list> "(" <expression_list> ")" ";"  

         | ";"  

 

expression_list: <expression> ( "," <expression> )*  

expression: <expressi on> "or" <expression>  

         | <expression> "and" <expression>  

         | <expression> "=" <expression>  

         | <expression> "!=" <expression>  

         | <expression> "lt" <expression>  

         | <expression> "<" <expression>  

         | <expression> " le" <expression>  

         | <expression> "<=;" <expression>  

         | <expression> "gt" <expression>  

         | <expression> ">" <expression>  

         | <expression> "ge" <expression>  

         | <expression> ">=" <expression>  

         | <expression> "#" < expression>  

         | <expression> "&" <expression>  

         | <expression> "+" <expression>  
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         | <expression> " - " <expression>  

         | <expression> "/" <expression>  

         | <expression> "*" <expression>  

         | <expression> "%" <expression > 

         | " - " <expression>  

         | "not" <expression>  

         |  <id_list> [ ":" <id> ]  

         | <string>  

         | <integer>  

         | <float>  

         | "true"  

         | "false"  

         | "self"  

         | "null"  

         | "(" <expression>  ")"  

id_list:  <id> [ "(" <expression_list> ")" ]  

 ["[" <expression> "]" ] ( "." <id> [ "(" <expression_list> ")" ])*  

Here are the lexical tokens, described as regular expressions:  
<integer>: "0" | (["1" - "9"] (["0" - "9"])*)  

<character>: " \ '" (~[" \ ""," \ \ ", " \ n"," \ r"] |  

            " \ \ " (["n","t","b","r","f"," \ \ "," \ '"," \ ""] |  

                   ["0" - "7"] (["0" - "7"])? |  

                   ["0" - "3"] ["0" - "7"] ["0" - "7"])) " \ '"  

<string>: " \ "" (~[" \ ""," \ \ "," \ n"," \ r"]  

              | " \ \ " (["n","t","b","r","f" ," \ \ "," \ '"," \ ""]  

              | ["0" - "7"] (["0" - "7"])?  

              | ["0" - "3"] ["0" - "7"] ["0" - "7"]))* " \ ""  

<float>: ((["0" - "9"])+ "." (["0" - "9"])*  

              | (["0" - "9"])* "." (["0" - "9"])+) ("e" ([" - ","+"])? (["0" -

"9"])+)?  

<id>: ["@","$","A" - "Z ","_","a" - "z"] ( ["@","$","A" - "Z","_","a" - "z"]  

              | ["0" - "9"] )*  
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4.8 Basic Scripting Functions  

The basic scripting functions are available from any of the scripting areas including trigger scripts, question text formatting scripts, question goto 

scripts, etc.  

4.8.1 Properties  

Method Signature  Summary Description  

object  GetProperty( string  key)  Returns the property for the given key. If no property has been defined, returns null. 
Use the ContainsProperty(string key) function to check to see if a property has been 
defined before calling this function. 

void  SetProperty( string  key, object  value)  Sets the property for the given key. If a property was previously set at this key, the 
property is overwritten. Properties are retained across multiple executions of 
MyExperience. 

bool  ContainsProperty( string  key)  Returns true if a property is set at the given key. 

4.8.2 String  

Method Signature  Summary Description  

string  Format( string  str, params  object [] args)  Returns a formatted string. See String.Format(string, object[]). 

4.8.3 Random 

Method Signature  Summary Description  

Random GetRandom()  Returns a new System.Random object. See the Random class. 

int  GetRandom( int  minValue, int  maxValue)  Returns a random integer value between minValue (inclusive) and maxValue 
(exclusive). In other words, the random integer may be as greater than or equal to 
the minValue but strictly less than the maxValue. This is sometimes written as 
[minValue, maxValue). 

http://msdn2.microsoft.com/en-us/library/b1csw23d.aspx
http://msdn2.microsoft.com/en-us/library/b1csw23d.aspx
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double  GetRandomDouble()  Returns a random double value greater than or equal to 0.0 and less than 1.0. In 
other words, a value within the range: [0.0, 1.0). 

4.8.4 Math 

Method Signature  Summary Descriptio n 

int  Round( double  num)  Rounds a double-precision floating-point value to the nearest integer. See Math 
Members. 

int  Ceiling( double  num)  Returns the smallest integer greater than or equal to the specified double-precision 
floating-point number. See Math Members. 

int  Floor( double  num)  Returns the largest integer less than or equal to the specified double-precision 
floating-point number. See Math Members. 

double  Exp( double  num)  Returns e raised to the specified power. See Math Members. 

double  Power( double  x, double  y)  Returns a specified number raised to the specified power. See Math Members. 

