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class PlayerChar {
static final int STATE_IDLE = 0; // 00000O0OOO
static final int STATE_RUN = 1; // O000O0O
static final int STATE_PUNCH = 2; // O00OO0O
int state = STATE_IDLE; // 00O0O0O
// 00000ooo
void update( ) {
switch ( state ) {
case STATE_IDLE: // O00OOOOO

state = STATE_RUN; // O00OO0OO0OO

break;
case STATE_RUN: // O0O0ODOO0O

state = STATE_IDLE;

break;
case STATE_PUNCH: // O00OOOOO
break;
}
}
};
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class Char {
int timer = 0; // OO0OO
// 00000000
void update( ) {
if (timer == 30) { // 300000000000

} else if (timer == 60) { // 600 0000OO0O0OOO
} else if (timer >= 100) { // 1to0000O0OOOOOO

}
timer += 1; // 000000
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class PlayerChar {
int walk_state = ...; // 000000000 O0OO
int walk_timer = 0; // 0000000000
int shoot_state ...; // 0000000000000O0
int shoot_timer = 0; // 000000000000
// 00000000
void update( ) {
walk( ); // 00000OCO0OOO
shoot( ); // 00OODOODOODOODOO
}
void walk( ) { // 10000000000
. 00o0o0oobooooooo

}
void shoot( ) { // 100000000 OOOO
. 00o0o0oobooooooo
}
};
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class ParentChar { // O00OOOO0O
int x, y; // 0000
ChildChar child = ...; // 0000O00OO
void update( ) { // O0OOOOOOO

child.set_position(x, y); // 000000000000

}

};

class ChildChar { // OOODOOOO
int x, y; // 00000
void update( ) { // O0O0O0OO00ODO

child.set_position(x, y); // OO0O00O0O0O0OO0O0OO

}
void set_position( int
X=_X7=_Y;

}

x, int .y ) { // 00000

U1 0o00booboobooboobonbobo

class ParentChar { // 00O0OOO0O
int x, y; // 0000
ChildChar children[] = ...; // 000000000
void update( ) { // O0O00OOO00ODO

// 00000000D00000000

for ( ChildChar c : children ) {
c.set_position(x, y); // 00O0ODOOOOOOOO

}
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class PlayerChar {
int point = 0;
// PlayerChar U000 OOO0O0OOOODOOOOODO
void collides( Char other ) { // other 0O OODODOOOODO
if ( other instanceof Enemy ) { // 0000000000 OOOO
point += 10; // 000000
other.damage( 10 ); // OOOOODOOO
other.reaction( DAMAGE_REACTION ); // 00O00OOO0OODO
}
}
};
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2.2.2 Lua
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Char = {}
Char.new = function(_x,_y,_vx,_vy)
local ¢ = {}
c.position = { x:_x, y:_y } --00000O0O0O

c.velocity = { x:_vx, y:_vy } ——- 0000000

c.state = "idle"
-~ gooboobooon
c.update = function()

if self.state == "idle" then idle()
elsif self.state == "run" then run()
end

end

- 00000ooooooooon
c.idle = function()
if onPadButton() then state = "run"; end
end
- ddoooooooooooo
c.run = function()
if !onPadButton() then state = "idle"; end
end
end

good

-- 000000000000000 @OoOboo0ooooooo)

function handleFrame ()
for i = 1, CHAR_COUNT do
¢ = CharArray[i]
c.update()
end
end
--00oooo 2000
CharArray = {}
CharArray[0] = Char.new(10, 20, 1, 1)
CharArray[1] = Char.new(40, 100, 0.5, 3)
CharArray[2] = Char.new(40, 0, 2, -2)

O 21: LlvabDO0O0OO

gboboboobdbOchar:update U0 0O0OO0O0O0O0ODOOOOOO

oooobooog

uboooooboobooooobobooobooboooooboooooaon
gboboobdobobodobodbdobobd 2.1 00 0handleFrame U 0
gbogbgoboobobobobooboobooboobooobobo

OO0 uwpdate0OOOOODOOO0OOODOODOOOOO

Lval 1900 4000000000000000000O00O0O

gb10000000000000b000b000b0O

002 000000000000000000000

b3 o0bobooboobooboobgoboobooboo

004 00000000000DOO0OO0OCOOOOOOO
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LlvaO0OOO0OOO0OO0OOO0OOOCOOODOOOCOOOO0ODOO0LvwaO0O0OOO
oobooooboogbilygobbo400000D0O0O0ODOOODOOODO
gboobooboooboobooooobooboobobooooboooo

O00waO0DO0OOO0ODODOOODOOOOOODOOOOOOODOO 1.6
obooooooobooooboobobobooobooboooboobooboooon
oooooobooooooo

LlvaOOOO0DOOOOO0ODOOOOOODOOOODODOOODOODOOOO
gbooooboooobobooooboooobobooooOoobooon
obooooobooooboboobooooboooobobooobooboooon
obooooopoobooboooobooooooboooooobooooo
gboooobooooboboooboobooooboooobooboooon
oboooooboooooboobonoz2e300000000

lva00O0OD0OOO0OO0ODODOOODOODOOOODOOOODODOOOO
gboobooboooobooooboobooooboooobooboooon
gbooooooooobooooboobooobooooooooobooooon

obo0O00LvaO 1900 400000000000000A0

2.2.3 Pawn

Pawn[Rie99] ! 00000000000 Grand Theft Auto: San Andreas(
[Roc04] 00 OD0OUDOODOOUOOUODOUOODOODOODOOODO
gbdb0dddoobooboooooobobOoooboooooooboobooooa
000000000000000D0000000Grand Theft AutoO 00O
gbbodoooboboooooboooboboooooboooooboooa
ogoooooooo

Pawn O LuaOO0O0O0O0OO0OO0OO0O0O0OOOOOOOOOOODOOOOOO
gdoboboodobobooouobobooooboooobooooo
gobdoooboboooooobobooooobobooooooo

Pawn OODOOOOOOO

e COOODOOUOODOOUOUODODOOOO

e JI0O00DOOOIUIDCOODOOOODDODOD StateDO0OOOODOODO
ob0oo0Oobo0o0oooboOo EventdO040ooooonO

e C/C++00000D0O0D0UUDOUDDDOUDODOOO

Pawn OOOOOODOODOODOOOOOOODOODODOODOOOOOOO
gboooooooboooobogooobooobooboooooboooobooooo
gbooooooooboo

1Pawn 0 Small 000 0000000000000000OOhttp://www.compuphase. com/
small.htm
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/ 00000000000 =/
char_main(ch) {
state idle /x DO 0O0O0O:0000 =/

@keypresssed(key) <idle> { state(isPadButton(key)) run }
@keypresssed(key) <> { } /* fallback */

Q@keyreleased(key) <run> { state(isPadButton(key)) idle }
@keyreleased(key) <> { } /* fallback */

entry() <idle> { /x OO0 O0OOOOOOOOOO */ }
entry() <run> { /x 0000000000000 %/}

0 22: PawnOOOOO

PaownOOOOOOOOOOOCOOOOOOOODOOOODOOCODOO
00000000000 State00000000000000000000O
O0Event000000000OState000000000000C00O0O0OO
O0000000000Event 0000000000000 0OO0O0OCOOOO
ooo00o0oooo0200000000000000000000000
ooooooooooo

O00Lwa0O00O0O00O00OOOOOOOOOOOOOOOOOOOO
oooooooooooooooo

0220 PawnO0000000000000C0O0O charmain() O entry()
00000000000 0000000000000O00Pawn0 State D Event
oo00o0oooO0ooOo0ooooOo0o0ooOo0oooo0o0boOoO0o0oooon
oo0o0oooooooooooooooooooo

ec0dDDOO <xOODbO>{ OOOo0DOoDoOOoo ¥

goooO022000idled00000000ODOO0OODOOOODOOOODO
runJ00000000000C0O0O00000 statedOO0O0O0OO0OOOO
0000000000000 entryQ O O0OODODODOOOOOOOOO
state idle0 00000000000 21 00000000000000
gboooobooooooboooooon

Pawn 1900 4000000000000000000DO

001 State0 Event 10 0000000000000 0C0O0OO
ugb20000000000000DO0000000
gb3000bo0ooooboboonoo

004 0000000000D00C0O00DOO0O0ODO EventOOOOODOOODO
gobobooboobooogao

Pawn OO OOOOODOOOOOOOCODOOO StateJ0O0OO00OOOO0O
g0o0o0oOb00o000DoO000 Evenrt 0000OO0O0O00ODOOOOOO
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obobooooobooboooboobooboooboobooooooobooooon
obooooooobooooooboobo
PawnO0DOOOOOODOOOOODODOOOODODOOODODOOOOL9
b0 le0000000O0D0OO0O0OCODOOOOOOODOOOOOOOOO
ooo
PawnODOOOOODOOOOODOOOOODOODOOOODOOOOLY
b0 1s0ooooliooooooobooboboboooooooon
gbooooobooooooobobooooobooon
Pawn OO Event 00000000000 OD0OO0DOO0OOOOODOOO
oboooooooooobobooooboooooboboooooboooo
gboobooboooboobooogob 1boooobobooboOoboooon
obooooobOobooooooooboboboooobooboooon
gooooobooooobooboooooboooooobooobooon
D00oOodOPawnOOOoOooooOOoODOOOODDDODDDOOOOOODODOO
oooooo0o1l1900400000000000000DOOOODODO

2.2.4 Squirrel

Squirrel[Dem04] 0000 Lual Pawn OO0 0000000 OOODOO
oo oooooboooa
gooooo

Squirrel DO D0 0000000 DOODOOODODOOOOOODOOODOO
O00000oooooo0ooOooOojfteos)D 000000 DOoooon
0000000000000 DOoOoo0ooooog 70000 Squirrel
00000000 0o0O0oOoUOo (oo og)o

Squirrel DD OOOOOOO

e Python Ruby 0D DD OO000D00OOOOO0ODOOOOODOO
gooooood

e N0ODOOODOODODDODOODLOODLOODODO
e C/C++00000O0OO00DDOODUDDOOOODODOO

Squirrel 0 Python 0 Ruby 000000000 ODOOOOOODOOOO
000000000000 00000 a0 Pawn DOODOOOODOODOO
000oo0oo00oooooUooooO0ooooooooooooooooo
000o0oo0O00oooo0ooooOoooooOoooooooooooon
o00000 LvaO Pawn DO O OODOOOOOOOOOO

Squirrel 0 Pawn 00 000000000000 O0 (Squirrel0O0O000O
0000o000o00oO0)D0oooOO0ooO0ooO0ooO0ooOoOoooOoooo
oooooooooood
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// 00000000
class Char {
position = {}; velocity = {};
state = "idle";
constructor(_x,_y,_vx,_vy) {
// 0000000000000

position.x = _x; position.y = _y;
velocity.x = _vx; velocity.y = _vy;
}
// 00000000
function update() {
if state == "idle" { idle(); }
else if state == "run" { run(Q); }
}
// 0000

function idle() {
if ( onPadButton() ) { state = "run"; }
}
// 0000
function run() {
if ( !'onPadButton() ) { state = "idle"; }
}
}
// 0000003000
CharArray = []
CharArray.push( Char(10, 20, 1, 1) )
CharArray.push( Char(40, 100, 0.5, 3) )
CharArray.push( Char(40, 0, 2, -2) )

020

good

// 000000000000 000@OOoOo00ooooo0on)

function handleFrame()
CharArray.map( function(c) { c.update(); } )
end

0 2.3: Squirrel0 O OO0

O00OLvald Pawn OO OODOOOOODODOOOOODOOOODOO
goboobooboobooboooooboboooboobooooboobooon
000 Lwa00O00O (O 2.1)0 Squirrel D00 OO0O00OO0OOO0OOOO
000 230000wa0000000000ODO0OOOODOODOOODOOO
goboboboobooobooboboobobd2abddcc . dbogooonon
new0OOOD0OOO0OO0O0OO0OOCOOODOODOODOOOOOOOOOODOO

ooogoo

Squirrel 0 Lua 0 Pawn 000000000 OODOOOOODOOOOCOO
0000oooodUoooo0oooodUooooOoooooooooDooog
0000000000000 U00oOOUooUoO(ooog)ooooono

oooobooboooooooo

SquirrelJ 1900 400000000000000DOCOOOOO

001 00000000000b00o00o0a0on

020000000000 00000000O000
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003 obo0o0oobooboboboooobooooonoo
b4 00000000D0O0O0OCOOOOOOOODOO

Squirrel OO0 0000000000000 0O0O0OODODOOOOODO 1.4
oboooooobooooooboboogoobooboobobooooboooD

Squirrel 00 000C0COCCOOCOO0O0O0000O0OOOOOOOOOOLOO
gboooobo.ebOd0O0oOoOOobOO0OOODOObOOOODOObOOOn
obooooooooooobono

Squirrel OO0 00O0DOO0OO0O000O00O0O0O0OO0OO0O0OOQOCOOODODOO
gboobooboobooboobbooobooboobooboooboboon

Squirrel OO0 00O000000OOCOOOOOOODODODODDOOOOOOOO
obooooobooooboboooobooo

OO000OSquirrel0 1900 4000000000000000000O
gbooooood

2.2.5 JavaScript

JavaScript[Fla07] D OWeb 0000 00000000000000000
00000000000000000000000000000ECMAScript
[ECM99] 0000000000000

00000000000000000000000000000000
0000000000000000000000000000000000
000000000000000000000000000000000
[Tec06, CHFL11)0 0 00 CRISCRIPT[0 D 09) 000000000000
0000 JavaSeript 00000000

JavaScript 0 0Self{US87],0000 [00 01]0000000000000
00000000000000000000000000000000000
0000000000000000000000000000000000

HTML5[W3C11] 00 canvas 000 00000000000000000
0000000000 JavaSeript 00000000 O0HTMLOODOOOO0O
0000000000000000000000000000000000
2.400HTML5 000000000000char 0100000000000
000D00000updated drav 000 0000000000000000
000000000000000000000000

JavaScript 0 1.900 400000000000000000000

o011 000000000000 000000a0
ub20b00000b00o00bo0booooooboo
ob3oboo0oobooboboooboobooooobobooooon

b4 0000000000 OODOOODOODODOODO
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<html><head>
<script>
canvas = document.getElementById( "myCanvas" );
context = canvas.getContext( "2d" );
setInterval( update, 25 ); // 26ms 00 0 update 00 00O
//0000000000O0
var Char = function(_x,_y,_vx,_vy) {
var o = {}
0.X = _X; 0.y = _y;
0.VX = _VX; 0.Vy = _Vy;
o.update = function() { // 0OOOOOOO
0.X += 0.VX; 0.y += 0.Vy;
};
o.draw = function() { /* context JOOO0OOOODOO =/ };
return o;
}
//0000000000000C0C0
function update() {
context.clearRect(0, O, canvas.width, canvas.height);
for ( var n = 0; n < objs.length; ++n ) {
objs[n].update(); objs[n].draw();
}
}
// 00000000
objs = new Array();
objs.push( Char( 10, 50, 1, 1) );
objs.push( Char( 50, 100, 2, -2 ) );
</script><body>
<canvas id="myCanvas" width="200" height="200"></canvas>
</body></html>

0O 2.4: HTML5(JavaScript) 000000000

JavaScript 00000000 O0O00DOOOO0OOOOOO0ODOOOOOO
gobooboooobooooobooboooooboooboooboboogoooo
goboobooooboooobobooboobooooboooooboan
O0000000O0JavaScript 1900 400000000000000O

2.2.6 Stackless Python

Python[Lut98] 0000000000000 DOODOOOOOUOOOODO
O00O0o0ooooooooobOPbPythenOODOOOOOOOOOOOOOO
00000 Stackless Python[Tis00) 00000000000 0OOOOOOO
000000000000000000 [Daw02a, syl07]0

Stackless Python 0000 Python OO OOODOOOOODOO

e JO000D0OO0OO0ODOODOOOLODOOOODOOOOOOOOOODO
obooboooogoooo

e JO0ODOOOLOODOODOOLUOODODLDOOLUOODOOOOO
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obooooboooooboobooooobooooobooboooooboon
oboooboobooooboboooobooooobobobooboooboooo
gbooboobooooboboooboobooooboooobooboooon
gbooooobooooboobooooboooooonog

ooboobobooobooboobobooobooboo0ooobooooboobo
oboooooooooobobbooooboooobobooooboooo
gboooobooooboobooogd

000 Stackless Python 000000000 O0O0DOOOOCOOO3000
obooooobobo 20000000

def mytask(x):

print "1:", x

stackless.schedule() # 00O0O0OOOOOOOOO

print "2:", x

stackless.schedule() # 00OOO0OOODOOCOODO
end
stackless.tasklet (mytask) (’first’)
stackless.tasklet (mytask) (’second’)
stackless.tasklet (mytask) (’third’)

stackless.scheduleO 00O 0O00O0OOOOOODODOOOOODOOOO
00000000 Ostackless.schedule O 0000000000 OODOOO
00100000000 00000DO000O00DO0O00O0O0o0obOOoooOooag
oooooooooaod

first
first
second
second
third
third

N P, NP~ DN =

stackless.schedule ) 000000000 OOOOOOODODOODOOO
000000 1000000000000000000D000000O000
0000000000000 ooooooooooooooon
gooooood

0doooooooooooooo

ch = stackless.channel()
def recv():
ch.receive()
print "OOO"
def send():
ch.send("O0OQOQOO"™)

1000000000000 000DO00O0O0O0bOOO0bOOo0bOOoOn
0000000000 stackless.channel() DO O0O0O0OO0OO0OOODOOO
Osend) 0000000000000 O0O0ODODODOOOOO0OOOOOOOO
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000000000 receive(O OODODOOOOOOOOOOOOODDOOO
0000000 Oreceive(O ODODOOO0ODODODOOOOOODODOOOO
gboooobooboooboobooooboooobobooooboon
gbooogo

gogbgbobaobooboobooboboaoboobooboooab
000000000 0OOStackless Python OO OOOOOOO0OOOOOO
gboooobooboooboobooooboobooobobooobooboon
gboboooooobooo

