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type World =   { Sprites     : SpriteLayer 
                 Balls       : var<list<Ball>> } 

type Ball = { 
    Position    : Vector2<m> 
    Velocity    : Vector2<m/s> 
    Sprite      : DrawableSprite { 
  rule Position(world,self,dt) = self.Position + dt * self.Velocity 
  rule Sprite.Position(world,self,dt) = self.Position 

let main world = 
  repeat { wait 1.0 
           world.Balls.Add … } 

Spawning balls

 



 

type World = { 
  Sprites         : SpriteLayer 
  UI              : SpriteLayer 
  Asteroids       : var<list<Asteroid>> 
  Projectiles     : var<list<Projectile>> 
  Cannon          : Cannon } 
  rule Asteroids(world,dt) =  
    [a | a <- state.Asteroids && a.Colliders.Length = 0 && a.Position.Y < 100.0<m>] 
  rule Projectiles(world,dt) =  
    [p | p <- state.Projectiles && p.Colliders.Length = 0 && p.Position.Y > 0.0<m>] 

false

type Cannon = { 
  Sprite          : DrawableSprite 
  Angle           : float<rad> 
  MoveLeft        : var<bool> 
  MoveRight       : var<bool> } 
  rule Angle(world,self,dt) =  
    self.Angle + if self.MoveLeft then dt elif self.MoveRight then -dt else 0.0<rad> 
  rule MoveLeft(world,self,dt) = false 
  rule MoveRight(world,self,dt) = false  
  rule Sprite.Rotation(world,self,dt) = self.Angle 



  { return is_key_down Keys.Left } => { state.Cannon.MoveLeft := true }, 
  { return is_key_down Keys.Right } => { state.Cannon.MoveRight := true } 

  { return is_key_down Keys.Space } => { 
      state.Projectiles.Add … 
      wait 0.1<s> } 

  repeat { 
      wait (random(1.0<s>,3.0<s>)) 
      state.Asteroids.Add … 
  } 

type Asteroid =  
  … 
  rule Colliders(world,self,dt) =  
    [x | x <- get_colliders world && distance(self.Position, x.Position) < 10.0f] 

 

type World = { 
  Sprites         : SpriteLayer 
  UI              : SpriteLayer 
  Planets         : list<Planet> 
  Fleets          : var<list<Fleet>> 
  TickBattles     : var<bool> 
  SourcePlanet    : var<Option<ref<Planet>>> } 
rule Fleets(world,dt) =  
  [f | f <- self.Fleets && f.Alive && (not(f.Arrived) || f.Fighting)] 



type Planet = { 
  Owner             : Player 
  … } 
rule Owner(world,self,dt) = 
    if self.Armies <= 0 && self.AttackingFleets.Length > 0 then  
      self.AttackingFleets[0].Owner 
    else self.Owner 
… 

SourcePlanet

  { return mouse_clicked_left() } => { 
      let mouse = mouse_position() 
      let clicked =  
         [p | p <- world.Planets && distance(p.Position,mouse) < 10.0 && p.Owner = Human] 
      if clicked <> [] then return Some(clicked.Head) 
      else return None } => fun p -> { world.SourcePlanet := Some(p) }, 

  { return mouse_clicked_right() && world.SourcePlanet <> None } => { 
      let mouse = mouse_position() 
      let clicked = [p | p <- world.Planets && distance(p.Position,mouse) < 10.0] 
      if clicked <> [] then return Some(clicked.[0],world.SourcePlanet.Value) 
      else return None } => fun (source,target) -> { mk_fleet source target } 

 



 

0

50

100

150

200

250

300

350

400

450

Cnv

F#

C#

0
10
20
30
40
50
60
70
80

Cnv

F#

C#



 

 

http://casanova.codeplex.com/wikipage?title=Papers
http://www.gamasutra.com/blogs/MarkDeLoura/20090316/903/The_Engine_Survey_Technology_Results.php
http://www.gamasutra.com/blogs/MarkDeLoura/20090316/903/The_Engine_Survey_Technology_Results.php