4.8.5 Time/Date  

Method Signature  Summary Description  

TimeSpan  GetTimeUtc()  Gets a System.TimeSpan object that is set to the current time of day on the mobile 
device, expressed as the Coordinated Universal Time (UTC). 

TimeSpan  GetTime()  Gets a System.TimeSpan object that is set to the current time of day on the mobile 
device, expressed as the local time. 

DateTime  GetDateTime()  Gets a System.DateTime object that is set to the current date and time of day on the 
mobile device, expressed as the Coordinated Universal Time (UTC). 

Date Time  GetDateTimeUtc()  Gets a System.DateTime object that is set to the current date and time of day on the 
mobile device, expressed as the local time. 

http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
http://msdn2.microsoft.com/en-us/library/system.math_members.aspx
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4.8.6 Logging 

Note: these methods only work when logging is enabled (see Logging section in documentation) otherwise they are ignored. 

Method Signature  Summary Description  

void  Log( string  text, params  object [] args)  Formats and logs the text string. 

void  Log( string  text)  Logs the text string. 

void  Log( string  level, string  text)  Logs the text string if its greater than or equal to the current logging level. 

void  Log( string  level, string  text, params  

object [] args)  
Formats and logs the text string if its greater than or equal to the current logging 
level. 

void  Trace( Exception  e)  Logs the exception. 

void  Trace( string  s)  Logs the text string. This method is no different than void Log(string text). 

4.8.7 Device 

Method Signature  Summary Description  

object  GetSystemState( string  statePropertyName)  Returns the current system state value for the provided SystemState property name. 
See SystemState Members. 

bool  IsUserOnPhoneCall()  Returns true if the user is currently on the phone; false otherwise. 

4.8.8 Actions  

Method Signature  Summary Description  

Action  CreateAction( string  actionName)  Creates and returns the Action corresponding to the action name.  

int  GetActionsCount()  Gets the number of actions that are either executing or waiting to be executed. 

http://msdn2.microsoft.com/en-us/library/microsoft.windowsmobile.status.systemstate_members.aspx
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int  GetActionsCou nt( string  actionName)  Gets the number of actions that are either executing or waiting to be executed with 
the given name. 

IList <Action > GetExecutingActions()  Gets the actions that are currently executing. 

int  GetExecutingActionsCount()  Gets the number of actions that are currently executing. 

int  GetExecutingActionsCount( string  actionName)  Gets the number of actions that are currently executing with the given name. 

bool  IsActionExecuting( string  actionName)  Gets whether or not an action with the given name is executing. 

4.8.9 Sensors 

Method Signature  Summary Description  

Sensor  GetSensor( string  sensorName)  Returns the Sensor corresponding to the sensor name. 

void  WaitUntil( string  script)  Waits until this script returns false. 

void  WaitUntil( string  script, int  

timeoutSeconds)  
Waits until the script returns false or the time out threshold elapses (whichever 
comes first). The time out threshold is specified in seconds. 

4.9 Trigger Scripting Functions  

These functions are only available from within trigger scripts. 

4.9.1 Sensors 

Method Signature  Summary Description  

SensorStateSnapshot  

GetSensorStateSnapshot( string  sensorName)  
Returns a snapshot of the sensor state when the trigger was invoked. 

4.10 Question  Scripting Functions  

These functions are only available from within question scripts. 
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4.10.1 Surveys 

Method Signature  Summary Description  

string  GetSurveyName()  Returns the current survey name. 

4.10.2 Questions 

Method Signature  Summary Description  

void  Goto( string  questionId)  Causes the survey to go to (display) the question for the given question id. 

void  GotoRandom()  Causes the survey to go to a random question. 

void  GotoRandom( string  groupName)  Causes the survey to go to a random question within the given question group. 

string [] GetAnsweredQuestionIds()  Returns an array of answered question ids. 

string [] GetAnsweredQuestionIds( string  

groupName)  
Returns an array of answered question ids within the given question group. 

4.10.3 Responses 

Method Signature  Summary Description  

object  GetResponse()  Returns the current response for the current question. If the current question has 
not yet been answered, this function returns "Undefined."  

object  GetResponse( string  questionId)  Returns the current response for the provided question id. If this question has not 

been answered, this function returns "Undefined."  
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5 Actions  

MyExperience currently contains twelve actions, which includes the ability to play a sound, vibrate the phone, record audio, take screenshots 

and, of course, launch surveys. Developers: to add your own action, derive from the Actioƴ ŎƭŀǎǎΦ LŦ ȅƻǳΩǊŜ ǿǊƛǘƛƴƎ ŀ ¦L ŀŎǘƛƻƴΣ ŘŜǊƛǾŜ ŦǊƻƳ ǘƘŜ 

UIAction class. 