Stackless Python 00 00000000000 DODOOOOOOO1900 4
goboobobobooboobooobdg

ugb1000000000000000D000O0

0020000000 scheduleDUOOUOOOOOOOOO0ODOOODOOO
gbooooboooobooboo

gg3gooobobbboooboooooooboobobbooooobooboo
goo

b4 00000000D0COO0OOCOOOOOOOOODOOODOOOODOO
gboooooao

Stackless Python 00 0O OD0OOO0OOOO0OODOOOOODOOOOODOOO
0000000000 00oDoooooDooooooooooooooon
oooooooooooooooog

Stackless Python 0000000000 schedule 00000001000
000oDoo0ooooooooooooDooooooooooooooon
00o0ooooooooooooooooooooooog

Stackless Python 000000000000 O0OOOOOOOOODODOOO
goodooUoDo0ooooUooDoOoO0odooooDoOoDoooogl
000oDoo0o0ooooooDooooDooooooooooooooon
000o0Dooooooooooooooooo

Stackless Python 000000000000 O00ODOOOO0ODOOOOOO
gooo0oooo0ooooooooooooooOooooo 101000
g0oo0bOoOOdOoleoooooooooOoobboOooooobooooDo
000oooo0oooo0oDooooooooooooooooooon
ooooo

O0000OStackless Python 0O DO OOO0O0OOOOOOODOOOODO190O
04000000000000000D0D0000O0DOO

2.2.7 Scheme

Scheme 0000000000000 OCCOCOCOOODO LispOO0OOODOO
O00OCOOO0O0ODOD0OO0ODOSchemeO LispOO0OO00OO0ODOODOOOOOOO
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(define-state-script ("falling-sign")
(state ("untouched")
(on (update)
[when [task-complete? "wz-post-combat"]
[go "fallen"] 1 )
(on (event "hanging-from")
[go "breaking"] ) )
(state ("breaking")
(on (begin)
[spawn-particles-at-joint "self"
"hinge"
"sign-break-dust"]
[wait-animate "self" "sign-break"]
[go "fallen"]l ) )
(state ("fallen")
(on (begin)
[animate "self" "sign-broken"] ) ) )

O 2.5: Uncharted2 00000

gobobooobooboobobobobooobooboobobooboooog
00000000000 0000000000DO0On [00 03, DF05, Fjeo4,
00 96, SS98]0

PlayStation 0 0 00000 OO0 Uncharted 2: Among TheivesO [SCEQ9)
O00SchemeO0OO00O0O Uncharted20 0000000 O0OOOODOOOOO
0000000000 0000000 [Gred9)O

Uncharted2 D0 000 0OScheme 0000000000000

e JO00D0OO0OOODOOOODODLOOOOODOOOODOODO
e JO00ODOO0OOODODOODOODODO

e JO00OD0OOODOODOOOODOOLOODODOOOOODOODOO
e JO00ODOOOOODODOODOODODO

e JO0ODOOOOODOODOOOODOODO

Uncharted2 0 Scheme OO0 O00OOD0O0OOOCCOCOOOOOOOOODOOOO
O0000000000O0OO0d 2.50 Uncharted20000 Scheme O OO 0O
goboboooobooooboboboouoobobOboOo0obO0dn falling-sign
gbooooooooon

gbooooooboooooooboboooboobooobooobooboo
falling-sign 0000000 OOODOUODuntouchedl breakingl]fallen
000000 define-state-script U0 O ODOOOOOOODOOOOO
obOoooOobob0oboobO0obOoobogbdgo00OO0ODOO

0ooobooo0oooooobbobo0o00oobbOobO0UUuntouchedl
U000on0 OO update 1 hanging-fromU 00000000 OOOOOO
Ub0b0000OuwpdateOD 0000000000 O0OO0O0O0DOOOODOOOOO
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(state ("shake-hands")
(on (begin)

(track ("player"))
[wait-move-to "player" "waypoint7"]
[signal "player-at-waypoint"]
[wait-for-signal "sully-at-waypoint"]
[wait-animate "player" "shake-sullys-hand"]

)

(track ("sullivan"))
[wait-move-to "sullivan" "waypoint7"]
[signal "sully-at-waypoint"]
[wait-for-signal "player-at-waypoint"]
[wait-animate "sullivan" "shake-drakes-hand"]

) ) )

O 2.6: Uncharted2 0 track O wait OO O0O0O0OOO

O00Ountouched D00 O0O0O000O0O0O0O0O0O0O0O0OOUOOhanging-from
goo0opoooOoUooooOdooooO0oooooOogoooooogoo
falling-sign 0O 0O 0OO0O00OO00O0O0 breakingU OO OOO
Uncharted2 0 Scheme 00 Otrack 0 wait 0000000000000
0000000000000 0DbOO0O00b0O0O0Otrack0 1000000
O00ob0bOoboboO0obb0O0 2600010000 shake-hands ODOOO
track 0000 200000000 playerd sullivan OO0 OOO0DODO0O
O00D0O0Owait-move-to 00000000000 DOOOODOOODOOO
goo0ooooOooooooOoobooooooboOoooooooooDooog
O00000o0oO0o0ooDooDooobO0D0DbOoDODOn wait-animate
ooooo
gooooooooooooOoOoODODODOOODObOObOOOOoOoOn 2.6
000 [signal "player-at-waypoint"] O 0 player-at-waypoint 0 O
O0DDO000000D0b00000[wait-for-signal "player-at-waypoint"]
OooO0ODODOOO0000000000OoOOOOODODDDODO0O0 track
oooooooOoooooOooobooOooooboOoooobooooDooOog
ooooooood
Uncharted2 O Scheme O O Uncharted2 D0 000 Scheme 000000
O00O000000Do0OO0OO0OOSchemeDOOCOOOOOOODDOOCODO
0000000 SchemeOOOOOOOOODOOOODOOOODOOOO
Uncharted2 0 Scheme 001900 4000000000000C00O0OO
oooo

U0 1 define-state-script Ul goUU DO DOOUOOOOOOOOOOO
ooo

00 2 wait-animateO 0000000000 0000O0C0OCOODOOOOOO

U0 3 track 00 000O0D0O0DOODODOODOODOOO



22, 0O00OO0DOOOOODOOOOOOOOOOOO0DOO 43

b4 00000000O000DOOCO0OO0OO0OOOOOOOODOOO0OO
oooooooooboo

Uncharted2 0 Scheme 0 0 O define-state-script 00 0 0O O statel
goO0O0ODOOOODOODODOOOOOODOODODOOODODODO14000
oooooOoOooOOODODODODODODOOOOOO0OO000OO00OO0OOOOOO
ooooooo

Uncharted2 O Scheme 0 0 Owait-animate 0000000000000
gooooOoooooooooo

Uncharted2 0 Scheme 0000000000 DODOOOCOCOOOOOOOO
OO00O0O0C0+track 0000000000000 OOOOOOOOOOOO
oooooooo

Uncharted2 0 Scheme 000000000 OO0O0OO0O0O0OODOOOO
O0000o0oOO0OO0ODOODODODODODODOO0O0O00000000000000O0O0
gooooOoOoOoOoOoOOODOOOOOOOOOOOOOOOOOOOOO
gooooOoOoOoOoOoOOOODODOOOOOOOOO0OOOOOOOOOOO
0000000000000 000000DO0O000DO000DDOO0ODOOO
gooo0O0O0o00oOoooooooooOo0Dl90Oo0O 000000000
gooooOoOooOoOoOoOODOOOOOOOOOOOOOOOOOOOOO
goooooooooooooooooooooooo

000 0O Uncharted2 0 Scheme O 1.900 40000000000000
ooooooo

228 0O00OO0OOO

obooooboooobooboooooboooobooboooooboon
gogodobbobbodoooobbbbdoooouobbbbooooobo
gbobooboooboooooboooboobooboooooooboooobooon
gboooooboboooooobo

Ruby[D O 99] 0 0Python O Perl 00000000000 OOOOOOO
ggodobbobtbodoooobobbbbooooubbbbooooobo
00000000000 O0Star Ruby[0 O 08]0 Ruby O OO 2DO0OOODO
O000000RubyO0O0O0O0O0O0DDOOCO 2DO000O0O0O0O0OO0O0O0O0OO
goodooOooooorRpGOOOOOOODOODO RPGOOOOOOO
O[00O04000RuWy00000000O0O0O0O0O0OD0OO0ORPGLHOUODO
0000 RebyOOOOODOOOOOOO0OODODOOOOOOODOOO

xtal[0 O 07]0 GameMonkeyScript[RD03]0 AngelScript[Jon01] O Lua O
Squirrel 0000 00OO0OOOOODOOOODOOOODOODOODOODOOOO
ggodobbobbdooooobbbboooooubbbboouoooobo
O[O0 1oo0oooooo

e NUUDOOUODLOODLODLODLDODLOODLOO
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e C/C++00000UC0DOO00UDODOOUDDOODOUDDOO

e JO0O0OUODOOOODOOOOLODOOODOOOLODOOOODODOO
gbooooogd

000000 wal Pawn OO OOO0OOOOOODOOODOOODOOODOO
giobobOoooooboooooooooooooooooboooooon
00000000000 0oO00DoooO0oOoOo0OooOdPawn O Stackless
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0000000ORubyOxtaldManalLite-COOOOOOOOOOOOOL.9
ob40000000000000O00O00O0O00DOO0OOOOOOO0OO
gpoooog
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gbooogooboooooooboboogooboooooboooooboon
gobooboz2a00000000000DOO000DODO0O0DODO0O0ODOOOO 4
000 19000000000000000DOO0OOO0OO O/A/xD0OO
gboooboioooboooobooobo4b0b00obbooobooobooobboobn
gboboogooobooooboobobooobobobooobooboooobooo
gboooobooooboobooooboobooobobooobooboon
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000000ooooooooooooooooooooooooooon
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0000oo0O0oooooooDoOooooooOoooD100oDoo0o0o0on

00000Do000ooDoO0o0O0ooOoO0 100000DoDoDo00OooooOooO
oooooooooood

0000000 1000000000000000D000Pawn O Stackless
PythonOOOOOOOOOODDODOOOOOOOOOOOOOOOOOOO
00o0o00o0ooogoogleoono1400000000000DO0O00DOO
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00000000 0DOO000O0DO000O0DbO0O0O00DO0DndStackless
Python 00 Uncharted2 0 Scheme 00 0000000000000 DOOODOO
LuaO Squirrel 00000000 DOO0O0OODOOO0OODOOOOODOO
ooboO0oobooOOooboboil9ybobre0b0OObOOobOOODOObDO
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// 000000000000
var runAnimationSpeed = 1.5;

// 0000000000000 0O0O
function Start () {
animation.Stop();

}
// 0000000000000000
function Update () {
var controller:PlatformerController = ...
// 0000000000
if (controller.GetVelocity() < runAnimationSpeed) {

// 0000000004
} else {

}
}
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function OnControllerColliderHit(hit:ControllerColliderHit) {

}
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extends SpriteChar; // 00O

// 0000000000000
n = 0;
life = 100;

// 000000000000 o
while( 1 ) {

// 0000000000000

update(); // 00000000 OOOOO
}

// update() 0O 0D OOOOOO
function onUpdate() {
}
// 000000o0gg
function omDraw() {
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}
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function onMouseDown( c ) {

}
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[wait time=200]
[eval exp="f.num = 0"]
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[eval exp="f.num = f.num + 1"]
[if exp="f.num < 10"]
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[else]
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[endif]
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/000000000 (@O00Ooooq1000)
x [] 00000000000 0O0O000O0O0O000O
*» 0000000000 OoOO0oOooo
*/
void() player_standl =[ $standl, stand2 ]
{
/¥ 000000000000 00000oooo */
if (self.velocity_x || self.velocity_y) {
self.think = runl; /+* O000O0O0O0O0O0 run1 000 %/
}
I
/ 000000000 (@UOUoooo200000) =/
void() player_stand2 $stand2, stand3 ] { ...
void() player_stand3 $stand3, stand4 1 { ...
void() player_stand4 $stand4, stand5 ] { ...
void() player_standb $stand5, stand6 ] { ...

"o
L I e B e B e |
o

/ 000000000 @OOOoooo1000) =/
void() player_runl =[ $runl, run2 ]
{
/¥ 000000000000 0ooO =/
if (!self.velocity_x && !self.velocity_y) {
self.think = standl; /* O00O0O0OOO0O0O stand1 OO0 */
}
};
/ 000000000 (@OUOoooo200000) =/
void() player_run2 = $run2, run3 ] { ... }
void() player_run3 = $run3, rund 1 { ... }
void() player_rund = $rund, runb5 ] { ... }
void() player_runb $run5, run6 ] { ... }
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[
[

0 2.16: QuakeCOOOODO

gbooooboooooobooooboboooooboooooboaoon
gboboobOobbooboooooooooboobobobobooooooon
ooood

QuakeCO 1900 4000000000000O0O0O0ODDODOOO

0100000000000 b0000ob0ooboooboobooooon
b2 00000000000000O00000DO000

03 0b0ooobooboooobobooonog

004 00000000000DO00O0OC0OOO0OOOOO

QuakeCOODOOOODOOOODOOODDOOODODOOOODOOOO
gobooboooobooooobooooboooboooooboboooobooo
gdoobooooboboooobobooooboooobboooooboooaon
oobooboooobooboooooono



24. ODO0OO0OOOOOODOOOOOOOOOOO0 63

QuakeCOOODOOODOOOOOOOOODOOOODOOODOOOO
obooooobooooobobooooboooobobobooobooooo
gboooobooooboobooogd

obooobOob1bobooooboooooobooooboobooooobon
oboboboboooooloobooooobooooooooooooon
ooooooog

QuakeCOOOOOOOOOOOOOOOOOODOODOODOOOOOOO
gboooobooooboboooooboooobobooooOobooon
obooooooobooboboboobooboobooboooooobooooon
ooooo

OO0O0C0QuakeCO 1900 400000000000000C0OOO

2.4.3 UnrealScript

UnrealScript[EG02] O O Unreal Tournament O 0 O Quake O O 00O FPS
0000000000000 00D000D0O0OUnreal Tournament 0 0 0 O
000o0o0o0ooooooDooOoooDooooooo

UnrealScript 0 QuakeCOOOO0O0D0OOOOOO00DODDODOOOOQuakeC
00000000000 0000000OUnrealSceript0 0000000 Unreal
Tournament 000000000000 OOOOO0OOOOOODO

QuakeC O O O UnrealScript 0 Unreal Tournament 0000000000
0000000000000000Unreal Tournament 0000000000
gobooooboboooooboooooboboooooo

0 2.17 0 UnrealScript 00000 O UnrealScript 0000000000

e JO00OOOODOODOOOODOOOODOOO

e J00D0DOUOUOOUOOD ActorODDOOCOOOOOOOODOODOLIO
O Actor0 10000000000

e JO00I0DOOOODODODOOOD StateDOOODOOOODO StateD O
googboobooboobobboboobooboobooobo

e State OO DODODO Sleep000DODODODOOOODODOOODODOODO
oood

UnrealScript 00 0000000000000 O0O0ODOOOOOOOOO
g0000oO0O0oO0oO0oO0OO0oO0oO0OO0OOOO0OO0OO0OOOO0OO0OO0OO0OOOOOOOOOO
000000000000 0000000 UnrealScripp00000O0OOO
gooooooood

UnrealScript 0000000000000 Actor OOOOOODOOOOO
O0000000Actor 0000000000000 0OODOO0OOOOOOO
goobooooooboooooob oo oooooo



64 020 0000

class Player extends Actor;
auto state start {
Begin:
GotoState(’Idle’);
}
state Idle {
function Touch( actor Other ) { // UOOOO00O0O0O0O0O0O0ODODO
GotoState(’Attacking’);
}
Begin:
sleep(10);
goto ’Begin’; // C/C++0 goto DO OO GotoState DO O OO
}
state Attacking {
Begin:
if (... ) { // 000000000000
GotoState(’Idle’);
}
sleep(10);
goto ’Begin’;
}

O 2.17: UnrealScript 00 00O
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OState 0000000000000 DOOOOODOODOOOODOOOOOO
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/* O mh_n07_rp20000000 =%/
MH (mh_n07_rp2)
0O MH_HIGH(PUNCH_L, 0,12,0,35,11,
ATF_NORMAL,TACHI,TACHI) /+ DO00O0ODODDOOOOOOOO =/
O mh_yarare(HS,HD,HM,HD,DA, /+ UUOOOOOOOOODOOOOOOO =/
00O 80,100+DEF_TOBI,
00O 90,120«DEF_TOBI,
00 66,100+«DEF_TOBI,
00O 100,100%xDEF_TOBI,
0Od 100,100*DEF_TOBI,
00 100,100+«DEF_TOBI)

/ 000000000000 000000 =/
0 mh_cont_shift(MIDDLE_ATK, MN_M61_H3,13,32)

/+ 000000000000000000 */
0 mh_cont_shift(1F_HIGH_ATK, MN_NO7_RP3,23,32)

/* 000000000000000000000 =/
O mh_cont_shift (JUST_HIGH_ATK, MN_M61_H2,13,26)

O pp_sound(10, sn_2_kaze02) /* 10000000000CO0O0O0O =/
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# H_JKD_STEP_LHK 000 0O0O0ODOODOODO

[action]
name "H_JKD_STEP_LHK" # 00O
motion "H_JKD_STEP_LHK" "" # DO 0O0OO0O0OOOO0OOOOO
shift button 39 39 # D000 0o00o0oooood

# J000000o0oooo
attack 18 asi_1 -1 15 +1 hi none fr
# 000000000000 0000a0

yarare damage_hi_large -1 damage_hi_counter -1
use_action_table Kamae_L # J0000oooooooooa

# Kamae L 000000 0O0OOOOOOOOOOOO
[action_table]
root Kamae_L "JKD_KAMA_LOOP_NEW_L"
# 000 a00000000
[0 file btn_a O "L_JKD_L_STEP_LOW_K"
# U000 a00000 yOODODODO
00 file btn_y O "H_JKD_L_STEP_HK"
end
O end
# 000 x0O0000O0O0O0O0
[0 file btn_x O "M_JKD_L_SIDE_K"
end
end
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/* 000000000 =/

char Car : Obj {

/* D000000000000000 =/

void set_rotvel(float rot, float vx, float vz) {
set_rot ([0, rot, 01);
set_vel([vx, 0, vzl);

