


I worked for a long time on converging the 
core OS.
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But there’s still a lot in there that’s not 
converged…





How much of what’s not converged is due to 
deep, fundamental differences between form 
factors?





How much of what’s different is due to 
our limited thinking, or legacy, or …?



Can applications be built to ‘adapt’ to what I 
need at a given moment, independent of form 
factor?



If so, how far can we take that adaptation 
before things start to break down and it makes 
more sense to have fundamentally different 
applications?
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Single submission flow and dashboard 

Global reach, local monetization Consumers, 

Business and Education
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“Modern Glass” Prototype



“Modern Glass” Building Blocks



Modern Glass was renamed Wizard / 
Tinman.



Wizard / Tinman was rebranded 
Continuum.





Demo.



Challenges



Some of the developer features.
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<VisualState>

<!-- VisualState to be triggered when window width is >768 effective pixel-->

<VisualState.StateTriggers>

<AdaptiveTrigger MinWindowWidth=“769" />

</VisualState.StateTriggers>

<VisualState.Setters>

<Setter Target="Button1.Content” Value="Wide"/>
</VisualState.Setters>

</VisualState>
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<VisualState.StateTriggers>

<AdaptiveTrigger MinWindowWidth="0" />
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Tailored UI

Responsive UI

Fluid UI
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UserInteractionMode API



Example 



Mobile-Only App Package

Default
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Separate App Packages
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Pull PC views/assets into 
mobile package



Including assets for 
multiple scales improves 
the appearance of your 
app across screens.



Example 



Take advantage of the phone and big 
screen simultaneously.



Cast API



ProjectionManager API



Future directions



Future directions:
Very large physical displays (80”+)



Future directions:
Virtual displays (HoloLens)



Future directions:
Voice-driven interaction



Future directions:
Disaggregated inputs, sensors, outputs



Future directions:
Multi-user interaction