5.1 Summary List of Actions  

Action Type  Summary Description  Return Value  

CreateProcessAction  Launches an additional process (this can be any executable that is local to 
the device). 

Returns a reference to the Process if 
started successfully otherwise returns null. 
See the Process Class. 

KillProcessAction  Kills an existing process. Returns true if the process was killed 
successfully, false otherwise. 

MessageAction Displays a message in a dialog box to the user. See the DialogResult Enumeration. 

NotificationAction  Displays a notification in a dialog box to the user. The user may respond 
άOKέ ƻǊ άCancelέ ǘƻ ǘƘŜ ƴƻǘƛŦƛŎŀǘƛƻƴΦ LŦ ǘƘŜ ǳǎŜǊ ŘƻŜǎ ƴƻǘ ǊŜǎǇƻƴŘ ǘƻ ǘƘŜ 
dialog box within a certain amount of time, the dialog automatically 
closes. 

wŜǘǳǊƴǎ άhYέ ƛf the user agreed and 
ά/ŀƴŎŜƭέ ƛŦ ǘƘŜ ǳǎŜǊ ŘƛŘ ƴƻǘΦ See the 
DialogResult Enumeration. 

PlayerAction  Plays a sound, vibrates the device, and/or flashes the ŘŜǾƛŎŜΩǎ [95ǎΦ Returns true if the player action completed 
successfully; false otherwise. 

PlaySoundAction  Plays a sound. This action is different than the PlayerAction because the 
PlaySoundAction does not include vibration or LED flashing. In addition, 
the PlaySoundAction can be configured to loop. 

Returns true if the sound play action 
completed successfully; false otherwise. 

RecordAudioAction  wŜŎƻǊŘǎ ŀǳŘƛƻ ƛƴ ǘƘŜ ōŀŎƪƎǊƻǳƴŘ ǳǎƛƴƎ ǘƘŜ ŘŜǾƛŎŜΩǎ ƳƛŎǊƻǇƘƻƴŜΦ ¢Ƙƛǎ 
action is similar to the AudioRecorder widget but the recording can be 
done here without any user interface. 

Returns true if the audio recording 
completed successfully; false otherwise. 

RestartDeviceAction  Restarts the device. N/A 

http://msdn2.microsoft.com/en-us/library/system.diagnostics.process(vs.80).aspx
http://msdn2.microsoft.com/en-us/library/system.windows.forms.dialogresult(VS.80).aspx
http://msdn2.microsoft.com/en-us/library/system.windows.forms.dialogresult(VS.80).aspx
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ScreenShotAction  Takes a screen shot of the current screen on the usŜǊΩǎ ŘŜǾƛŎŜΦ Returns the filename where the screen 
shot is stored.  

SendSmsAction Sends an SMS to a specified address. Returns true if the SMS was successfully 
sent; false otherwise. 

SqlReplicationAction  If SQL Replication is setup, this action invokes a data replication with the 
master web server. 

Returns true if the replication action 
completed successfully, false otherwise. 

SurveyAction  Displays a survey to the user.  

The next section provides an overview of each action and their settable properties along with examples. 
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5.2 CreateProcessAction  

Description 

This action is one of the most powerful in the MyExperience tool. It is used to run a new program by creating a new process and its 

primary thread. The new process executes the specified executable file όǘƘŜ ŦƛƭŜΩǎ ŜƴǘƛǊŜ ǇŀǘƘ Ƴǳǎǘ ōŜ ǎǇŜŎƛŦƛŜŘΣ ǎŜŜ ǘƘŜ ŜȄŀƳǇƭŜύ. 

Return Value 

Returns System.Diagnostics. Process  if the process started successfully, null otherwise. See Process class. 

Properties 

Property Name  Property 
Type 

Default 
Value 

Description  

Arguments  string  null  Gets or sets the string that specifies the command line arguments to pass to the 
application when the process starts. This is an optional property. 

File Name string  null  Gets or sets the path to an application with which to start a process. This is a required 
property. 

UseShellExecute  bool  true  Gets or sets a value indicating whether to use the operating system shell to start the 
process. See ProcessStartInfo.UseShellExecute. This is an optional property. 