}
/* O0O0000O0000 =/
@main() {

0 load_poly("car_model"); /+ O00O0O0DOO0O =/
0 play_motion("drive_car"); /* DOOOOOODOOOOO =*/

0 set_pos([10, 0, 101); /= 0000 =/

0 set_rotvel(0, 0, 2); /» 000000000 =/
00 _D_WAIT(100); /x 100000000 =/
0 set_rotvel(45, 2, 2); /* 000000000 */
0 _D_WAIT(50); /x 50000000 =/

0 set_rotvel(0, 0, 2); /* 000000000 =/
0 _D_WAIT(100); /x 100000000 =/

0 set_rotvel(-180, 0, -2); /x DDOO0O0OOO0OO =/
O/« yO0OO-100000000000 =/
0 _D_WAIT_IF(get_pos().y < -100);

O hide(Q); /* 00000000 =/

O Bom.enable_bom(); /*» 000000000000 =/
}

}

/* 0000000000 =/

char Bom : 0bj {

/* J0000000000 %/

int start;

void enable_bom() { start = 1; }
/* D0000000o0ooog */

@main() {

0 start = 0;

0 _D_WAIT_IF(start == 0); /¥ 00000000000000 */
0 load_poly("bom_model"); / 0000000 =/

0 play_motion("effect_bom"); /* DO DODOOOOOOOODO =/

0 _D_WAIT(40); /¥ 40000000 =*/

0 hide(Q); /¥ 00000000 */

}

}
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000000000000000000000000000(0000)00
0000000000000 0000000000000C+4+000 JavaD
0000000000000000000000 class000000Oclass
00000 char * 0000000000000000000000000
000000000000000000C++000 Jwva00000000
00000000000 221000000 char Car : 0bj 000000
car00000bj 0000000000000 D00000O0O0D000O0O0O
0000000000000000000000000000000000
000000

0000D000emain 0000000000000 0D00000O0O0O0
0000000000000000000000000000000000
00000000000000000000e0000000000000 1
00000000000 DCHANGE(DD) 000000000000000
0oooo

000000 2.2100DWAIT(0ODODOD) 0000000000000
0000000000000000000000000000000000
0000000000000i£f0 whileDOOOOOOO0OO0000000O
00000000000000000000

0000000000000000000000000000000000
0000000000000000000000000000000000
00000000000000000 char GLOBALOOODOODOOOOODO
00000000000000000000000

AD0D0ODOOODOO0ODO0O0O0DO000000000000000000
00000000000000000000000000000000000
000 ADDOOOOOOOODDOOODODOO0O0O0OO00D000000
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ADDDDOODOD1900400000000000000000000

ob10000000000000

b2 pwAITOOODOOOOOOOOOOOOOODbOOO0O0OO

400 char 0000000000 (character) 10 000000000000000000
gooooooo
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enemy ENEMY
pos swidth/2, top
dir 90deg
speed 2.0
100
turn left 4bdeg
50

100

dir up
after

dead if out

020

# 000000

# 000ogog

# 00000000
#100000000

# 45000000000
#s50000000
#45000000000
# 100000000

# 000000

# 00000000000

good

killed

0
0
0
*
0
*
O turn right 45deg
*
0
*
0
*
O create BOM :pos x, y

# 000000 BOMODODO

#400000000000000O0

# 0000030000000 TAMAODODO
* 40 loop

U create TAMA :pos x, y

* 30 endloop

end
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/» 000000000000 =/

carl O {
hit_point ( 5 ); /* 000 5 */
model (MODEL_CAR_TAXI); /+ 0000000 =/

suffer_svsection (carl_hurt); / 0000000000 =/
dying_svsection (carl_crash); /x OO0 00000oOooO =/
set_posi(-30m, 0, 10m); / 000000000 =/
set_roll1(0, 0x4000, 0); /* DO000000o0og =/
set_move_mode (

MOVE_AIM_STOP,

MOVE_AIM_STOP) ; /x 00000 =/
move_posi(8:00, 10m, 0, 10m); /* DO0O0OOODOOOO =/
wait (100); /x 100000000 =/
set_roll(0, 0x0000, 0); /¥ 0000000000 =/
set_speed(0, 0, 2); /x 0000000000 =/
wait(50); /50000000 =/
set_roll1(0, 0x4000, 0); /¥ 00000000O0g =/
set_speed(0, 2, 2); /x 0000000000 =/
wait (100); /x 100000000 =/
set_roll1(0, 0x0000, 0); /* 0000000000 */
set_speed(0, 0, 2); /x 0000000000 =/

}

/¥ 0D00000000O0g =/

carl_hurt () {

move_roll(8, 0x400, 0x4100, 0); / 00000000 *=/

wait 8; /* 8000000 %/
move_roll(16, -0x800, 0x3f00, 0); /+* DO OOOOOO =/
wait 8; /* 8000000 =/
}

/+ 00000000000 =/

carl_crash () {

hit_point(-1); /+ 0O0OD0ODODODO (200000000000O00O) =/
move_posi_rel(3:00, 0, O, 2m);

move_roll_rel(1:00, 0, 0x2000, 0); /+ DOOOOOOOO =/
wait 5:00; /x 5000 =/

}
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Eile Edit Tools Help

020 0000

@ ray i3] undo
orl
& Events |create new event
-1ﬂcamera
| @3ignt  When the world starts ,
[ Grouna © do | Worldpenguins sing song
@ RedPenguin
:anrangepenguin =
':aYellanenguin
;EQGreenPengum
= :'%BluePenguin
5] ;Eglbhead
Folunpermouts| n
| [Dtowermoutn "%“%‘ A fl I y
”lbrleg
-.-lblleu @ World.penguins sing song
World.penguins sing song No parameters
uppermouth's details
uppermouth move “[~IDo together

- uppermouth turn
- uppermouth  roll

g uppermouth resize

uppermouth say
“ uppermouth think

: uppermouth  play sound

- uppermouth move to

BluePenguin.singNote
[=IDo in order
+ Wait 1 second

'RedPenguin.singNote

[=IDe in order
© Wait 2.5 seconds

“RedPy in2.sinoNote

Ll |

1

Doinorder “Dotogether 'HElse “Loop *While

Wait | print

“For allin order “For all together

2.5.3 AgentSheets

O 2.24: Alice0 OO

gbogoboobooooboboobobdobooboboooobobooob
gooboboooobooboobooboooobobooboboooboboon
000 [OO0 09, Par01]0 AgentSheets[Ale93] DO O0O0OOOOO0OOOOOO

O000ODOOOOOO0OO0O0OO0O0OAgentSheets 10 O0O0OOOOO@

e JOODOODOOOGUIDDOOO

e JOUIDOUDOOODOIF-THENOODODOOOOODO

e JO00IDOOOOODOOOOOOODOOOODOODO

AgentSheets 000000000 GUIOOOOOOOOOCOOOOOOO
gboooobooooooobooooboobo
obooooooooo IF-THENOOOOOOOO0O0O0OO0O0DOOIF-THEN
gbobooooobooooboobooogoobobooboobooboooobooo
gboooobobooobooboooobobooobobooobooboon

gboboooooooo

oooooooo0oo0ob0 IF-THENOODODOOODODOOOOOOOoOooo

00000000000 D0000000000AgentSheets0 OO OOOO
gbooooboooooao



25, 0DO0oOO0OOOoOOobOoooooboon 81

BT 45 EECOY
®T 180 B 60T
8T[45 & 607
»T Exc@v
T -E xc@ay
wT( 45 mxc@s
T E6cOoY
QT. EECOY

BT [100 ORELYe¥T
BT 100 OBWELTPYT
BT 100 OMELTeT
BT [100 ORELTYrYT
BT 100 ORWELTYT )

»T & xcay
i) nT E &0y

G 1 mT[10 tesTey 7
@ml 1 »T (100 EL3THY ()

BT 100 OMECGevT

Ml -3 B30 ®xcor
Wil - &5 wols5m tcscny
s A
7,

0225000000000

AgentsSheets 10O 0000000000000 O0O0O0O0O0OCOC0OOO
gboooobooooboboooooboooobooboooboOoboooon
obooooobooooobooooooon

254 0O0OO0O0OOO

00000000 10000000000000000000000000
000000 WebO0ODOOOODOOOOOOODOO0O0D0000000000
(0 2.25)0000

0000000 Aliced AgentsSheets 10 00000000000000
0000000000000000000000000000000000
00000000000000000000000

000000000000000000000000000000000
0000000000000000000000000000000000
0000000000000000000000000000000000
0 Alice0 0000000

000000000000000000000000000000000
000000000000000000000000000002.25000
0400000000000000000000000000000000
0000000000000000000000000000 AliceD00
0ooooo

000000000000000000000000000000000
0000000000000



82 020 0000

255 0O0O0OO0OO0OOOOO

gb0ooobboooboooboooboobboooboooboooboooo

Lego Mindstorm[LEG98]| D00 00000000 DO0OOOOOOOO
goodobobbboboooooobbbuoooguooboobooboo

Squeak eToys[BPT10] O O Smalltalk(Squeak) 0D 000000 OODO
goboobooboooboboobobobobooboobuoobuoobooo
000000000 OMorphODOOODOODOODODOODODOOODOOODOO
gogbgoobobooboobuoobobbobooboobooobobo
00000000000000000Smalltalk 0000000000000
O00OSqueak eToys OO ODOOOOOOOO0O0ODDOOOOOOOOOOO
ggd

Squeak 00 0000000000000 0O0O0ODODODODOOScratchMBKT04]
0000000OScratchOOAlice000000D0OO0O0OODOODOOOOO
ggodooooo

2,5.6 U000OoOoOoOoOoOoOoboboooOooboo

gboooobooboooooboooobobooooboooooboan
gboooobooboooboobooooboooobooboooobooon
obobooooobooobooboboooboboooboobooooboon
gobooooogo
gbooooboooooobooooboboooooboooooboon
gdbooooboboooobobooooobooboooooobooboooon
oboboooooboboooboobobooobooobooooobooboooon
goboooooooooogooboo
gbooboooobolooooboooboooboobooboooobo
gboooobooboobooobooboooobobooonog
gboooooboobooooobobooooboobooooboboooobon
gbobooooobobooobobooooobooboooooboboooo
goog
uboooooboobooooobooooboobooooboooooan
gbobooooobboooobobooooobobooooobOoboooo
gbooooboobooooobooooboboobooboooon



26. DO00OO0OOO0OOOOOOOOO 83

26 UO00OOOO0OOOoOobOOoooOn

2.6.1 0J000OOOOO0OO0OOODOOOO

ooooooobooooobooboooooboooobobboooooboo
gboobooboooobobooobooboooobooooboOoboooon
gbobooooooooobOoboboboboboobolol1obooooon
oboooooobooboobooobooboobooboooooobooooon
oboooooobooooobobboooooboooobobboooboooboooo
gooooao

00000O0000O000U0Oo0D0oO0DoOoUoOoUoOooooOo/ooo
00o00o0o00o0o0oOooO0ooO0o0oUOo0OLo/000000OUDU0o
0000000000000 U000o0DoUoUOoOUooDooooooo/
gboooobobooooobooboooobooboooobooooooon
oboooooobooooooobobooobooboooooobon

oobooooobooooboooobooooobooooooobooooo
000000000000000000000000000000 [NK11b]O

gboooOobooooboboooooboooobobooooboon
oboooooooon

e JO0OOOODOODOOOODODLOOODOO

e JO00OOOOOODOOOODOODOOOOODOOO

e JO0O0OO0ODOODOOUOODOLOODLDODOOOOODOODOO
e JO0ODOOOOODOOOLOOODOODODOO

gobooboobooboobobooboobuoobobbooboon
gbooooboooobobooooboooobobooooboobooon
obooooboooooboobooooboooooboboooboOobooon
goboboooboobgoobobbooboobooboboobobooboo
gbooboobooooboooobooboooobooooboooboooon
gbooooobooobooboboooobooon

gboobobouboobouboboouobaobgboobobooaan
goboboooboobooboboboobooboobobobooboooboo
gbooooboooobobooobooboooobooooboooboooon
goboooObOo0oobobOoooobooooooooobooooooooooon
oobooobooooboooboooboonoooboooooboooooomoboon
gbobobooooomobooooobobobobobobobooon
gboooboobooboo1l1ol1gbooooobooooboooobooon
oboooobooooooobobooobooboooooobon

oboooboogoboooobooooooboobooobooooooooobon
gmgbboobobobbomoboobobobbooboobooobooon



84 020 0000

gboboooooboooboobobooobobobooboobooooboon
gbobooooobooobooboooobooobooboboooobooo
gboooooao
ubooooooboooooboooobooboooooboooooaon
goboooooooobooooooboooooooooooboobooooooDo
gboobooopooboooooboooobobobooooboooobooo
gooboobooooobooooboooooboooooboooboon
gbobooobooboooOoobooooboboooboobooooboon
gbobooooobooooboobobooobobooboobooboooobooo
gboboooooooobogooo
gbooboobooboooooboooobobooooboooooboon
oboo0oooobobooobooboboooboobobooooooboOooon
gbooo2e610000000D000O00ODO0ODOOOODOOOOO

2.6.2 0OO0OOOOOO RPC

000000000000000000000 100000000000
0000000000 O00o0o0o00o00O0o0oooO0oo0ooo0ooooo
ggbgoboboooboaobooboobooboboooboo

goboboboobooboobooboboobooboobooobon
00000000000000000000000000000000000
0000000000 00o0o0D0o0oO0oO0o0oO0oo0ooo0oo0ooo
ggbobobooboobooboobobboobooaoboooboooabo
000000000000000000000000000000O0000
000000000000 00000000000000000000000

000o00o00000o0o0oo0o0o0o0o0ooooooooooo
RPC(Remote Procedure Call) 00D 000000000000 DOOOOO
0000000000000000000000000000000ORPCO
0000000000 0000O00000O00000000O0O000O0D
ggbooobooboboaobooboabaooan

0O00o0ooooo RpPCOODODOOOO226000000000000
0000000000000 0000D0000O00D00O0O0000O0000
0000000000 O0o0o0o0o00o00o0o0ooo0oooo0oO0ooo
ggbouodbooobogbooboobooooboobooboaobo
gooRpPCODOCOOOOO0O0O0ODDOCOOOOOOODODOODOOOO
000000000000 000000000O00O0oo0O0o

0000000000 00000000O00o0oo0oooo0oooooo
ggbgboboboobooboobobbobooaobooooooabo
0000000000000000000000000D0190000000
0000000000 JavaO0 0000000000 0O0COO2200000



26. DO00OO0OOO0OOOOOOOOO 85

FEUCH LA FhE

|
|
UL, FEEFFUH LG5I

T
| b S nt=
| ik B
| _

IIEFERA il_ REYIE() ><

0 226: 0000000000000

gobobooobooobbooobbooobbooobbooobo2300
Unity O Action Script 00 000000000000 O0000000000O

oboooooboooobooboooooboooobooboooooobon
gboboboobooboobobboaoboobooboboobooboaboo
gobogobooboobgooboboboobooboobobooboooboo
gboooobooooboboooboobooooboooobooboooon
obooooboooobobooooobooooboboooboOobooon
goboboobgobooboboobboobooboobooboanoa
gobgoooboobbobooboooooboobooboobooboooba
gbboooboooboobooooboooooooooooboooboooboon

263 00000

do0o0doo0o0DOoo0bOoobOOoboOo0oooobOoobooooooan
doodoooooooooobooooooooooooooooo

Od0oooobooooooo 22vr0000ooooooooooooon
0000000000 DbOO00bO0o0oo0O0oOoooOoobOoooooooog
0doodoo0oOo0obOooboooooooooobooooooooo
doodoooooooDooooooooooooooboooooooog
ooooooooooo

0000000000 LlvaDODODOODOOODOOODOOODOODOO
function sub_a( )

coroutine.yield( 1 ) -- 1 000000
coroutine.yield( 2 ) -- 2 00O0O0OO0O
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coroutine.yield( 3 ) -- 3 000000
end

local call_a =
print( call_
print( call_
print( call_a

coroutine.wrap( sub_a )
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)) --sub_,a 0000000000
)) -——-sub_,a 000O0O0ODOOOODO
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public class Robot extends Character implements Runnable {
/* 00000 ID =/
static finmal int IDLE = 0; /+x O0O0O0O =/
static final int PUNCH = 1; /x OO OO0 =/
static final int WALK = 2; /+x 0000 =/
int state = IDLE, dir;
/* 000 =/
public Robot() { model("human_model"); }
/* OO0O0O0O0O =/
void sync() { /* ... */ }
/0000000 =/
synchronized public void punch() {
if (state == IDLE) state = PUNCH;
}
/* walk OO OO0O0O0O %/
synchronized public void walk(int dir) {
if (state == IDLE || state == WALK) {
state = WALK; this.dir = dir;
}
}
/* 0000 =/
public void run() {
for (5;) {
switch (state) {
/+ 0000000 =/
case IDLE:
repeatMotion("IDLE_motion");
while (state == IDLE) sync(); break;
/00000000 =/
case PUNCH:
playMotion("attack_motion") ;
while (!isEndOfMotion()) sync();
state = IDLE; break;
/+ 0000000 =/
case WALK:
repeatMotion("run_motion") ;
while (state == WALK) {
turn(dir);
advance(15) ;
state = IDLE;
sync(); }
state = IDLE; break;
}
}
}
public static void create() {
(new Thread(new Robot())).start();
}
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O// obj:0000000O0O0OCO

0// arg:00000000O0

O0// res:000000O0

0 void human(SObj* obj, Tuple* arg, void* res) {
O Tuple::iterator i = arg->iterator();

0 const char* name = i.get_string();

O //nameOOOO0O00O

O3%

O void turn(SObj* obj, Tuplex arg, void* res) {

O Tuple::iterator i = arg->iterator();

O int dir = i.get_int(); i.next();
O int spd = i.get_int();
O //objOdir000 spda00O0O

O}
cOoooooooooooooooooooooooooooooo

O (SObj* obj, Tuple* arg, void* res)

00000000000000000000000000000000OTuple
000200 argD iterator() 000000000000000O0000
000000000000 get_int() O get_string) 000000000
00000 next() 000000000
0000000000000003000res000000000000
000000000 200000000000 S5400000000000
0000000000

0 extern int OO "add" (int, int)
O0S000000000 COO0O0000DOOO0O0OCCCOOOOresO
0000000000000 o000o0oo0O00ooo0o0o0oon

O void add(SObj* obj, Tuple* arg, void* res) {

O Tuple::iterator i = arg->iterator();

O dint a = i.get_int(); i.next();
O int b = i.get_int(Q);
0O *((int*)res) = a + b;
O}
0000ooooooooooo0ooooooooooooooooooog
ooooog

ooo =000d1, 50
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O 4.1: Join Token O O OO
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obooooOoboooooboobooooobooooobooboooooobon
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4.3.3 Join Token O OO

Join Token O O Tuple Space O join calculus 0000000000 O0O0O
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O000Join TokenOOOOOOOODOOOOOOODOOOOOOOOOO
000000D0O0odOo3.550000000TupleddOOOOOTuple Space
000000000 TupleODOODODOOOOOOOODOO TupleO O
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Join Token 00O Tuple Space 000 O000DOODOOCOOOOOOOOO
gobobooooboobooooooboboooboobbooooooboboooooboooo
gbooboobooooboboooooboooobooooboooboooon
gboooooboooooooboooooon

000000000oOooO0o0ooo /io0l/e0o000000oooooon
gbooooobooooobobboooobooooobobooooboooo
gboobooboooobobol1oooboboooboboooboobooon
ooboboooobOoooboooobOoooboooooboobooobooooooon
ooooogoo

while ( true ) # 00O 0OO0O
gooboooooooad
goooooooobooooo

end

oboooobooooboboooooboboooboboooboOobooon
gbooooobooobooooboobooobooboobooboboboobobooo
Join Token OO0 0000000000000 OO0DOODOOOOODOOOO
Join Token O OOODOOOOO0ODODOOOOOOODODODOOOOOO
obooooobooooboboooobooooboboooboboooon
oboooooooboooboooobooobooboooooooobooooo
gboooobooooboobooobooboooobooooboooboooon
gbooooooboooooboobooboooboobobooooboooon
obooooobooooobobooooon

4.4 Join TokenOOOOOOODOOOOOOO Mo-
gemoge
4.4.1 Mogemoge 1 0O O[O

Join Token OO0 OO000D0DOOO0OOOOOOODOOOOOOOO
0 Mogemoge OO DODODOOOOODODO Join TokenOOOOOOOODOOO
0000 Mogemoge 00000 Join Token OO OOOOOOODO.

Mogemoge O JavaScript[F1a07]0 Self{US87]0Dolittle[D 0 01] 00000
ooooooOooooboOoooobooooo

Mogemoge 0 0 O0SH40 0000000000 ODOOOO0OOODOOOO,
O00OoO0O0ooO0oOoOo0ooOo sobooopoooooooooooogo
O.0000JoinToken DOODODOOOOO0O0O0O0ODOJoin Token D000
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e 00O

e OO0

o []

e Join Token 0 0O O

goo00o00oDO0d0oo0oodbOoooO0obDOooDOooO=00000000
a=5; #00aa005000

ob0;0000bo0o0oo0oooooobbooooobooooooooDo
gbooobobooobooooooooboooobooobooobooobooboon
ubooooboobooooobobooobooboooooboooooaon
goob0oooo0o00o000if0whileODOOODODOOOOOnO 100
1000000000000 00n0000000 whileOOODOODOO

n=1;

while (n <= 10) {
print "n=" + n;
n=n+1;

}
gobobooboboooboo+d-bobobboboobobooobon
gobooboooooboo
Join Token 00 DO 0OO0O00D0OOOO0ODOOOODOOOOD

ggod

gboobooboboooooboooobobooooobooooobooon
gboooooboboooboobooooooboboooooboOoboooon
oboboooog

gbooogobobobooboobooooobooog

foo = method(n) { result n * 2; };
a = foo(5); # a = 10
Mogemoge 0 0000 0D00ODOOOD0DOODOODOOODOOODOOOOODODO
gooooooooooa

method(ODOOO) { OO0 }

gboboooooboooooboboooboboooboobooooobooo
g00o0O0o000boO0o0obbOOo0obDbOod feoOOOO10DOO0OO
ubooooboboon feoOOOOODOOOOODOOOODOODO
00000000 (000000 feo)00OOOOODODOOODDOOODO
gbobooooobooooooo
gooDoOO0000b0ODbO000000DbObO000000DOMogemoge
gbobo0obOoobobooobOoobooboo0ooobobboO0gn result
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0000000000000 0000000D0Oresult000O0CO Javal

U000 return 0000000000 OOODOOOCOODOO
gbooboobooooboboooobooooboooboooooboo

oboooobob00oO00Omyd0O0O0OOoOOO0OOO0OO0OOODOODOO

foo = method() {
my x = 1;
result method(d) { result x; x = x + d; }

};

f =foo(); #f=0000

b=£f(5); #b=26 (1+5)

c=1£f(3); #b=9 (6+3)
oooooo

Mogemoge U0 0D DOOO0O00DOOOOOODOOOOOODOODOOOOO
000000000000 000D00000O0MogemogeJO0DOOOOOO
obooooooboooobooboobooboobobooooobooooon
gooooobooooboboooobobobooogooo

OO0OMogemoge 000 O0DODODOOOODOODODOOOOOOOOOO

# Account 00 0 O00OOOOOO0O
Account = object {
v = 0;
deposit = method(n) { v = v + n; };
withdraw = method(n) {
Vv =V - n;
if (w<0) {v=0;1}%}
};
get = method() { result v; };
};

a =new Account; # JO00O0O00OOOOOOOO
a.deposit (100) ;

a.withdraw(50);

print "outstanding : " + a.get();

0000000000 object {}0000object {} 0000000000
00000000000000000000000000000
Account 00000000 D00000000000RewO0000000
000000000000000000000 a00 Account 000000
0000000000 Odepoosit 0 withdraw 0000000000000
000000000000000000000000

0000000000 JavaDOOO0O000000000Oa.deposit(100);
0000 000000000000 deposit00000010000000
0ooooooooo
000000000000000000000000000000000
000 100 object {}000000000000000000000O0
0000000000000000000000000000000000
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0000000000000 000OAccount0000000O0O0OO0O0OO
aboobooboobooboobobbobobooboobod

gbooooogo

Mogemoge 10000000 DODOODODOODOODOODO mix-inOOOO
goo0o0ooooOo 200000000000 0000b0000o0o0oon
O0oO0oo0obo0oooooooooooboooooooooon

A = object {

foo = method { print "A.foo"; };
};
B = object {

bar = method { print "B.bar"; };
};

C=A+B; # A0BOOO
C.foo(); # "A.foo"O OO
C.bar(); # "B.bar"OOO

gbdboaAbDOO0OO0OO0OOOOObOO0obOObOOObocOoOosbOO0ObOOOOOn
oboooobooooo+00ob0obooocobobooboobooon
choooboooooooboobooobbooooooobooaAa0bOoU
gbsb00b00obOoooobOOoboooogn
gbobooobooooboboooooboooobooooboo+0oboboooooon
gobobooooooboo

4.4.2 Mogemoge 100000 Join Token 0 O

0000 0OMogemoge 100 Join TokenOOOOOOOOODOOOOOOO
00300000000000000000000000000 (ignition)
00000D0ignitionO000 tok1 O tok20 00000000 O0O0O00ODODO

join ril.toki(a, b) r2.tok2(c, d) {
print "a + c =" + (a + c);
print "b +d ="+ (b + d);
};
throw tok1(1, 2);
throw tok2(30, 40);

throw tok3("hello");
ignition;

throw 0000000000 O0O0COOO0OOOOOOOOOOOOOOOO0
Otok1i000O (1,2)00000000000000O0O000O0DOOOOOO
00 tok2000 (30,40) 00 O0DOOO00OOODDOOODOODO tok30O
00 ("hello") O0OO0OODOOCOOODOOOO

ignition0 00000000 Oignitiond0000O00O0OOOCOOO
gbobooobooboooboobooooboboooboobooooboon
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obooooboooobooboooobooooobobooooboOobooon
00000000000 000000tok1(1, 2) O tok2(30, 40) OO0
gbooboobooooboboooooboooobooooboooboooon
oboooooooboooooooon
joinOODOOOO0OOODOOjein000O0DOOODOO0OO r1.tokl(a,
p O0000 texi JO0OOOOOODOOODOODOOOOODOOOODOO
O0a0bp000000000C00000000O0OO0OO0DOr1O000000
gbooooboooobOobobooobobooooobooooobooobn
tokl U tok2 U UODOOOOODOOOOOOOOOOODOOOOonOOO
tok3 0000000 UO000000000Dignitiond00OOOOOO
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0b0oO0o0O0ob0ob0O0OwhereOOOOOOOOODO2000000000
goboboooboobooboobobboobo

join ril.toki(a) r2.tok2(b)
where a ==b { ... };

oboobooboooooboobooooobooooobooboooooboon
00 ««’000000000000000 tok20000000DOOOO
gboooboooboooogoboo

join ril.toki(a) *r2.tok2(b) { ... }

obobooobooboooooooboooboooboobooooooooboon
000o0000oo0oobD0b0obO0o0bo0ng ignitionO0O0O00O0OO
ooooo

UboboobooO0o0o0oboo0ooboonboong dispesed0OO0OOO0OOO
oo0oobooboOo texi 0000000 O0O0OOO0ODOOO

dispose tokl;

dispese U0 UD0O0O0D0OOO0O0ODOOdispese000O0OODOOOODOOO
gboooboooooooboo

ooboooOooooobooooooobooooooooooooooooo
00o00o0oooooo0ooobooobb 20 throwOOO0OOO0O0O throw O
00000000 throwDDODOODODOODODOODOODOOtok(1) O
tok(2) 0000000 O0O0DODOOO

A = object {

m = method() {
throw tok(1);
throw tok(2); # 00 tok(1) DD OO
};
};
A.mQ);
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000000 tok(1) O tok(2) DO ODOOOODOOODOOODOODOO
tok(2) OO0 OODOOOO

A = object {

m = method() { throw tok(1); };
};
B = object {

m = method() { throw tok(2); };
};

AmQ; B.mQO);

0000000000000 D0existO000000O0O0OO0O0DOOODOO
gooobbobbooooobooobbDbh ek bDbO0O0oOoonDOOO
uoo

if (exist tok) { ... %}

gobooboooboboobooboobooboobooboobOoooobooon
exist 000000000 OO0OO0OO0O0OOCOOOOOOOODOOOO0O00OOd0
obooo
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O0000O0000UO0O0OOReted 00000 [For82)0000O00O00OOO
goobooboobooobooboobooobooboboobooooobooo
Rete 00000000 DO0O0UDOO0OOOO 10000000 (Mogemoge O
0000000000000 00)00000o0o0o0o0oUoooooOoo
000 (Join Token 0000000000 whereO)O00OOO00OOOOOO
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O000o000o00o00 (Do0o0oo0o0)0o0DooO0ooOoooOoooo
00000000000 00D00000000000Join TokenODO O DO
obooooobooooobooboboooboooooboobooooono

4.5 Join Token [ 0 [

4.5.1 0O0O0OO

Join Token OO0 O0D0OO0OO0O00D0OOOO0OOOOODODOOOOODODO 3
ooobooOooooooooooooooboooooooboooooooon
oooooooooooon

gbooboobooooboboooooboooobooboooooboon
gobooboboooobobooooooobooooobbooooooooooo
ooooOoOODOOOO00000000ooboODODDObOO0OMogemoged
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gboooobooooboobooogd

OO00O000000 100 JoinTokenOOOODOOOOOOODOO Ruby
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oobobooooooooooooooo0oooobooD B200OB.300BA40O0O
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4.5.2 000O0OO0O0OOO0OQDO Shooting

0 4.20 Join Token 0 Mogemoge 00000000 O0OO0ODDOOOOO
0000000000000 [NKllalO

O00oO0o0oo0oO (booo)oo0ooU0ooOoooOooooooo
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O 4.2: Shooting OO OOO

gboboooooboooobooboooobobooobooboooobooo
gbooooboboooooboooooboobooboobooooonoa
gboooooboobooooobooboo

R1. 000O00O00OOCOO0OOOOOODOOOOODOOO
R2. 0000000O0OO00OOOO

R3. 00000O0O0OCOO0OOOOOO0DOOODODODODOOODDOODDOO
gbooooao

R4. power food (00000 )0000000O000O0OOOOOOOOO

R5. 0000000000DOOO0ODOODOODODOODOOODOODODOO
good

Re6. O0OO0O0OO0OODOOOOOOOOODODOOOODODOOODODOOOOO
R7. 00000000 O0O0OOOOODOOOO

0000000000000 oo00o0oo0oooon (R2,R3, R4,
R5,R6 )0 0000000000000 (R1,R7T)000000O0O0O0ODOOO
00000000000 (R1L,R7T)0OD0O0O0O0O0O0OO0O0OOOOOOOO
000000000000 000000000000000 (R2,R3, R4,
R5,R6 )0 0000000000000 O000O0O0OOOODODOOOOO
ooo0o0O000JoinToken 0 OO OOO0O0O0OO00O0OOOOCOOODOOOO
gbooooboooooogooboo
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Ship = object {
id = 0; x=0; y=0; dir = 0; timer = 0;
init = method() { throw normal; }
update = method() {
if (exist unbeatable) {
timer = timer - 1;
if (timer < 0) {
dispose unbeatable;
throw normal; # O00OOOOO0O
}
}
if (is_key_pressed(KEY_SPACE)) {
m = new Missile;
m.x = X; my =y; m.dir = dir;
m.set_id(id);
}
# x,y,dir 0000000
};
make_unbeatable = method() {
timer = 100;
dispose normal;
throw unbeatable; # change ship’s status
};
damage = method(d) { DO OODODO }%;
is_collide = method(o) { 0O OOO0O }¥;
# other methods ...

0 43: 000000000000

0 4.30 Mogemoge 000 DODODODOODOOOOx,y,dir000000
gbooooboooobobooooobooooboboooboOobooon
obooobob0oidb00booobo Iboooooboooboooboooooon
ooooooIiboood

update O OO0O0O0OO0O0OOO0OOO0ODOOODOOOODOOOOOOO
00000000iscollide00000000O0O0O0O00O00ODOOOdamage
ooobooobooooobooboooobobOobobOonD initb0O0O
goboboO000Onermal JOOO0OOO0OOOO0DOOOOCODOOOOCODOO
make unbeatable OO OO0O0O0O0OO0OOOnormal DOOOOOOOOOO
0000 unbeatable DO OOOOO0OOO0OOO

normal OO OO unbeatable D0 U DOOOOO0O0O0OOONODNOOupdate
U0000000OunbeatableD 000000000000 OOOOODOO
0000000000 (timer 00 )00 000 O Umake_unbeatable 00O
obooooooboooooooDo

Ubo0obooobo0ob0O0o0n shipddO0OMissile D PowerFood U0
U000000OMissiled 000 missiledO0DOO0O0D0OOODOOPowerFood
U000 powerDOOOOOOOOODO

043000000 (0)0000000000000O0OO 4.40 Join Token
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# 000 R2
join *sl.normal() *s2.normal()
where sl1.is_collide(s2) {
#s10s20000000000000
}
# 000 R3
join *s.normal() m.missile(d)
where s.is_collide(m) && s.id !'= m.id {
s.damage (d) ;
m.destroy();
1
# 000 R4
join *s.normal() p.power
where s.is_collide(p) {
s1.make_unbeatable();
p-destroy();
}
# 000 RS
join *sl.unbeatable() *s2.normal()
where sl1.is_collide(s2) {
s2.damage() ;
};
# 00O R6
join *s.unbeatable() m.missile(d)
where sl.is_collide(s2) {
m.destroy();
};

044 00000000000000O0O0O00O0DODOOODOOOOOO

00000000000000000000000000000000
000000000000000000000000 (R2, R3, R4, R5,
R5)00000000000000000000

e R2O00UDOUDN (normal) 0000000 UOUODOOOOOOOOOO
0000000 nermal OOO0O0O0O00OO0OO0OO0O0DOOODOCOODOO
obooboooboobobooboooooboobooooooboobooo
gbooooooooo

gobbooobbooobboobbooobbooobooon
gbooooboooooobooog

e R30D0DO0OODOOODOOOOOOODOODOODOODOOODODO
U000 normal JOD0 00O missile 000000000000 OO0OO
gbooboobobooooobobooboobooooobooboo

gioboobobooobOodbOnermal DOOOO0OOOOOOOOO
00000000000 0Omissiled0000000O00OO0O0OO0O
ooooog
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0 4.5: BalloonOOOOOO

e RAODODDDOODOOOOOOOODDODOOOOOOOOODOO
U00000000Onormal JOO0OO power 0O O0OO0OOOO0DOO
gbooooOobooooobobooobooboooooboooooboobn

e R5O0000000ODOOOOO0OO0ODDODODODOOOOOOODOO
U000000ODOunbeatable 0000 normal DO OOODOOODO
obooooOobooooooboboooboobooooono

e R60DODDDODOODODOOOOODODOOODOOOODODODODOO
U0 Ounbeatable 00O OO missileJO0OO0O0OO0O0O0O0OOO
obooobOobooooobooooobooboooog

OO000000000000O0Join TokenOOOOOOOOOOOOOOO
0 (00o00o00)oo000U00oOoOoOo0oOoDUOooOooOooOoUOoOoo
oboobodob4400000000000O0CO0OO0DOOODOODOOOO
goooboooboooooboooooboobooboooo

gbooboobooooboooooboobooooboboooobooboo
gbbooobooboobooboooobooboooobooooooboooboooon
obobooooooboobobooboooooboboooooooboobooon
ooboooooboooboooobooooooobooobooooooo
gboboooboooboooboobooboobobooboooboobooooboooon