Verb  string  null  Gets or sets the verb to use when opening the application or document specified by the 
FileName property. This is an optional property. 

WorkingDirectory  string  null  Gets or sets the initial directory for the process to be started. See 
ProcessStartInfo.WorkingDirectory. This is an optional property. 

Examples 

 This example starts Internet Explorer on the mobile device and opens the web page http://news.google.com. 

 <?xml  version =" 1.0 "  encoding =" utf - 8"  ?> 

<myexperience  name=" CreateProcessAction "  version =" 1.0 " > 

  <sensors > 

    <sensor  name=" ManualSensor "  type =" ManualSe nsor " />  

http://msdn2.microsoft.com/en-us/library/system.diagnostics.process.aspx
http://msdn2.microsoft.com/en-us/library/system.diagnostics.processstartinfo.useshellexecute(vs.80).aspx
http://msdn2.microsoft.com/en-us/library/system.diagnostics.processstartinfo.filename.aspx
http://msdn2.microsoft.com/en-us/library/system.diagnostics.processstartinfo.workingdirectory(vs.80).aspx
http://news.google.com/
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  </ sensors > 

 

  <actions > 

    <action  name=" ShowGoogleNews "  type =" CreateProcessAction " > 

      <property  name=" FileName " >\ windows \ iexplore.exe </ property > 

      <property  name=" Arguments " >http://news.google.com </ property > 

    </ action > 

  </ actions > 

 

  <triggers > 

    <trigger  name=" ManualTrigger "  type =" Trigger " > 

      <script > 

        manualSensorSnapshot = GetSensorStateSnapshot("ManualSensor");  

        if(manualSensorSnapshot.StateEntered = true){  

          iexplorerAction = CreateAction(" ShowGoogleN ews");  

          iexplorerAction.Run();  

        }  

      </ script > 

    </ trigger > 

  </ triggers > 

</ myexperience >  
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5.3 KillProcessAction  

Description 

This action is used to stop (kill) an existing process.  

Return Value 

Returns true if the process stopped successfully, false otherwise. 

Properties 

Property 
Name 

Property 
Type 

Default Value  Description  

ProcessId  int  - 1 Gets or sets the process id to kill. See the Process class. Note: either the ProcessId property or 
the Process property must be set for the KillProcessAction to work. 

Process  Process  null  Gets or sets the process to kill. See the Process class. Note: either the ProcessId property or 
the Process property must be set for the KillProcessAction to work. 

Examples 

 This example is similar to the CreateProcessAction but the Internet Explorer program is killed after being opened for no more than a 

minute. After the KillProcessAction completes, a message box is displayed detailing whether the process was successfully killed. 

 <?xml  version =" 1.0 "  encoding =" utf - 8"  ?> 

<myexperience  name=" KillProcessActionDemo "  version =" 1.0 " > 

  <sensors > 

    <sensor  name=" ManualSensor "  type =" ManualSensor " />  

    <sensor  name=" MinuteTimeSensor "  type =" TimeSensor " />  

  </ sensors > 

 

  <actions > 

    <action  name=" ShowGoogleNews "  type =" CreateProcessAction " > 

      <property  name=" FileName " >\ windows \ iexplore .exe </ property > 

      <property  name=" Arguments " >http://news.google.com </ property > 

      </ action > 

    <action  name=" KillProcessAction "  type =" KillProcessAction " />  

    <action  name=" MessageAction "  type =" MessageAction " />  

  </ actions > 

http://msdn2.microsoft.com/en-us/library/system.diagnostics.process(vs.80).aspx
http://msdn2.microsoft.com/en-us/library/system.diagnostics.process(vs.80).aspx
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  <triggers > 

    <trigg er  name=" ManualTrigger "  type =" Trigger " > 

      <script > 

        manualSensorSnapshot = GetSensorStateSnapshot("ManualSensor");  

        if(manualSensorSnapshot.StateEntered = true){  

          iexplorerAction = CreateAction("ShowGoogleNews");  

          proces s = iexplorerAction.Run();  

 

    //save the process as a property  

          SetProperty("GoogleNewsProcess", process);  

        }  

      </ script > 

    </ trigger > 

 

    <trigger  name=" CloseGoogleNewsTrigger "  type =" Trigger " > 

      <script > 

        minuteSensorSn apshot = GetSensorStateSnapshot("MinuteTimeSensor");       

         

        if(ContainsProperty("GoogleNewsProcess") = true){  

   // get the process we saved as a property  

          process = GetProperty("GoogleNewsProcess");  

           