4.5.3 000O0OO0OOOOQDO Balloon

0 4.50 Join Token 0 Mogemoge OO0 O0D0O0O0O0O0ODOODODOOOOO
0000000000000000 [NK11b]O

goooooooOoOoOOODOOODOOOOOOOOOOOOOOO00O0
oo0o0oO0O0O00ooooOoO0OOO000OooOoOoOoOoooooooooOooooo

goooooOoOoOOO0OODOOOOOOOOO0OOO0OOOOOOOOOg
oo0oooOoOooODOODODODODODODOOOOOO0O000D0O00O0O0OOOOOO
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oboboooboobooobooboboooboboooboobooooboon
gboboooooboooobooboboogboboboobooboooobooo
gbooooboooboooogooboo

obooooobooboooooboooobooboooooboooooan
goooooo

R1. 000O00O0OOCOOOOOOOODO
R2. 00000000 OOOOO/O000000000000

R3. 000000D0OO0OO0OO0ODOOOODOOOODOODOOOO0DbOOO0ODO
gbooooooooo

R4. 0O0O0O00O0O0OO0OO0OOOOODOOOODOOOODOOOO

R5. 00000000O00CO0O0OOO0OO0O0OO0OOO0OODDOODODOO
ooboobooobooobobooboboboooooboooboooonn
oood

R6. O0O0OO00O0O0OO0OO0OOOOO0DOODOOODOOO
R7. 00000000 O0O0O0OOOO0DOOOOOOOO
R8. O0OO0OO0O0O0OOOO0OOOOOO0DOODOOODOOO

Ro. 00O00O0OO0OOO0OOOOOODOODOOODOOODOODODOO
goooooooo

gobooooooobooooooooooooboboooooooboooooon
gooooobooooboooboob0ooDo0oooOobOoURs, R4, R5, R6,
R7,R8, RO. 000000000000 00D0DO0O0ODO0O0OOORL, R20
gb.0000000o0b0o000o0oo00obooooobooooooobocOooonn
gboboooobooboooobooboooobobooobooboooobooo
gboobooooobooooobooooboboboobooboooobooo
0000000000o0000 JoinToken OO ODOO0OOOO0OO0OODDOO
gbobooobooboooooboboooooboboooboOobooon

gbobooooobooboooboboooobooo

Balloon = object {
init = method( x ) { # 0000000
bomb = new Bomb; bomb.init( x, 0 ); # 00OODO
throw balloon(bomb); # JOOOOOOOOOOOOO
}
};
Bomb = object {
init = method( x, y ) { # 00OOOOOO
throw bomb; # JO0O0oOoood
}
};
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0000000000000000000000000000000000
0000000000000 000balloonl bomb 0000000 DO0O
00000000000

0000000C0C0O00000000000000 throw0 000000
0000000000000000000000000000000000
oooooooo

00000000000000 (R4, R5, R6, R7, R8, R9) 00000
00004.60000000000000000

O0D0R60 R7TO000O000000*00000 explosion 000
00000000000 00000000000000000000000
000000000000 ROOODOOOOO0OOO0OOO0OOOOOOOO
explosion 00 000000CCO0O000000000O0D0O0OOOCOCOOO
0000000000000 000000000000000000000
0oooooo

00000000000000 R30O0O0O0O0O0O0O0OOOOOOOOOOO

# rule R3: O00000OCOOOOOOOOOO

join *bln.balloon(child) *b.bomb() where child == b {
b.set_pos( bln.tipx, bln.tipy );

};

0b0db00dO000Oballoon O beomb OO OOO0OO0O0O0O0O0O0O0OOOOO
U balloonOOOOO0OO0OO0 pemb OO DOOOOOO0OOO0O0O0OODOODOO
gbo0obO0d0O0valloon 000000000 O0CODOOOOODOOOO
gboooobooooboboooooboooobooooboOoboooon
oboooooboooooboobobooobooboooooobon

oo0oooboooboobO0o0Dbooboo0ooDOD tipx0b tipy0 OO0
gboobooboboooboobooboobooboooooobooooon
gbooooobooooono

obooooobooooobooboooooboooobooboooooboon
000000000 000000000oU0o000 (o0oooooooo
0o0oO00)0oooooooo

OO0 R00 000 R40ODR6, R7O0O00O0O0O0ODOCOOOOOO
gbbooooboooobooobooboooboooboooobooobobooboboon
oooooooo

bomb.set_vel( 0, 2 ); # 000000 0OODOO

oboooooobooooobobboooobooooobobobooobooboooo
gbooooboooooobooooboobooon

oooboooooooooooooooobooobbooooOogon Join
TokenOOOOOOOODOOOOODOODOOOODODOOOODOOOOODO
OO00000000000O0000000O0Join Token 000000000
gboooboooooooboo
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# rule R4+R5: 00O 000D DODOOOOO

join m.missile() bln.balloon(bomb) where m.is_collided( bln ) {
m.destroy(); bln.destroy(); # O000000O0OCOO
bomb.set_vel( 0, 2 ); # 0000000000

}

# rule R4(+R5): DO OOOOODOOOOODO

join m.missile() b.bomb() where m.is_collided( b ) {
m.destroy(); b.destroy(); # 0000000000

}

# rule R6(+R5): 0O OO0O0O00O0O00OO

join *e.explosion() bln.balloon(bomb) where e.is_collided( bln ) {
bln.destroy(); # 00000
bomb.set_vel( 0, 2 ); # 000000ooooo

}

# rule R7(+R5): 00000000000

join *e.explosion() b.bomb() where e.is_collided( b ) {
b.destroy();
e = new Explosion; # 00000
e.init( b.x, b.y, 1.2 ); # 0000000

}

# rule R8: DO ODO0OOOOOOO

join b.bomb() bld.building() where b.is_collided(bld) {
bld.destroy(); b.destroy(); # O00000COCO

}

# rule R8+R9: 0O O0O0OD0 100000000

join e.explosion() bld.building() where e.is_collided(bld) {
bld.destroy(); # 00000

}

0 4.6: BalloonOOOOODOOOODOOOOOOOOOOOOOOODO

4.5.4 00000000 Descender

0 4.70 Join Token O Mogemoge OO0 OOOOOODOODOOOO
0000 [NK11b]O

0000Do0o00oooo00o0oDooo0oooo0ooooDooooDoog
O00d0ooooO00oooodoooodUooooOooooooooooog
Oo0o0ooooooooooooo

goooooooooooDoODODODODDOOOO0O000000O0OoOooooog
Oo0oooooooooooooo

go0ooooooooogoUoobDoooooooOoooooooooDooog
00000o0ooO00oooo0oooooooooOooooooooooog
O000ooooOoooooooooooon

000oDoo0ooooo0oooooooooooooooooDooog
0000ooooO0oooo0oooo0UooooOooooooooooog
O0000000o00ooo0ooDoo0ooooOooooooooooog
0000000000000 0ooo0ooooo0ooooDooooDoog
Ooooooooooooooo

00000000 0O00DOO00obOoobobO ReOODODOO Join Token O
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0 4.7: Descender 000000

goboobooobooood

R1.

R2.

R3.

RA4.

R5.

R6.

R7.

RS.

R9.

R10.

gobooobooobooooooooboooobooooooooooo
ooo

ubobOoooobooboooooobobooboooooooobaon
gbooooOobooooobooon

oobooobooooboboooobobooooobboooboooobo
ooobooooooyYoooooooooooooooooooo
gbooooOobooooobooon

oobooooboooobooooooobooooooboooboooo
gobooobooobobooooboboboooobooooooooo
goooooo

goboboooboboooboboobbooobbooobbooon
gbooobOoboooobooboooobobooooooo

oboooooboooooobon

goboooboooboboooboboooobooobooooboooobo
goooooo

gobobooobbooobobooobooobbooobbooon
goo

oobOooobooooooOooooboOoobooobooooooobo
oooooobooooooooo

gbhoboooooboobooooooocbooboooboooobooobon
ooooo

gboooboobooooooboooobobooooobooboo
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e 00000 (DOD)
e00DDOO
e 000 (DOOODDDOD)

obobooooboooobobooboobooooboooooboaon
gbooobOobooooooooboboooooobooboooooon
O000uwdateDOOOO0OOO0OOOOOOO0OOOO0OOOOOODOOO
oooobooogoobooon

Player = object {
update_descending = method() { ... }
update_moving_horizontally = method() { ... }
update_falling _horizontally = method() { ... }
update = update_descending; # 000000

update 000000000000 O0O0O0O0O0O0DOOOOO0ODOOOOOO
gooobooooboboooooboboooobogoo

update_descending = method() {
if ( guiKeyPressed( KEY_DOWN ) ) {
throw cmd_descend;
}
if ( guiKeyOn( KEY_LEFT ) ) {
throw cmd_shoot_hrope;
} elif ( guiKeyOn( KEY_RIGHT ) ) {
throw cmd_shoot_hrope;
}
is_left_side = ( x == LEFT_PLAYER X );
if (guiKeyPressed( KEY_RIGHT ) and is_left_side) {
throw cmd_go_side;
} elif (guiKeyPressed( KEY_LEFT ) and not is_left_side) {
throw cmd_go_side;
}
};

goboboooooooooooooboooooooboooooooooon
oobobooOoooobooooooOoooooooooobooOooooobooooon
O000D0D0O0O0ODescender 00000000000 ema 0OOOOOO
gboboooboobobbooboboobobdoobOlbd cmd descend
U0bO0000b0o0ob00o00b0Oodn emd-shoot_hrope OO OOOONO
000000 emdgoside 000000000000 throwOOOO0OO
gooobobooobooboooo

gbooooobooooooobooogooboooooboboogoooo
R10O R20000000 20000000000
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join p.cmd_descend *r.v_rope where r.is_on( p.x, p.y ) {
d = min( r.by - p.y, 2 );
if (d>0) { # 00 (RD
throw scroll( 4 );
p.anim_descend();
} else { # D0000000OO0O0O (R2)
r.extend_to_bottom();
}
};
join p.cmd_descend { }; # cmd_descend 000000

vrope HOOOUOOOO0OODOODOUODOOOOOOODOODOODOO throw
gooooooood
Joobboooobo0obbbouubboo0bDbb0oUU throw
Joodobobobooooooboboboooooobbbboooooooo
000000000 (000000000000 whereOOOOOOOOO)O
Od0ooooooooooxooooboooboooboooobooooooo
J00o0d0o0o0obb0D emddescend 000 00000O0O0OOODONO
goboo0oobooobobooobooboooobooobooboboooo
000000 cmddescend U throw O OO OOOOOODOMO
odoooooooOoooooooooooooooo

e JO00ODOOOOODODLOODOOODOOOODOODOO

e JOO0ODODOOODLDOOODLODOOODLDOODDOOODLDO
goo

oobobooO0 RrR1O000O00000O0O00O0OOO0O0O0O0O0O0OO0000
oobooooooo0oobo0obobo0obbOb0oobobo0o0Dn scro1100O
000 throwOOODOOOO0OO0OOOOODOOODOOODOOODOOODOOOO
obooooboooooOoboo0oob0ob. emd00OOO0OO0OODOO
000 R20000000000000O00O0O0O0DO0OOOOOODOO
ooooooooooooooo
Uoooooobobooobooo0ooouoddidlemd-descendd 00000
000000000 (x00000)000000000000000 cmd_descend
oboooooboooobobooooboooobobooobooboooon
oooooobooooooo
gooooooooobooooboboboooooboooooobooooooon
obooobooobooobooboooooboboobthrowOOOOOOOO
gboooooobooooboboboooobooooobobooboobooboooo
gooooooooo
000000000O0o0oUoOOoOoUOooOOUOoOOoUoOOOoOoO (oo
OR3). 00000000000 OO0O0OOUOODOOOOOOOOOOOOO
0o0o0ooboo0oobo0o0bo0obO0oobboO0obdbDOscroll0DOOOOO
gbOobo0obdobOO0O0scroll 000000000 DODOOCOOODOOO
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040 O0O0O0OO0OOO0OOOOOOOOO0OO0

# bg_object OO ODOODOOODOOOODOOOOODODOO
join *any.scroll(d) *o.bg_object {
0.y = 0.y - d;
if ( o.y < SCROLL_OUT_LIMIT_Y ) { o.destroy(); }
}
# 00000O0O0O0O0O0O0O0OCDOOOOOOOO
join *any.scroll(d) *r.v_rope {
if (r.y>0o0rd>0) {#
r.y=r.y - d;
if (r.y<0){r.y=0;1%
}
if ( r.by < HEIGHT ) {
r.by = r.by - d;
if ( r.by < 0 ) { r.destroy(Q; }
}
}
# 00O0Oonooogoo
join *any.scroll(d) *c.cloud {
c.y =c.y -d/ 2.0;
}
# 00000O0O0OOOOO0O0OCDODOODbOO0O0O0
join any.scroll { };

048 0000000000000000O0

U0 throwOOOOOOO0OOOO0DOO0O0OOO0OOCOODOOOOOOOODOO
gobgobooboobobbobooboobobboob 4800000

uoo

Ubo0o0oobO00o0O0b00dDbgobjectd O OOOODOOOOODOOO
U000 throwOOO0OO0O000 48000000000 O0scroll 000
gooobobgoboobon pgobjectUOUOOOODOOOODOODOOONO
O bgobject 00 DDDODOODODODOO0OYODOOO scroll JOODODODO
gboooobooon

oboboobobooooooooooooooboono RioOOoOOO
gboooooooboobooboooooboboobooboobooogooboo

e 00O

e OO
goo

obooooOoboooobobooobooboooobooooon

goboboooobbgoobobooobbooobobooooobo

gbooobooboboooob ra000oooOO0ODOO0OO0ODOOO0ODOOO0DOO
gobooboboobooboobooboobon

ubooboobOoobob scroll00O0OO0OOODOODOOOODO
gobooOooooooooooooooOooboooooooboobooooooon
goboobobooboboboboobOthrowO 00000 OO0ODOOO
gboooobooooogd

000 R5004900000000000000O0
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# 00000O0O0O0OOOO0O0OCODODOOOO0O00O0
# D00o0o0oooooOoOoOO0OO0O000bOb
join p.cmd_shoot_hrope *r.h_rope_flying
where abs( p.y - r.y ) < BREADTH_TO_CHANGE_ROPE {
}
# 000000O0O0OOOOO0O0O0O0DOO
# 0000000O0OOOOOOOO0O0OO
join p.cmd_shoot_hrope *r.h_rope
where abs( p.y - r.y ) < BREADTH_TO_CHANGE_ROPE {
3
# 00000000
join p.cmd_shoot_hrope {
hr = new HorizontalRope;
if ( p.x == LEFT_PLAYER X ) {
hr.init( p.y, false );
p-anim_shoot_hrope( false );
} else {
hr.init( p.y, true );
p-anim_shoot_hrope( true );
}
};
# 0000O0O0O0OO0OO0OO0OO0OCOODOOOOOO0O
join p.cmd_shoot_hrope { };

049 000000000DO0O0O0OODOOO

000000 hrope 0000 (DOODUOOOODODOUODOODOODO)
OO0hropeflyingO0OOO (0O0O0O0OOODOO0OOOOOOOOOOOO
00000)000000 throwO O

oooooooogo RrsODODODOOO0OOOODOOOOODDOOOOO
o00o0ooooooboo49000000000DO0O0O000O0O00OODDOOO
O000000ooDoOO000DOD0O000000 cmd_shoot_hrope OO
000000000 00000 YOOODO BREADTH_TO_CHANGE_ROPE [ [
000000 (0000000000000 000OO0)0D00O0OO0O00
OO0 emd_shoot hrope OO OODOOODOODONO

0490000000000D00C000DOODOOOODDOOOODOOO
oboboboboboboRrs0booOooooooooooooooon
U000 emdshoot hrope OO UOODOOODOOOOODOOODOOO

oooooooooooooooOobo0oOoooboOoooDboooooooo
U0 cmd_shoot hrope OO DOOOOOONO

b0 R7O0bo0oooooooooooobobobooboboo. oo
oooobboooooooooooooooooooboboooooooboboooo
ooooooooooo

ooooO0o0O0O0oOOoobOOoOOb0b0bbOOb0boO0OOcend_cut_rope
00000 throwO OOOOODOOOOOODDOOODOOOOODOOOO
O000o0DOOoO000000oD0o00000Do0O0 throwOOQOOO0O
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Og0oo0ooooooooon
gooooooboooooooooooouobooooonod (ca_n,cut[l
gooo0ooooooooooobooooobooooobooooonooon
ooo)o
# 00000000
join a.cmd_cut_rope *r.v_rope where a.can_cut( r ) {
r.cut( a.y );
};
# 000000000000 O000O000O00O000
join a.cmd_cut_rope { };

uboobOoboobD cwtO0OO0O0oO0obOooogboooboooan
00000000000 cutvrope O OO0OO throw O OO OOOODOODO
goooooooo RrRooooOooooOOOoOoobbOOooboooOoooo
gbooooboboooboobooooboboooboobooooboon
gboooobooboooooboooooboobooog

join *p.player rope.cut_vrope( by, cut_y )
where p.x == rope.x
and rope.y <= p.y and p.y <= by
and cut_y < p.y {
p.update = p.update_falling;
3

join any.cut_vrope { };

U0000Ocutvrope DO 0000000000 O0O0DOOO0OOONO where
ggbgboboboaobooboobobbooboaobooboooboabo
gogboobgooboobobooboobooboobooo

cutvrope HOODOOO0OO00OO00OO0OO0OO0OOthrowdO0OO0OOO0O0OOOO
gbobooobooboooooboooobooboobooboboooonoa

b0 R8sOOooOOooOOoOooOOobOOooOooooobooboboOoooobon
gogbgoobooboobooboobobooboobooboooboobo
ddbdddwheredO00OO0OOOOO0OODODOOOOOODOOOOOODODOO
gboboooooobooooobobooobooboobooboboobooonoa

join *p.player o.bitch where p.is_collided( o ) {
p.update = p.update_falling;
};

O00D0O0ODescender OO0 O0OO0O0O0DOOOOODOOOOODOOO
O000o0DDO0O0O0OJoin Token 00O 0OOO00O0ODOODOOOOOOO
gbooooboooooogooboo

4.5.5 Join TokenOOOODOOOODOODODOOO

O0000O0Join Token OOO0O0O0O0O0O0O0OO0OO0OAOJoin Token O OO
J0000o0obObOo0O000000bObOobOo0O00o00ooooOobOoOo0ooooo
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000000 [NKllb)JDOOOOOOoOoOO26.10000000000000
gboooboooboooobooooobobooooboboobo 40000000
goo

e JO00IDOOOOODOOOODOODLOOODOO
e JO00IDOO0OOOODOOOODOODOOOOODOOO
e JO00OD0OOODOODOOOODOOLOOODOODOOOOODOODOO

e JOODOOOOODOOLOOODOODOOO

00000000000 Ruby[D O 990 00000RubyD0OOOOO
ooobOoboobDooooooobo00ORebyDODOODODOODODOOO
goooog

o DO OLOODLOOOLOOOOODLOOUODODODOOUODLObLODLDOOON
oo0oooo C++0000DO0000oDoooobooDOod

e JO0IDODDODOODODO Mogemoge UL ODDDOODOODOOODOODO
gooooooo

e TkOODOOODODODOOOODODOODODOOOODODOOOODODOO
gboooooooobooo

RubyOOOOOOOOOODOOOODOOOOODOOOODODODOO
pgoooooooooooOoOOOOD C++OO0O0OOODODODODODODODOOO
RubyOOOOODOOOODOOODODOOOOOODOOOOOOODOODO
ooono

OO0 ORuby O Join Token 0 0000 Mogemoge OO ODOOOOOOOO
O000000000Rubyd Mogemoge DO OO DOOODOODOODOOOO
oooooooooooooogo

OO00OCORebyOOODOOODOOOOOOOOOOOOODDOODODOO
Tk[Ous95| 000 0000000000000 00O0DO0O0O0O0ODO0O0OOO
O0Mogemoge 000000 0OD00O0ODOOO0OODOOOODDOOOODO

O000O0O0ODDOOO0O0000000D00O0000000000d Descender
OO0O000DoO0ooO0000oDoOoo0o0oOoooDOShootingOdOO0O
00000000000 0U0O0DODOBalloonOOOOOOODOO

0000 Ruby/Tk O Balloon 000000000 O Mogemoge O 0 00
00000000 37000000000 0Ruby 000000000 4360
OO0000Mogemoge D RubyOOOODOOOOODOOOOODOODOOOO
O000000o0oo0ooooooooooooooooooooooon
0ooo0ooOoooooooooooooooodg

Balloon 0O OO0 OO0O0O0O0O0OOO0O0ODOOOOOODOOOOOOOO
oo0doooooooooCocooOo0odooobRrRubyOOODOOOOODD
0000000000000000 checkcollisionOOOO0OOOOOO
000o0ooo0oooooooDooooooooooooooooogoo
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def check_collision( c1, c2 )
ols = $obj_list.find_all { lo| o.kind_of? cl1 }
02s = $obj_list.find_all { |o| o.kind_of? c2 }
ols.each do |ol]
02s.each do |o02]
yield ol, 02 if ol != 02 && ol.is_collided( o2 )
end
end
end

Ruby ODDOOOOOODOOOOOOO RubyOOOOOOOODOODO
0000 checkcollision0 00000000 OODDODOOODOODOOO
0000000000 0o0DoooooooooooDoooooooon
000oDooo0ooo00oooOooooooooooooooon

00000000o0o0o00o0o0o00Doo0U0oooO0ooDoOO Ruby O
000000 41000000Balloon 0000 Mogemoge D OO ODOODO
oooooooo

0 check collision 000000000 O0DO4.5.300 Mogemoge 000
Balloon0 00000000000 0OODODODODOOOOOODOOODOODOOO
000000000000 00000000000OMogemoge O OO0O
oooooooooo

Ruby OO OOOODO0OJoin Token 000000 whereOOOOOOOO
00000000000000000BalloonO0O0O00O0O0O0OO whereO
00000000 if0000o0o0o0ooooooooog

BalloonOOOODOODOODODOODOOODOODO R3ODODOOODOODO
0000000000000000 checkcollisionO00OOO0OOOODOO
0000000000000 00ORebyOOODODOODOODOOOODOOO
0000000000000 R300D00O0DOO0bOoooOoDoOoooon
0000000000000 000000000000ebemb OO OO0O
goooDoooooooooooooooooooooooooooooon
ooooooo

def update

if !@bomb.nil?
@bomb.set_pos(@tipx, @tipy) # OO0OOOODO
end

end

guoooitbuabobooaboboooobbooaboboaoooaonoo
gogboobobbooboobooboobooboobooboobooon

def destroy
# J00000oooooooooooo
@parent.bomb = nil if !@parent.nil?
end

gbobooooobobooooboboobooboboooobooon
gbobooobooobooobooobOobo0ooboobodpilgnoooon
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# rule R4+R5: OO 0O0O0OOOODOOOODO

check_collision( Missile, Balloon ) do |m,bln]|
m.destroy; bln.destroy
bln.bomb.set_vel( 0, 2 ) if !'bln.bomb.nil?

end

# rule R4(+R5): DODOODOODOODOOOOO

check_collision( Missile, Bomb ) do |m,b]
m.destroy; b.destroy

end

# rule R6(+R5): DO DOODOODOOOOO

check_collision( Explosion, Balloon ) do |e,bln|
bln.bomb.set_vel( 0, 2 ) if 'bln.bomb.nil?
bln.destroy

end

# rule R7(+R5): DODOODOOOOOOO

check_collision( Explosion, Bomb ) do |e,bl
b.destroy()
Explosion.new( b.x, b.y, 1.2 )

end

# rule R8: JOODODOOOOOO

check_collision( Building, Bomb ) do |bld,bl
bld.destroy; b.destroy

end

# rule R8+R9: O ODODOO10000000OO

check_collision( Explosion, Building ) do |e,bld|
if e.active then e.active = false; bld.destroy end

end
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B.2 00000000000 Shootingd Mogemoge
ooooo

40000000300000000O0shooting000O0O0O0O0ODOO
ooooo

WIDTH = 512;

HEIGHT = 512;

SOFS_X = 3;

SOFS_Y = 5;

PI = 3.14159265358979;

frame_timer = O;

#_ —— - - - - - - -
# 0000000O0OOOOOOO0OCOCOO
Char = object {
x =0,y =0;
vx = 0; vy = 0;
dir = 0; spd = 0;
init_char = method( _x, _y, _dir, _spd ) {
X=X 7 =5
set_vel( _dir, _spd );
ObjectList.add( self );
};
update_vel = method() {
vx = cos( dir ) * spd; vy = sin( dir ) * spd;
};
set_vel = method( _dir, _spd ) {
dir = _dir; spd = _spd;
update_vel();
};
update_position = method() {
X=X+VX; y=7y + vy;
if ( (vx <0and x <0) or ( vk > 0 and x > WIDTH ) ) {

VX = -VX;

}

if ((vy<Oandy<0) or ( vy >0 and y > HEIGHT ) ) {
vy = -vy;

}

dir = atan2( vy, vx );

};
is_collided = method( obj ) {
dx = obj.x - x;
dy = obj.y - y;
result dx * dx + dy * dy < 256;
};
};
#_ —_ —_ —_ —_ —_
# 0
Ship = Char + object {
wcr = 128; wcg = 230; wcb = 70;
id = 0;
timer = 0;
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ai_timer = O;
stat = 0;
damage_total = 0;

O00B O0000O00DOO Mogemoge OO

init = method( _x, _y, _dir, _spd, _id ) {
init_char( _x, _y, _dir, _spd );
id = _id;
throw normal;

};

update = method() {
control();
update_position() ;
if ( exist unbeatable ) {

timer = timer - 1;
if ( timer < 0 ) {

dispose unbeatable;

throw normal;

}

}

};

set_color = method( r, g, b ) {
WCr = r; wcg = g; wcb = b;

};

cmd_turn_left
cmd_turn_right

cmd_shot = method() {

m

};

= new Missile;

r =wcr *x7 / 5;
.g =wcg x 7/ 5;
b =wcb x 7 / 5;

method() { dir
method() { dir = dir + PI / 30; };

dir - PI / 30; };

m.init( x, y, dir, spd * 2, id );
m.
m
m

key_control = method() {
if ( guiKeyPressed( KEY_LEFT ) ) { cmd_turn_left(); 1}
if ( guiKeyPressed( KEY_RIGHT ) ) { cmd_turn_right(); }
if ( guiKeyOn( KEY_SPACE ) ) { cmd_shot(); }
update_vel();

};

ai_control = method()
ai_timer = ai_timer
if ( ai_timer < 0 )

}

stat = 0;
cmd_shot () ;

if ( stat == 0 ) {

ai_timer = rand()
n = rand();

if (n < 0.5)
elif ( n < 0.75)
else

{ stat = 1; }
{ stat = 2;
{ stat = 3; }

“

elif ( stat == 1) {

>

elif ( stat == 2 ) {

cmd_turn_left();

elif ( stat == 3 ) {

cmd_turn_right();
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}
update_vel();
};
control = key_control;
draw method() {
if ( exist unbeatable and frame_timer % 2 == 0 ) {
guiDrawShip( x, y , dir, 255, 255, 0 );
} else {
guiDrawShip( x, y , dir, wcr, wcg, wcb );
}
};
destroy = method() {
ObjectList.remove( self );
dispose normal;
dispose unbeatable;

};

make_unbeatable = method() {
timer = 200;
dispose normal;
throw unbeatable;

};

damage = method( d ) {
damage_total = damage_total + d;
b = new Bang;
b.init( x, y );
if ( damage_total > 50 ) {

destroy();

# power food
PowerFood = Char + object {
init = method( _x,_y ) {
init_char( _x, _y, 0, 0 );
throw power;
I
update = method() {};
draw = method() {
guiDrawPowerFood( x, y, 15, 255, 120, 0 );
s
destroy = method() {
ObjectList.remove( self );
dispose power;

};
};
# __________________________________________________________________
# 0000
Missile = Char + object {
timer = 70;
id = 0;
damage = 5;

r = 255; g = 128; b = 70;

init = method( _x, _y, _dir, _spd, _id ) {
init_char( _x, _y, _dir, _spd );
id = _id;
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throw missile;
};
update = method() {
update_position();
timer = timer - 1;
if ( timer < 0 ) {
destroy() ;
p = new Pom;
p-init( x, y );
}
};
draw = method() {
guiDrawMissile( x, y, dir, r, g, b );
};
destroy = method() {
ObjectList.remove( self );
dispose missile;

Bang = Char + object {
life = 15;
init = method( _x, _y ) {
init_char( _x, _y, 0, 0 );
};
update = method() {
life = life - 1;
if ( life < 0) {
ObjectList.remove( self );
}
};
draw = method() {
guiSetColor( 180, 0, 0 );
guiSetLineWidth( 2 );
guiDrawBang( x, y, 25 );
};

# 000
Pom = Char + object {
timer = 10;
size = 1.5;
init = method( _x, _y ) {
init_char( _x, _y, 0, 0 );
};
update = method() {
timer = timer - 1;
if ( timer < 0 ) {
ObjectList.remove( self );
}
};
draw = method() {
guiSetColor( 100, 100, 100 );
guiDrawCircle( x + SOFS_X, y + SOFS_Y, timer * size );
guiSetColor( 220, 220, 220 );
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guiDrawCircle( x, y, timer * size );

# join handlers
# rule R2
join *sl.normal() *s2.normal() where sl.is_collided( s2 ) {
dx = s2.x - sl1.x;
dy = s2.y - sl.y;
len = sqrt( dx * dx + dy * dy );
dx = dx / len;

dy = dy / len;

sl.x = sl.x - dx * 8;
sl.y = sl.y - dy * 8;
s2.x = s2.x + dx * 8;
s2.y = s2.y + dy * 8;

p = new Pom;
p.init( ( sl.x + s2.x ) / 2, (sl.y +s2.y) / 2);
p.size = 8.5;
p.life = 4;
};
# rule R3
join *s.normal() m.missile() where s.id != m.id and s.is_collided( m ) {
p = new Pom;
p-init( m.x, m.y );
s.damage( m.damage );
m.destroy();
}
# rule R4
join *s.normal() p.power() where s.is_collided( p ) {
s.make_unbeatable();
p.destroy();
};
# rule RS
join *sl.unbeatable() *s2.normal() where sl.is_collided( s2 ) {
s2.damage (1) ;

}’
# rule R6
join *s.unbeatable() m.missile()

where s.is_collided( m ) and s.id != m.id {
p = new Pom;
p.-init( m.x, m.y );
m.destroy();
};

# main program

# 0000000
myship = new Ship;
myship.init( WIDTH / 2, HEIGHT / 2, 0, 4, 0 );

# 000
id = 1;
while ( id < 3 ) {
e = new Ship;
e.init( rand() * WIDTH, rand() * HEIGHT, rand() * PI * 2, 3, id );
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e.control = e.ai_control;
e.set_color( 230, 200, 200 );
id = id + 1;

}

# power food U

i= 0;

while (i < 10 ) {
p = new PowerFood;
p.init( rand() * WIDTH, rand() * HEIGHT );
i=1i+1;

# 000000
init_game = method() {
guiSetClearColor( 180, 180, 180 );
};
update_game = method() {
ObjectList.iterate( method( e ) { e.update(); } );
ignition;
};
draw_game = method() {
guiDrawGrid( WIDTH, HEIGHT, 64 );
ObjectList.reverse_iterate( method( e ) { e.draw(); } );
};
game_loop( WIDTH, HEIGHT, init_game, update_game, draw_game, 20 );
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B.3 0O000O0OO0DOOOOO Balloonll Mogemoge
ooooo

400000003000000000Balloon DOOOOOOOODOO
ooooo

WIDTH = 512;

HEIGHT = 512;

PI = 3.14159265358979;
G = 4.0 / 30;

frame_timer = 0;

#_ —_ —_ —_

# 00000000000000000O0
Char = object {

bd =0; vy = 0;
vx = 0; vy = 0;
spd = 0;

diameter = 16;

init_char = method( _x, _y ) {
set_pos( _x, _y );
set_vel( 0, 0 );
ObjectList.add( self );

};

set_pos = method( _x, _y ) {
X = _x;
y =3

};

set_vel = method( _vx, _vy ) {
VX = _VX;
vy = _Vy;

I

update_position = method() {
X = X + VX;
y=y*tvy;

};

is_collided = method( obj ) {
dx = obj.x - x;
dy = obj.y - ¥;
r = (diameter + obj.diameter) / 2;
result dx * dx + dy * dy < r * r;

Balloon = Char + object {
r=0; g=0; b=0;
swing_cycle = 0O;
swing_angle = O;
string_len = 50;
tipx = 0;
tipy = 0;
init = method( x ) {

o
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#

init_char( x, 0 );

set_vel( 0, rand() * 1.2 + 0.3 );
r = irand(128) + 100;

g = irand(128) + 100;

b = irand(128) + 100;

radius = 20;

bomb = new Bomb;

bomb.init( x, 0 );

throw balloon(bomb) ;

};
destroy = method() {
ObjectList.remove( self );
dispose balloon;
};
update = method() {
swing_cycle = swing_cycle + PI / 40;
update_position();
update_tip_pos();
if ( y > HEIGHT ) {
destroy();
}
};
update_tip_pos = method() {
swing_angle = sin( swing_cycle ) * PI / 4;
tipx = x + sin( swing_angle ) * string_len;
tipy = y + 8 + cos( swing_angle ) * string_len;
};
draw = method() {
guiSetColor( r, g, b );
guiDrawCircle( x, y, diameter );

guiSetColor( 255, 255, 255 );
guiSetLineWidth( 2 );
guiDrawLine( x, y + 8, tipx, tipy );

oo

Bomb = Char + object {

init = method( _x, _y ) {
init_char( _x, _y );
diameter = 6;
throw bomb;
};
destroy = method() {
ObjectList.remove( self );
dispose bomb;
};
update = method() {
update_position();
if ( y > HEIGHT ) {
destroy();
e = new Explosion;
e.init( x, y, 1 );
}
I

O00B O0000O00DOO Mogemoge OO
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draw = method() {
guiSetColor( 255, 0, 0 );
guiDrawSquare( x, y, diameter );

# JO0O0oo
BalloonGenerator = object {
timer = 0;
update = method() {
n = 200 - frame_timer / 20;
if (n<50) {
n = 50;
}
if ( frame_timer % n == 0 ) {
b = new Balloon;
b.init( rand() * WIDTH );

}
};
};
# ______________ -
# 0000
Missile = Char + object {
timer = 0;
init = method( _x, _y, _vx, _vy ) {
init_char( _x, _y );
set_vel( _vx, _vy );
diameter = 10;
throw missile;
};
destroy = method() {
ObjectList.remove( self );
dispose missile;
};
update = method() {
vy = vy + G;
timer = timer + 1;
if ( timer > 10 and not guiKeyPressed( KEY_SPACE ) ) {
destroy();
b = new Explosion;
b.init( x, y, 0.8 );
}
update_position( );
if ( x > WIDTH or y > HEIGHT ) {
destroy();
}
I
draw = method() {
guiSetColor( 0, 255, 255 );
guiDrawCircle( x, y, diameter );
};
};
# __________________________________________________________________
# 00O
Explosion = Char + object {
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init = method( _x, _y, _diameter_scale ) {
init_char( _x, _y );
diameter = 100 * _diameter_scale;
throw explosion;

};

destroy = method() {
ObjectList.remove( self );
dispose explosion;

};

update = method() {
timer = timer + 1;
if ( timer > 15 ) {

destroy() ;

}

};

draw = method() {
n = ( irand(2) % 2 ) * 100;
guiSetColor( 180, n, n );
guiDrawCircle( x, y, diameter );

# 00
Battery = Char + object {
dir = -PI / 4;

tx = 0;
ty = 0;
dx = 0;
dy = 0;
len = 40;

init = method() {
init_char( 0, HEIGHT );
update_geom() ;

}’

update = method() {
ulim = -PI / 2;
blim = 0;

if ( guiKeyPressed( KEY_UP ) ) {
dir = dir - PI / 40;
if ( dir < ulim ) {
dir = ulim;
}
} elif ( guiKeyPressed( KEY_DOWN ) ) {
dir = dir + PI / 40;
if ( dir > blim ) {
dir = blim;
}
}
update_geom() ;

if ( guiKeyOn( KEY_SPACE ) ) {
spd = 10;
missile = new Missile;
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missile.init( tx, ty, dx * spd, dy * spd );

}

};

update_geom = method() {

dx = cos( dir );

0000000000 Balloond Mogemoge 000 OO

dy = sin( dir );
tx = x + cos( dir ) * len;
ty = y + sin( dir ) * len;