   // if the process d oes not equal null, kill it  

          if(process != null){  

            killProcessAction = CreateAction("KillProcessAction");  

            killProcessAction.Process = process;  

            retVal = killProcessAction.Run();  

            RemoveProperty("GoogleN ewsProcess");  

             

      //display a short message about the success of the KillProcessAction  

            msgAction = CreateAction("MessageAction");  

  msg = "The KillProcessAction returned {0} when attempting to kill process id '{1}'";  

            msgAction.Text = Format(msg, retVal, process.Id);  

            msgAction.Title = "KillProcess";  

            msgAction.Run();  

          }  

        }  

      </ script > 

    </ trigger > 

  </ triggers > 

</ myexperience > 
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5.4 MessageAction 

Description 

This action displays a dialog box with a message and title. It is a simpler version of the NotificationAction, which can play a sound and/or 

vibration when invoked (see Section 5.5). Lƴ ŀŘŘƛǘƛƻƴΣ ǘƘŜ aŜǎǎŀƎŜ!Ŏǘƛƻƴ ƻƴƭȅ ŀƭƭƻǿǎ ǘƘŜ ǳǎŜǊ ǘƻ ŎƭƛŎƪ άhYΦέ 

Return Value 

Returns the DialogResult Enumeration, which can be one of eight values: Abort, Cancel, Ignore, No, None, OK, Retry, Yes. To compare 

these vaƭǳŜǎ ƛƴ ŀ ǎŎǊƛǇǘΣ ȅƻǳ ǎǇŜŎƛŦȅ ǘƘŜƳ ŀǎ ǎǘǊƛƴƎǎΦ CƻǊ ŜȄŀƳǇƭŜΣ ά!ōƻǊǘέ ƻǊ άbƻέτnote that this is case sensitive. 

Properties 

Property Name  Property 
Type 

Default Value  Description  

FontTextName  string  null  DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ƴŀƳŜΦ Lf the value is null 

ƻǊ ŀƴ ŜƳǇǘȅ ǎǘǊƛƴƎ όάέύΣ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳƭǘ Ŧƻƴǘ ƛǎ ǳǎŜŘΦ This is an 
optional property. 

FontTextSize  float  -1 DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ǎƛȊŜΦ LŦ ǘƘŜ ǾŀƭǳŜ ƛǎ ǎŜǘ ǘƻ -1, 
ǘƘŜ ƳŜǎǎŀƎŜ ŀŎǘƛƻƴ ǳǎŜǎ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳlt font size. This is an optional 
property. 

FontTextStyle  string  άwŜƎǳƭŀǊέ DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ǎǘȅƭŜΦ Can be Bold, Italic, 
Regular, Strikeout, or Underline. See the FontStyle Enumeration. This is an 
optional property. 

Text  string  "This is the default 

message text."  
DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜΦ ¸ƻǳ Ƴŀȅ ǳǎŜ ά\ƴέ ǘƻ ƛƴǎŜǊǘ ŀ 
newline into the message text. This is an optional property though it 
should be set to something meaningful. 

Title  string  "Message Title"  DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ǘƛǘƭŜΦ This is an optional property though it 
should be set to something meaningful. 

Screenshots 

http://msdn2.microsoft.com/en-us/library/system.windows.forms.dialogresult(VS.80).aspx
http://msdn2.microsoft.com/en-us/library/system.drawing.fontstyle(vs.80).aspx
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These screenshots highlight how the message action can be configured to display different messages and titles with varying font 

attributes (e.g., use a larger font size for subjects who have vision impairment). The screenshots go along with the example below.  

 

Figure 5.1: The MessageAction screenshots from the example. 

Example 

This example shows three MessageAction dialog boxes in a row. Note how XML can be used to set static properties of the action but that 

the script can also be used to set properties (with dynamic information). The PreparedMessageAction is displayed just as it is configured 

in XML (this is the first dialog displayed). The second dialog displayed is the DefaultMessageAction with no properties set. The third 

dialog displayed is the DefaultMessageAction with its properties set dynamically in the script. 

<?xml  version =" 1.0 "  encoding =" utf - 8"  ?> 

<myexperience  name=" MessageActionDemo "  version =" 1.0 " > 

  <sensors > 

    <sensor  name=" ManualSensor "  type =" ManualSensor " />  

    <sensor  name=" IsUser OnPhoneCallSensor "  type =" IsUserOnPhoneCallSensor " />  

  </ sensors > 

 

  <actions > 

    <action  name=" PreparedMessageAction "  type =" MessageAction " > 
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      <property  name=" Title "  value =" Prepared Title " />  

      <property  name=" Text "  value =" Press OK to see the Defaul tMessageAction " />  

      <property  name=" FontTextSize "  value =" 16" />  

      <property  name=" FontTextStyle "  value =" Underline " />  

    </ action > 

    <action  name=" DefaultMessageAction "  type =" MessageAction " />  

  </ actions > 

 

  <triggers > 

    <trigger  name=" ManualTri gger "  type =" Trigger " > 

      <script > 

 //use the manual sensor to trigger the message actions  

              manualSensorSnapshot = GetSensorStateSnapshot( "ManualSensor" );  

              if (manualSensorSnapshot.StateEntered = true ){  

               

                //the first message action will be displayed exactly as the  XML definition specifies  

                msgAction1 = CreateAction( "PreparedMessageAction" );  

                msgAction1.Run();  

               

                //the second action has no proper ties set in the XML  definition and is thus the default look and feel   

                //of the message action  

                msgAction2 = CreateAction( "DefaultMessageAction" );  

                msgAction2.Run();  

 

                isUserOnPhoneSensor = GetSen sor( "IsUserOnPhoneCallSensor" );  

               

                //now we'll take the default message action and  dynamically modify it.  

                //This is a very powerful feature  of MyExperience. We can display any information to the user such  

                //as sensor states, previous responses to questions  because the text  can be set dynamically  

                message = "This is the DefaultMessageAction but  the properties are set dynamically." ;  

                message = message # " \ nThe current ti me and date: "  # GetDateTime() # "." ;  

                message = message # " \ nIs the user currently on the phone? "  # isUserOnPhoneSensor.State;  

               

                msgAction3 = CreateAction( "DefaultMessageAction" );  

                msgAction3.Tex t = message;  

                msgAction3.FontTextSize = 12;     

                msgAction3.Run();                 

        }        

</ script > 

    </ trigger > 

  </ triggers > 

</ myexperience >  
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5.5 NotificationAction  

Description 

This action displays a dialog box with a message and plays a sound, vibration, and/or LED-based alert. It is an extension of the 

aŜǎǎŀƎŜ!ŎǘƛƻƴΤ ƘƻǿŜǾŜǊΣ ǿƘŜǊŜ ǘƘŜ aŜǎǎŀƎŜ!Ŏǘƛƻƴ ƻƴƭȅ ŀƭƭƻǿǎ ǘƘŜ ǳǎŜǊ ǘƻ ǎŜƭŜŎǘ άhYΣέ ǘƘŜ bƻǘƛŦƛŎŀǘƛƻƴ ŀŎǘƛƻƴ Ƙŀǎ ǳǇ ǘƻ ǘƘǊŜŜ choices 

ƛƴŎƭǳŘƛƴƎ άhYΣέ ά{ƴƻƻȊŜέ ŀƴŘ ά5ƛǎƳƛǎǎΦέ ¦ǎŜ !ƭƭƻǿaŀƴǳŀƭ5ƛǎƳƛǎǎŀƭ ŀƴŘ !ƭƭƻǿaŀƴǳŀƭ{ƴƻƻȊŜ ǘƻ ŎƻƴŦƛƎǳǊŜ ǿƘŜǘƘŜǊ ƻǊ ƴƻǘ ǘƻ ǎƘƻǿ ǘƘƻǎŜ 

ƳŜƴǳ ƛǘŜƳǎΦ LŦ ǘƘŜ ǳǎŜǊ ǎŜƭŜŎǘǎ άhYΣέ ǘƘŜ ŀŎǘƛƻƴ ǊŜǘǳǊƴǎ άhYΦέ You can use this return value to determine whether or not to take some 

other action (e.g., display a survey). In addition, unlike the MessageAction, the NotificationAction has three different alert modes: audio, 

vibration and LED flashing. These are, by default, turned on. Thus, when a notification dialog is displayed, it plays these alerts. The sound 

that is played back can be set via the SoundFile (which sets the path to the sound file) and UseSound (which configures whether or not 

to use the sound alert) properties. 