};
draw = method() {

#

Building = Char + object {

guiSetLineWidth( 8 );

guiSetColor( 128, 128,
guiDrawLine( x, y, tx,
guiSetLineWidth( 3 );

guiSetColor( 200, 200,
guiDrawLine( x, y - 3,
guiSetColor( 200, 200,

128 );
ty );

200 );
tx, ty - 3);
200 );

guiDrawSquare( x, y, 10 );

oo

init = method( _x ) {
init_char( _x, HEIGHT );
diameter = irand(50) + 50;

throw building;
s

update = method() { };
draw = method() {

#

i=0;
while (i < 10 ) {
d = 100 + i * 10;

guiSetColor( d, d, d );

guiDrawCircle( x, y, diameter * (10 - i) / 10 );

i=1+1;
}
+
destroy = method() {

ObjectList.remove( self );
e = new BuildingExplosion;

e.init( x, y );
dispose building;

goood

BuildingExplosion = Char + object {

timer = 30;

init = method( _x, _y ) {

init_char( _x, _y );
};
update = method() {
timer = timer - 1;
if ( timer < 0 ) {

ObjectList.remove( self );

229
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¥
};
draw = method() {
i=0;
while (i <2 ) {
cr = irand(50) + 200;
cg = irand(50) + 200;
cb = irand(50) + 200;
r = irand(10) + 50;
pPx = x + irand(60) - 30;
Py = y - irand(40);
guiSetColor( cr, cg, cb );
guiDrawCircle( px, py, r );
i=1i+1;

# An explosion destroys a balloon.

join *e.explosion() bln.balloon(child) where e.is_collided( bln ) {
bln.destroy();
child.set_vel( 0, 2 );

3

# An explosion destroys a bomb.

join *e.explosion() b.bomb() where e.is_collided( b ) {
b.destroy();
explosion = new Explosion;
explosion.init( b.x, b.y, 1.2 );

s

# A missile destroys a balloon.

join m.missile() bln.balloon(child) where m.is_collided( bln ) {
m.destroy () ;
bln.destroy();
child.set_vel( O, 2 ); # drop a child bomb

};

# A missile destroys a bomb.

join m.missile() b.bomb() where m.is_collided( b ) {
m.destroy();

b.destroy();

};

# A balloon holds its child bomb at the tip of its string.
join *bln.balloon(child) *b.bomb() where child == b {
b.set_pos( bln.tipx, bln.tipy );

I

# A bomb destroys a building.

join b.bomb() bld.building() where b.is_collided(bld) {
bld.destroy(;

b.destroy();

I



B.3. O00OO0OOOODOOOQO Balloon O Mogemoge 0 00O O 231

# An explosion destroys a building.

# One explosion cannot destroy 2 or more buildings.

join e.explosion() bld.building() where e.is_collided(bld) {
bld.destroy();

# 0000
Battery.init();

# 0000

i= 0;

while (i <6 ) {
b = new Building;
b.init( i * 70 + 120 );
i=1i+1;

}

# 000000
init_game = method() {
guiSetClearColor( 50, 50, 120 );
};
update_game = method() {
BalloonGenerator.update() ;
ObjectList.iterate( method( e ) { e.update(); } );
ignition;
};
draw_game = method() {
ObjectList.reverse_iterate( method( e ) { e.draw(); } );
guiSetColor( 200, 100, 100 );
guiSetLineWidth( 4 );
guiDrawLine( O, HEIGHT, WIDTH, HEIGHT );
};
game_loop( WIDTH, HEIGHT, init_game, update_game, draw_game, 10 );
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oooooon

WIDTH = 512;

HEIGHT = 512;

PLAYER_Y = HEIGHT * 3 / 5;
BUILDING_SIZE = 80;

WINDOW_SIZE = 50;

WINDOW_STEP = 80;

LEFT_PLAYER_X = BUILDING_SIZE + 20;
RIGHT_PLAYER_X = WIDTH - BUILDING_SIZE - 20;

SCROLL_OUT_LIMIT_Y = -40;
BREADTH_TO_CHANGE_ROPE = 8;

# 0000000OO
PlayerDrawer = object {

left_arm =0;
right_arm = 0;
left_leg = 0;
right_leg = 0;
anim_timer = O;

draw_arm = method( x, y, type, dir ) {

r = 10;
hy =y + r;
len = 30;

guiSetLineWidth( 3 );
guiSetColor( 255, 200, 80 );

if ( type == 0 ) {
guiDrawLine( x + r * dir, hy, x + 4 * dir, hy - len );

} elif ( type == 1) {
x0 = r; yoO = 0;
x1 =r+5; yil -len / 4;
x2 = 4 * dir;y2 = -len / 2;
x0 = x0 * dir;
x1 = x1 * dir;
guiDrawLine( x + x0, hy + yO, x + x1, hy + y1 );
guiDrawLine( x + x1, hy + yi1, + x2, hy + y2 );

o}

} elif ( type == 2 ) {
d = r x dir;
guiDrawLine( x + d, hy, x + d + 20 * dir, y - 3 );

} elif ( type == 3 ) {
d = r *x dir;
guiDrawLine( x + d, hy, x - d + 25 * dir, y - 3 );
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};

draw_leg =

};

draw_human =

};

progress = method() {
anim_timer =

};

r
r2

ly
11

gu
if

}

}
dr
dr

dr
dr

r =

= 20;
=r / 2;

=y +r +r2;

en 20;

iSetLineWidth(
( type == 0 )

guiDrawLine( x

elif
x0 =
x1
x2

( type ==
r2;

r2 + llen
3 * dir;
x0 x0 * dir;
x1 = x1 * dir;
guiDrawLine( x
guiDrawLine( x

elif ( type ==
d = r2 x dir;
guiDrawLine( x

elif ( type
d = r2 *x dir;

guiDrawLine( x

aw_arm(
aw_arm(

X,

Y,
X, Y:
aw_leg(
aw_leg(

X,

Yy

X, ¥,

20;

~

+

);

r2 * dir, ly, x + 3 * dir, ly + llen );

) {
yO = 0;

4; y1 = 1llen /
y2 = 1llen /

x0, 1y + yO, x
x1, 1y + y1, x

) A
d, 1y, x + d +
) A

d, 1y, x +d -

method( x, y ) {
left_arm, -1 );
right_arm, 1 );

left_leg, -1 );
right_leg, 1 );

guiSetColor( 255, 255, 255 );
guiDrawCircle( x, y, r );
guiDrawSquare( x, y + r, r );
guiSetLineWidth( 3 );

anim_timer + 1;

update_descending = method() {

method( x, y, type, dir ) {

4;
2;

+x1, 1y + y1 );

+x2, 1y + y2 );

dir * 8, 1y + 1llen );

dir * 4, 1y + 1llen );

2;

n = anim_timer / 3;
left_arm = right_leg = n 7% 2;
right_arm = left_leg = (n + 1) %
};
update_horizontal_move = method( ) {
n = anim_timer / 2;
left_arm = left_leg =n % 2 + 2;
right_arm = right_leg = (n + 1) % 2 + 2;

};

set_right_arm =

ri

ght_arm = type;

method( type ) {

233
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};

set_left_arm = method( type ) {
left_arm = type;

};

set_right_leg = method( type ) {
right_leg = type;

};

set_left_leg = method( type ) {

left_leg = type;

};

# 000000000000
Drawer = object {
draw_bird = method( x, y, dir, flap ) {
guiSetColor( 30, 200, 30 );
guiDrawCircle( x, y, 30 );
guiDrawCircle( x + dir * 15, y - 8, 15 );
ofsy = 0;
if ( flap ) {
ofsy = -20;
} else {
ofsy = 0;
}
guiSetColor( 30, 150, 30 );
guiDrawCircle( x - dir * 4, y + ofsy, 20 );
};

draw_bitch = method( x, y ) {
guiSetColor( 0, 0, 0 );
guiDrawCircle( x, y, 12 );
guiSetColor( 200, 80, 80 );
guiDrawCircle( x + 2, y + 2, 12 );
};

draw_vertical_rope =
guiSetLineWidth( 3
if ( flying ) {
guiSetColor( irand(100)+100, 140, 160 );
} else {
guiSetColor( 140, 140, 160 );
}
guiDrawLine( x, top_y, x, bottom_y );

method( x, top_y, bottom_y, flying ) {
)

>

};

draw_holizontal_rope = method( x, y, tx, flying ) {
guiSetLineWidth( 3 );
if ( flying ) {
guiSetColor( irand(100) + 100, 140, 160 );
} else {
guiSetColor( 140, 140, 160 );
}
x0 = x + (tx - x) * step;
guiDrawLine( x, y, x0, y );
if ( step < 1) {
guiSetColor( 200, 200, 200 );



B.4.

r = 0;
if (x> tx ) {
r = PI;
}
guiDrawArrowhead( x0, y, r,
}
};

draw_window = method( x, y ) {
guiSetColor( 0, 80, 255 );

00000000 Descender 0O Mogemoge 000 00O

5);

guiDrawSquare( x, y, WINDOW_SIZE );

guiSetColor( 64, 64, 64 );
guiSetLineWidth( 2 );

x0 = x - WINDOW_SIZE / 2;
yO = y - WINDOW_SIZE / 2;

guiDrawLine( x0, yO, xO + WINDOW_SIZE, yO );
guiDrawLine( x0, yO, xO0, yO + WINDOW_SIZE );

};

draw_inhabitant = method( x, y,
py =y + ofsy;
guiSetClip( x, y, w, h );
guiSetColor( 255, 0, 0 );
cx=x+w/ 2;
cy = py + 20;
guiDrawCircle( cx, cy, 30 );

w, h, ofsy ) {

guiFillRect( cx - 10, cy + 15, 20, 20 );

guiSetColor( 0, 0, 0 );
guiSetLineWidth( 3 );
guiDrawLine( cx - 8, cy -
guiDrawLine( cx + 8, cy -
guiDrawLine( cx - 4, cy
guiDrawLine( cx + 4, cy
guiClearClip( );

};

draw_arm = method( x, y, to_x,
ofsx = ((to_x - x ) * w;
guiSetColor( 255, 0, 0 );
guiSetLineWidth( 8 );
guiDrawLine( x, y, x + ofsx,

}s;

draw_explosion = method( x, vy,
guiSetColor( 255, irand(255),

cx - 4, cy -
cx + 4, cy -
cx, cy + 6 );
cx, cy + 6 );

w) {

vy )

timer, diameter ) {
0);

guiDrawCircle( x, y, diameter * timer / 20 );

};

draw_buildings = method( ) {
guiSetColor( 200, 200, 200 );

guiFillRect( 0, O, BUILDING_SIZE, HEIGHT );

}’

draw_cloud = method( x, y ) {
guiSetColor( 180, 180, 220 );

guiFillRect( WIDTH - BUILDING_SIZE, O, WIDTH, HEIGHT );

235
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guiDrawCircle( x, y, 30 );

guiDrawCircle( x + 10, y + 5, 30 );
guiDrawCircle( x - 15, y + 8, 30 );
guiDrawCircle( x - 40, y + 8, 50 );

s
I
#-- -— _— -
# 00000
Player = object {
X = RIGHT_PLAYER_X;
y = PLAYER_Y;
drawer = new PlayerDrawer;

throw player;

update_descending = method() {
if ( guiKeyPressed( KEY_DOWN ) ) {
throw cmd_descend;
}
if ( guiKeyOn( KEY_LEFT ) ) {
throw cmd_shoot_hrope;
} elif ( guiKeyOn( KEY_RIGHT ) ) {
throw cmd_shoot_hrope;
}
is_left_side = ( x == LEFT_PLAYER X );
if (guiKeyPressed( KEY_RIGHT ) and is_left_side) {
throw cmd_go_side;
} elif (guiKeyPressed( KEY_LEFT ) and not is_left_side) {
throw cmd_go_side;
}
};
update_moving_horizontally = method() {
dx = 0;
if ( guiKeyPressed( KEY_LEFT ) ) {
dx = -4;
} elif ( guiKeyPressed( KEY_RIGHT ) ) {
dx = 4;
} elif ( guiKeyOn( KEY_DOWN ) ) {
throw cmd_go_down;

}

X = x + dx;

if ( x > RIGHT_PLAYER_X ) {
x = RIGHT_PLAYER_X;

} elif ( x < LEFT_PLAYER X ) {
x = LEFT_PLAYER_X;

} elif (dx '=0) {
drawer.progress() ;

}

drawer.update_horizontal_move();
1
update_falling = method() {
y=y+5;
drawer.set_left_arm( 0 );
drawer.set_right_arm( 0 );
drawer.set_left_leg( 2 );
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drawer.set_right_leg( 2 );
if ( y > HEIGHT + 40 ) {
ObjectList.remove( self );
}
};

update = update_descending;

draw = method() {
drawer.draw_human( x, y );

};

is_collided = method( obj ) {

dx = x - obj.x;

dy =y - obj.y;

r = 26;

result (dx * dx + dy * dy ) < r * r;
3

anim_shoot_hrope = method( is_leftside ) {
if ( is_leftside ) {
drawer.set_left_arm( 2 );
} else {
drawer.set_right_arm( 2 );
}
};

anim_descend = method() {
drawer .progress() ;
drawer .update_descending() ;

};
};
# __________________________________________________________________
# 00000
VerticalRope = Drawer + object {
x = 0;
y =0;
by = HEIGHT;
ey = -1;
init = method( _x, _y ) {
X = _x;
y=_y

ObjectList.add( self );
throw v_rope;

};

init_falling = method( _x, _y, _by ) {
X = _x;
y = -y
by = _by;

ObjectList.add( self );
update = update_falling;
};
destroy = method() {
dispose v_rope;
ObjectList.remove( self );
};
update = method() {3};
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update_falling = method() {
y =y + 10;
by = min( HEIGHT, by + 10 );
if ( y > HEIGHT ) {
ObjectList.remove( self );
}
};
update_extending = method() {
ey = min( HEIGHT, ey + 20 );
if ( ey == HEIGHT ) {
update = method() {};
by = ey;
}
};
draw = method() {
draw_vertical_rope( x, y, by, false );
if ( update == update_extending ) {
draw_vertical_rope( x, by, ey, true );

}
};
is_on = method( _x, _y ) {

result x == _x and y <= _y and _y <= by;
};

extend_to_bottom = method() {
if (ey <0) {
ey = by;
update = update_extending;
}
};
cut = method( cut_y ) {
fr = new VerticalRope;
fr.init_falling( x, cut_y, by );
throw cut_vrope( by, cut_y );

by = cut_y;
};
3
#__ —_ ——— -
# 00000

HorizontalRope = Drawer + object {
x = tx =y = step = 0;
init = method( _y, _is_left ) {
y =¥
if ( _is_left ) {
x = WIDTH - BUILDING_SIZE;
tx = BUILDING_SIZE;
} else {
x = BUILDING_SIZE;
tx = WIDTH - BUILDING_SIZE;
}
step = 0;
ObjectList.add( self );
throw bg_object;
throw h_rope_flying;
};
destroy = method() {
dispose bg_object;
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dispose h_rope;
ObjectList.remove( self );
3
update_flying = method() {
step = step + 0.05;
if ( step >= 1) {
step = 1;
throw h_rope;
dispose h_rope_flying;
update = update_ok;
}
3
update_ok = method() {
};
update = update_flying;
draw = method() {
b = ( update == update_flying );
draw_holizontal_rope( x, y, tx, b );

# 0
Bird = Drawer + object {
x =
y =
ry =
dir =

s
s
)

O O OO

vel = 0;
timer = irand( 20 ) + 30;
anim_timer = 0;
init = method( ) {
dir = irand( 2 ) * 2 - 1;
if (dir <0 ) {

x = WIDTH;
} else {

x = 0;
}

y = HEIGHT / 2 - irand( 100 ) - 50;
vel = dir * ( irand( 4 ) + 2 );
ObjectList.add( self );
throw bg_object;
3
destroy = method() {
ObjectList.remove( self );
dispose bg_object;
I
update = method() {
ry = ry + PI / 32;
y =y + sin( ry ) * 3;
X = x + vel,;
if ( x < 0 or x > WIDTH ) {
destroy();
}
timer = timer - 1;
if ( timer < 0 ) {
timer = irand( 40 ) + 5;
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b = new Bitch;
b.init( x, y );
}
anim_timer = anim_timer + 1;
};
draw = method() {
flap = ( anim_timer / 2 % 2 == 0 );
draw_bird( x, y, dir, flap );

};
};
# ____________________ -—— e . - - - - - - - -
# 0000
Bitch = Drawer + object {
x =y =0;
init = method( _x, _y ) {
X = _X;
y =25

ObjectList.add( self );
throw bg_object;
throw bitch;
};
destroy = method() {
ObjectList.remove( self );
dispose bg_object;
dispose bitch;
};
update = method() {
y=y*8;
if ( y > HEIGHT ) {
destroy();
¥
};
draw = method() {
draw_bitch( x, y );
};
};
#om o e
# 000000O0OoOooo
BirdGenerator = object {
timer = 300;
count = 0;
update = method() {
timer = timer - 1;
if ( timer < 0 ) {
b = new Bird;
b.init(Q);
count = count + 1;
n = min( 50, 500 - count * 30 );
timer = irand( 200 ) + 100;

# 0000
Window = Drawer + object {
x = 0;
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y=0;

init = method( _x, _y ) {
X = _x;
y = -y

ObjectList.add( self );
throw bg_object;

if ( irand( 10 ) < 3 ) {
s = WINDOW_SIZE / 2;
i = new Inhabitant;
i.init( _x - s, _y - s, WINDOW_SIZE, WINDOW_SIZE );
}
};
destroy = method() {
ObjectList.remove( self );
dispose bg_object;
1
update = method() {
};
drawv = method() {
draw_window( x, y );

# 00000
Inhabitant = Drawer + object {
x=y=w=h-=0;

ofsy = 0;
timer = 0;
init = method( _x, _y, _w, _h ) {
X = _X;
y =7
W= _w;
h = _h;