If the user does not interact with the dialog within a certain period of time (set by the DisplayInterval property), the dialog automatically 

άǎƴƻƻȊŜǎέ όŘƛǎŀǇǇŜŀǊǎύΦ ¢ƘŜ ŘƛŀƭƻƎ ǿƛƭƭ ǎƴƻƻȊŜ ŦƻǊ ŀƴ ƛƴǘŜǊǾŀƭ ŀǎ ǎǇŜŎƛŦƛŜŘ ōȅ ǘƘŜ {ƴƻƻȊŜLƴǘŜǊǾŀƭ ǇǊƻǇŜǊǘȅ ŀƴŘ ǘƘŜƴ ŀǳǘƻƳŀǘƛŎally 

reappear (playing the same configured alerts as the original prompt). The number of times the notification dialog snoozes and reappears 

is set by the MaximumReminders property. By default, subjects are given two reminders in addition to the original notification before 

the notification dialog automatically dismisses itself (and the action returns AutoDismissed). 

hƴŜ ƻǘƘŜǊ ƛƳǇƻǊǘŀƴǘ ǇǊƻǇŜǊǘȅ ƛǎ LƎƴƻǊŜtƘƻƴŜtǊƻŦƛƭŜΣ ƛŦ ǘƘƛǎ ǇǊƻǇŜǊǘȅ ƛǎ ǎŜǘ ǘƻ ǘǊǳŜΣ ǘƘŜ ǇƘƻƴŜ ǿƛƭƭ ƛƎƴƻǊŜ ǘƘŜ ǇƘƻƴŜΩǎ ǇǊƻŦƛƭe when 

ǇƭŀȅƛƴƎ ǘƘŜ ŀƭŜǊǘǎΦ {ƻΣ ŜǾŜƴ ƛŦ ǘƘŜ ǇƘƻƴŜ ƛǎ ǎŜǘ ǘƻ ǘƘŜ άǎƛƭŜƴǘέ ǇǊƻŦƛƭŜΣ ǘƘŜ ǎƻǳƴŘ alert will still play. If, on the other hand, 

LƎƴƻǊŜtƘƻƴŜtǊƻŦƛƭŜ ƛǎ ǎŜǘ ǘƻ ŦŀƭǎŜ ŀƴŘ ǘƘŜ ǇƘƻƴŜ ƛǎ ǎŜǘ ǘƻ άǎƛƭŜƴǘΣέ ǘƘŜ ǎƻǳƴŘ ŀƭŜǊǘ ǿƛƭƭ not play (even if UseSound is set to true).  

Return Value 

Returns the Roam.UI.Forms.NotificationResult, which can be one of four values: None, OK, ManuallyDismissed, or 

AutoDismissed. 

Properties 

Property Name  Property 
Type 

Default Value  Description  

AllowManualDismissal  bool  true  Gets or sets whether the notification dialog allows the user to manually 
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dismiss the dialog. This is an optional property. 

AllowManualSnooze  bool  true  Gets or sets whether the notification dialog allows the user to manually 
snooze the dialog. This is an optional property. 

AutoAppendSnoozeCount  bool  true  DŜǘǎ ƻǊ ǎŜǘǎ ǿƘŜǘƘŜǊ ǘƘŜ ƴƻǘƛŦƛŎŀǘƛƻƴΩǎ ƳŜǎǎage text has a string auto-
appended to it that states the number of snoozes that are left before 
automatic dismissal (e.g., you have 2 snoozes left before this notification 
will auto-dismiss itself). This is an optional property. 

DisplayInterval  TimeSpan  "00:00:30"  

(30 seconds) 
Gets or sets the length of time that the notification dialog should be 
displayed before snoozing or dismissing itself. This is an optional 
property. 

FontTextName  string  null  DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ƴŀƳŜΦ LŦ the value is 

null ƻǊ ŀƴ ŜƳǇǘȅ ǎǘǊƛƴƎ όάέύΣ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳƭǘ Ŧƻƴǘ ƛǎ ǳǎŜŘΦ  This is 
an optional property. 

FontTextSize  float  -1 DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ǎƛȊŜΦ LŦ ǘƘŜ ǾŀƭǳŜ ƛǎ ǎŜǘ ǘƻ -
мΣ ǘƘŜ ƳŜǎǎŀƎŜ ŀŎǘƛƻƴ ǳǎŜǎ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳlt font size. This is an 
optional property. 

FontTextStyle  string  άwŜƎǳƭŀǊέ DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘŜȄǘ Ŧƻƴǘ ǎǘȅƭŜΦ /ŀƴ ōŜ .ƻƭŘΣ LǘŀƭƛŎΣ 
Regular, Strikeout, or Underline. See the FontStyle Enumeration. This is 
an optional property. 