ObjectList.add( self );
throw bg_object;

ofsy = WINDOW_SIZE;
timer = irand(100) + 50;
update = update_hiding;
3
destroy = method() {
ObjectList.remove( self );
dispose bg_object;
};
update = method() {
I
update_hiding = method() {
if ( y < PLAYER_Y + 50 ) {
timer = timer - 1;
if ( timer < 0 ) {
update = update_appearing;
}
}
};
update_appearing = method() {
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ofsy = ofsy - 1;
if ( ofsy <=0 ) {
create_arm();
update = method() {};
}
};
create_arm = method() {
arm = new Arm;
cx=x+w/ 2;
if ( x < WIDTH / 2 ) {
arm.init( cx, y + 40, cx + 60 );
} else {
arm.init( cx, y + 40, cx - 60 );
}
};
draw = method() {
draw_inhabitant( x, y, w, h, ofsy );

Arm = Drawer + object {
to_x =y = timer = O;
init = method( _x, _y, _to_x ) {

]
]

X = _X;
to_x = _to_x;
y =¥

ObjectList.add( self );
throw bg_object;
};
destroy = method() {
ObjectList.remove( self );
dispose bg_object;
};
update_extending = method() {
if ( timer < 15 ) {
timer = timer + 1;
} else {
throw cmd_cut_rope;
update = update_shrinking;
}
1
update_shrinking = method() {
if ( timer > 0 ) {
timer = timer - 1;
} else {
destroy();
}
};
update = update_extending;
draw = method() {
w = timer / 15.0;
draw_arm( x, y, to_x, w );

};

can_cut = method( rope ) {
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b = rope.y < y and y < rope.by
and min( x, to_x ) <= rope.x and rope.x <= max( x, to_x );
result b;

# 0000000
WindowGenerator = object {
y =0;
last_y = O;
throw bg_object;
destroy = method() {};

update = method() {
if (y < last_y ) {
cy = HEIGHT + WINDOW_SIZE / 2;

w = new Window;

w.init( BUILDING_SIZE / 2, cy );

w = new Window;

w.init( WIDTH - BUILDING_SIZE / 2, cy );
last_y = y - WINDOW_STEP;

# ______________ -
# 0000OO00o0oooobooooboooo
Explosion = Drawer + object {

X =y = timer = diameter = 0;

init = method( _x, _y, _diameter ) {

X = _X;
y =¥
diameter = _diameter;

timer = 20;
ObjectList.add( self );
};
destroy = method() {
ObjectList.remove( self );
};
update = method() {
timer = timer - 1;
if ( timer < 0 ) {
destroy();
}
};
draw = method() {
draw_explosion( x, y, timer, diameter );
};
}
#_ —_— —_— —_— —_— —_—
# 0000
Cloud = Drawer + object {
X =y = dir = 0;
init = method() {
x = irand( WIDTH );
y = irand( HEIGHT );
dir = (irand( 2 ) * 2 -1 ) * ( rand() * 2 + 0.5);
ObjectList.add( self );
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throw cloud;

};

update = method() {
X = x + dir;
if (x<0) {

x = WIDTH;
} elif ( x > WIDTH ) {
x = 0;

}
if (y<-40) {
y = HEIGHT + 40;
}
};
draw = method() {
draw_cloud( x, y );

# 00
Buildings = object {
update = method() {};
draw = method() {
Drawer.draw_buildings();

# 000000000 O0OOO
join p.cmd_descend *r.v_rope where r.is_on( p.x, p.y ) {
d = min( r.by - p.y, 2 );
if (d>0) {
throw scroll( 4 );
p.anim_descend();
} else {
r.extend_to_bottom();
}
};
join p.cmd_descend { };

# 000000ooooo

join p.cmd_go_side *r.h_rope
where abs( p.y - r.y ) < BREADTH_TO_CHANGE_ROPE {
p.update = p.update_moving_horizontally;
throw scroll( r.y - p.y );
};
join p.cmd_go_side { };

# 0000O0O0O0O0O0O0OCOCOOO0O0OO0OO0OOg/oOOOOO0O0O0DD
join p.cmd_go_down *r.v_rope
where abs( p.x - r.x ) < BREADTH_TO_CHANGE_ROPE
and r.y <= p.y and p.y <= r.by {

p.update = p.update_descending;
p-x =Tr.X;
3
join p.cmd_go_down

where abs( p.x - LEFT_PLAYER_X ) < BREADTH_TO_CHANGE_ROPE {



B.4. OD0OOOOODOO Descender O Mogemoge 0 00O 00O 245

r = new VerticalRope;
r.init( LEFT_PLAYER X, p.y );
r.by = p.y;
r.extend_to_bottom();
};
join p.cmd_go_down
where abs( p.x - RIGHT_PLAYER_X ) < BREADTH_TO_CHANGE_ROPE {
r = new VerticalRope;
r.init( RIGHT_PLAYER_X, p.y );
r.by = p.y;
r.extend_to_bottom();
};
join p.cmd_go_down { };
#_ Y g
# 0000000D0DO
join *any.scroll(d) *o.bg_object {
o.y = 0.y - d;
if ( o.y < SCROLL_OUT_LIMIT_.Y ) {
o.destroy();
}

};
join *any.scroll(d) *r.v_rope {
if (r.y>0o0rd>0) {
r.y=r.y - d;
if (r.y<0) {
r.y = 0;
}
}
if ( r.by < HEIGHT ) {
r.by = r.by - d;
if (r.by < 0) {
r.destroy();
}
}
};
join *any.scroll(d) *c.cloud {
c.y =c.y-4d/ 2.0;
};

join any.scroll { };

#_ —_ —_ —_ —_

# 00000000004
join p.cmd_shoot_hrope *r.h_rope_flying
where abs( p.y - r.y ) < BREADTH_TO_CHANGE_ROPE {
};
join p.cmd_shoot_hrope *r.h_rope
where abs( p.y - r.y ) < BREADTH_TO_CHANGE_ROPE {
};
join p.cmd_shoot_hrope {
hr = new HorizontalRope;
if ( p.x == LEFT_PLAYER X ) {
hr.init( p.y, false );
p-anim_shoot_hrope( false );
} else {
hr.init( p.y, true );
p-anim_shoot_hrope( true );

}
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I
join p.cmd_shoot_hrope { };

# 000000000000 0O
join *p.player o.bitch where p.is_collided( o ) {
p.update = p.update_falling;
e = new Explosion;
e.init( o.x, o.y, 40 );
o.destroy();

# ____________________ g ——
# 000000000000 0O0DO0ODOOd
join a.cmd_cut_rope *r.v_rope where a.can_cut( r ) {

r.cut( a.y );

3
join a.cmd_cut_rope { };
# ____________________ S
# 00D00O0O0O0O0O0OCOCOCOOO0OO0OO0OO0000Ooooooooo
join *p.player rope.cut_vrope( by, cut_y )
where p.x == rope.x

and rope.y <= p.y and p.y <= by

and cut_y < p.y {
p.update = p.update_falling;
3

join any.cut_vrope { };

# 004d

i=0;

while (i <4 ) {
¢ = new Cloud;
c.init();
i=1i+1;

};

#0000
ObjectList.add( Buildings );

# 0Oooooooo 20000

1r = new VerticalRope;
lr.init( LEFT_PLAYER X, 0 );
rr = new VerticalRope;
rr.init( RIGHT_PLAYER_ X, 0 );

# 000000
init_game = method() {
guiSetClearColor( 80, 80, 120 );
};
update_game = method() {

WindowGenerator.update() ;

BirdGenerator.update() ;

ObjectList.iterate( method( e ) { e.update(); } );

Player.update() ;

ignition;
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draw_game = method() {
ObjectList.reverse_iterate( method( e ) { e.draw(); } );
Player.draw();

};

game_loop( WIDTH, HEIGHT, init_game, update_game, draw_game, 40 );
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B.5 0000000000 BalloonD Ruby U O [
0d

4.5.50000000BalloonU Ruby000000000O0O0O0O0O0O
oono

require "tk"
require ’singleton’

include Math

WIDTH = 512
HEIGHT = 512
G =4.0/ 30

$frame_timer = 0

#__ —_— o o o o o o o
# Tk OODO
frame = TkFrame.new(nil, ’relief’=>’sunken’, ’borderwidth’=>4)

frame.pack

$canvas = TkCanvas.new(frame,
’width’=>WIDTH,
’height’=>HEIGHT,
’background’=>’darkgray’)

$canvas.pack(’£ill’=>’both’)

# Tk OOOO

$key_stat = { }
$key_pre {3
$key_on = { }

# J00OO00O0Q binding

$canvas.bind(’Button-1’, Proc.new{$key_stat[:buttoni]=truel})
$canvas.bind(’Button-2’, Proc.new{$key_stat[:button2]=truel})
$canvas.bind (’Button-3’, Proc.new{$key_stat[:button3]=true})
$canvas.bind (’ButtonRelease-1’, Proc.new{$key_stat[:buttoni]=nil})
$canvas.bind (’ButtonRelease-2’, Proc.new{$key_stat[:button2]=nil})
$canvas.bind (’ButtonRelease-3’, Proc.new{$key_stat[:button3]=nil})

# 0000000 binding
Tk.root.bind(’KeyPress’,

proc{le| $key_stat[e.keysym.to_sym]=true })
Tk.root.bind(’KeyRelease’,

proc{le| $key_stat[e.keysym.to_sym]l=nil })

#__ —_ —_ ———————

# 000000
def update_key
$key_on = {}
$key_stat.keys.each do |k|
$key_on[k] = true if $key_stat[k] && !$key_prel[k]
end
$key_pre = $key_stat.dup
end
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#_ _—————— e ————————— —_— —_— —_—

# 00ogodobooobboooo
$obj_list = []
def $obj_list.add( o )

push o if !0.nil? && 'include?( o )
end
def $obj_list.remove( o )

delete_if { lel e == 0 }
end

# 000000
def to_color( r, g, b))

[r, g, bl.inject(C’#’) { lr,nl r + ("%2.2x" % n) }
end

#_ —— e o e g
# 0000000000000 0O0O
class Char
attr_accessor :x, :y, :VX, :vy, :spd, :diameter, :widget
def initialize( _x, _y )
set_pos( _x, _y )
set_vel( 0, 0 )
Q@diameter = 16

Qwidget = []
$obj_list.add self
end

def destroy
destroy_shape
$obj_list.remove self

end

def set_pos( _x, _y )
Ox = _x
ey = _y

end

def set_vel( _vx, _vy )
Qvx = _vx
Qvy = _vy

end

def update_position
Q0x += Qvx
Qy += Qvy

end

def is_collided( obj )
dx = obj.x - Ox
dy = obj.y - Qy
r = (@diameter + obj.diameter) / 2
return dx * dx + dy * dy < r * r
end
def update_shape
if Qwidget.size ==
shape_classes() .zip( shape_coords(), shape_options() ).each do |z|
w = z[0] .new( $canvas, *z[1] )
Qwidget.push w
$canvas.itemconfigure( w.id, *z[2] ) if z[2].size > O
end
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end
Qwidget.zip( shape_coords(), shape_options() ).each do |zl
$canvas.coords( z[0].id, *z[1] )
$canvas.itemconfigure( z[0].id, *z[2] )
end
end
def destroy_shape
Qwidget.each do |wl|
$canvas.delete w

end
end
def shape_classes
[ TkcOval ]
end
def shape_options
[ [ ’outline’=>’corald’, ’fill’=>’coral’ ] ]
end

def shape_coords

r = @diameter / 2

[[@x -r, @y - r, @x +r, @y + v ] ]
end

O00B O0000O00DOO Mogemoge OO

end

# 00

class Balloon < Char

attr_accessor :tipx, :tipy, :bomb
def initialize( x )
super( x, 0 )
@swing_cycle
Oswing_angle =
O@string_len = 50
@tipx =0
Otipy =0
set_vel( 0, rand() * 1.2 + 0.3 );

non
o o

@r = rand(128) + 100;

@g = rand(128) + 100;

@b = rand(128) + 100;

@bomb = Bomb.new( x, 0, self );
end
def update

O@swing_cycle += PI / 40;
update_position
update_tip_pos
if !@bomb.nil?
@bomb.set_pos( @tipx, Otipy )
end
destroy() if ( @y > HEIGHT )
end
def update_tip_pos
Oswing_angle = sin( @swing_cycle ) * PI / 4;
@tipx = @x + sin( @swing_angle ) * @string_len;
@tipy = @y + 8 + cos( @swing_angle ) * @string_len;
end
def shape_classes
[ TkcOval, TkcLine ]
end
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def shape_options

L
[ ’outline’=>’corald’, ’fill’=>’coral’ ],
[ ’£fill’=>’white’ ],
]
end

def shape_coords
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r = @diameter / 2
L
[ex -r, @y -, @x + T, @y + T ],
[ ex, @y + 8, @tipx, Qtipy ]
]
end
end
# __________________________________________________________________
# 00

class Bomb < Char
attr_accessor :parent
def initialize( _x, _y, _parent )

super( _x, _y )
Q@diameter = 6;
@parent = _parent;

end
def destroy

destroy_shape
$obj_list.remove self
if !@parent.nil?

Oparent.bomb = nil
end

end
def update

update_position

if ( y > HEIGHT )
destroy() ;
Explosion.new( x, y, 1)

end

end
def shape_classes

[ TkcRectangle ]

end

def shape_options

[ [ ’fill’=>’red’ 1, 1]

end

end

# 0

gooa

class BalloonGenerator
include Singleton
def initialize

Qtimer = 0;

end
def update

n = 200 - $frame_timer / 20;
if (n <50 )

n = 50;
end
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if ( $frame_timer % n == 0 )
Balloon.new( rand() * WIDTH );
end
end
end

# 00000
class Missile < Char
def initialize( _x, _y, _vx, _vy )
super( _x, _y )
@timer = 0
set_vel( _vx, _vy );
@diameter = 10;

end
def update
Qvy += G

@timer += 1
if Q@timer > 10 && !$key_stat[:spacel
destroy()
Explosion.new( @x, Qy, 0.8 )
end
update_position
if @x > WIDTH || @y > HEIGHT
destroy();
end
end
def shape_options
[ [ ’outline’=>’black’, ’fill’=>’blue’ ] ]
end
end
#__ —_ ——— -
# 00
class Explosion < Char
attr_accessor :active
def initialize( _x, _y, _diameter_scale )
super( _x, _y )
@diameter = 100 * _diameter_scale
@timer = 0
Qactive = true
end
def update
Qtimer += 1;
if O@timer > 15
destroy() ;
end
end
def shape_options
n = (rand(2) % 2 ) * 100;
[ [ °fill’=>to_color( 180, n, n ) ] ]
end
end
#__ —_ ———
# 00
class Battery < Char
def initialize
super( 0, HEIGHT )
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@dir = -PI / 4;
Qtx = 0;
ety = 0;
@dx = 0;
@dy = 0;
Q@len = 40;
end
def update

ulim = -PI / 2;
blim = O;

if $key_stat[:Up]
@dir = @edir - PI / 40
if @dir < ulim

@dir = ulim

end

elsif $key_stat[:Down]
@dir = @dir + PI / 40
if @dir > blim

@dir = blim
end
end
@dx = cos( @dir );

@dy = sin( @dir );
@tx = 0x + cos( @dir ) * @len;
@ty = @y + sin( @dir ) * Qlen;

if $key_on[:space]
spd = 10;

missile = Missile.new( @tx, @ty, @dx * spd, @dy * spd )

end

end
def shape_classes

[ TkcLine ]

end
def shape_options

[ [ ’£fill’=>’white’ ] 1]

end
def shape_coords

[ [ ex, @y, @tx, Oty ] ]

class Building < Char
def initialize( _x )

super( _x, HEIGHT )
@diameter = rand(50) + 50

end

def update
end

def destroy

destroy_shape
$obj_list.remove self

253
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BuildingExplosion.new( x, y )
end
def shape_classes
[ TkcOval ] * 10
end
def shape_options
(0...10) .map do |il
100 + i * 10
c = to_color( d, d, d)
[ ’fill’=>c, ’outline’=>c ]
end
end
def shape_coords
(0...10) .map do |il
r = @diameter * ( 10 - i ) / 10 / 2
[ex -r, @y - r, @x + 1, @y + T ]
end
end
end

# 00000
class BuildingExplosion < Char
def initialize( _x, _y )
super( _x, _y )
@timer = 30
end
def update
Otimer -= 1
if O@timer < O
destroy
end
end
def shape_classes
[ TkcOval ] * 2
end
def shape_options
(0...2).map do [il

cr = rand(50) + 200
cg = rand(50) + 200
cb = rand(50) + 200

¢ = to_color( cr, cg, cb )
[ ’fill’=>c, ’outline’=>c ]
end
end
def shape_coords
(0...2).map do |il
px = x + rand(60) - 30
py = y - rand(40)
r = rand(10) + 50
[px-r,py-r,px+r, py +r]
end
end
end

# _______ —_ —_ —_

# 00000O00OoO0O
def check_collision( cl1, c2 )
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ols $obj_list.find_all { |ol| o.kind_of? c1 }
02s = $obj_list.find_all { |ol o.kind_of? c2 }
ols.each do |o1l
02s.each do |o02]
yield ol, 02 if ol != 02 && ol.is_collided( 02 )
end
end
end

# 000000
def check_collision_all
check_collision( Missile, Balloon ) do |m,bln]|
m.destroy; bln.destroy
bln.bomb.set_vel( 0, 2 ) if !bln.bomb.nil?
end
check_collision( Missile, Bomb ) do |m,b]
m.destroy; b.destroy
end
check_collision( Explosion, Balloon ) do |e,bln]|
bln.bomb.set_vel( 0, 2 ) if !bln.bomb.nil?
bln.destroy
end
check_collision( Explosion, Bomb ) do |e,bl
b.destroy()
Explosion.new( b.x, b.y, 1.2 )
end
check_collision( Building, Bomb ) do |bld,Dbl
bld.destroy; b.destroy
end
check_collision( Explosion, Building ) do |e,bldl
if e.active then e.active = false; bld.destroy end
end
end

# 0000
b = Battery.new
#0000
(0..6) .each do |il
b = Building.new( i * 70 + 120 )
end

# 000000
after = TkAfter.new
after.set_start_proc(20, proc {
$frame_timer += 1
begin
BalloonGenerator.instance.update
update_key
$obj_list.each { |o| o.update }
check_collision_all
$obj_list.each { |o| o.update_shape }
exit if $key_on[:Escape]
after.restart
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rescue => e
e.backtrace.each { Is| p s }
pe
end
b
after.restart
Tk.mainloop