FontTitleName  string  null  DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘƛǘƭŜ Ŧƻƴǘ ƴŀƳŜΦ LŦ ǘƘŜ ǾŀƭǳŜ ƛǎ 

null ƻǊ ŀƴ ŜƳǇǘȅ ǎǘǊƛƴƎ όάέύΣ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳƭǘ Ŧƻƴǘ ƛǎ ǳǎŜŘΦ This is 
an optional property.   

FontTitleSize  float  -1 DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘƛǘƭŜ Ŧƻƴǘ ǎƛȊŜΦ LŦ ǘƘŜ ǾŀƭǳŜ ƛǎ ǎŜǘ ǘƻ 
-мΣ ǘƘŜ ƳŜǎǎŀƎŜ ŀŎǘƛƻƴ ǳǎŜǎ ǘƘŜ ǎȅǎǘŜƳΩǎ ŘŜŦŀǳƭǘ Ŧƻƴǘ ǎƛȊŜΦ This is an 
optional property. 

FontTitleStyle  string  ά.ƻƭŘέ Gets or sets ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜ ǘƛǘƭŜ Ŧƻƴǘ ǎǘȅƭŜΦ /ŀƴ ōŜ .ƻƭŘΣ LǘŀƭƛŎΣ 
Regular, Strikeout, or Underline. See the FontStyle Enumeration. This is 
an optional property. 

http://msdn2.microsoft.com/en-us/library/system.drawing.fontstyle(vs.80).aspx
http://msdn2.microsoft.com/en-us/library/system.drawing.fontstyle(vs.80).aspx
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Ign orePhoneProfile  bool  false  Gets or sets whether the notification will ignore the phone profile. The 
phone profile, on a Windows Mobile device, specifies different phone 
ƳƻŘŜǎ ǎǳŎƘ ŀǎ ά{ƛƭŜƴǘέ ƻǊ άaŜŜǘƛƴƎΦέ LŦ LƎƴƻǊŜtƘƻƴŜtǊƻŦƛƭŜ ƛǎ ǎŜǘ ǘƻ 

true and the phone ǇǊƻŦƛƭŜ ƛǎ ά{ƛƭŜƴǘΣέ ǘƘŜ ƴƻǘƛŦƛŎŀǘƛƻƴ ŘƛŀƭƻƎ will still 
play a sound because the action was instructed to ignore the current 

phone profile. By default, the IgnorePhoneProfile is set to false and 
therefore it abides by the phone profile settings. This is an optional 
property. 

MaximumReminders  int  2 Gets or sets the maximum number of reminders before the notification 
dialog auto-dismisses itself. This is an optional property. 

SnoozeInterval  TimeSpan  "00:00:60"  

(60 seconds) 
Gets or sets the duration of the snooze. This is an optional property. 

SoundFile  string  null  Gets or sets a path to the sound file on the device that will be played 

when the notification is displayed. If the path is null or invalid, the 
notification dialog will play a default sound when displayed. This is an 
optional property. 

Text  string  "This is the 

default message 

text."  

DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ƳŜǎǎŀƎŜΦ ¸ƻǳ Ƴŀȅ ǳǎŜ ά\ƴέ ǘƻ ƛƴǎŜǊǘ ŀ 
newline into the message text. This is an optional property though it 
should be set to something meaningful. 

Title  string  "Message Title"  DŜǘǎ ƻǊ ǎŜǘǎ ǘƘŜ ŘƛŀƭƻƎ ōƻȄΩǎ ǘƛǘƭŜΦ This is an optional property though it 
should be set to something meaningful. 

UseLed  bool  true  Gets or sets a value indicating whether the phone LEDs will flash when 
the notification dialog is displayed. This is an optional property. 

UseSound  bool  true  Gets or sets a value indicating whether sound will be played when the 
notification dialog is displayed. This is an optional property. 

UseVibration  bool  true  Gets or sets a value indicating whether a vibration pattern will be played 
when the notification dialog is displayed. This is an optional property. 
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Screenshots 

These screenshots go along with the accompanying example. Note that if there are no reminders left, the snooze button menu item is 

disabled.  You can explicitly disable the snooze menu item by setting AllowManualSnooze to false. The AutoAppendSnoozeCount is set to 

ǘǊǳŜ ŦƻǊ ǘƘŜ ά!ǳǘƻ bƻǘƛŦȅέ ŘƛŀƭƻƎ όƛǘ ŘŜŦŀǳƭǘǎ ǘƻ ǘǊǳŜύΣ ȅƻǳΩƭƭ ƴƻǘŜ ƛǘ ǘƘŀǘ ǘƘŜ ŀǳǘƻ-append snooze count text is visible (and highlighted in 

red) in the latter two screenshots. 

 

 


