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[1 Model-View-Controller[
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4.2 GALOPO Model

GALOPO Model DO DDODODOODOODDODOOO
gobooooboooobooobooooboooobooo
oooooOoobooobooobooobobooon
OO0OQ0OQ0OOO0O0 ModelDOOOOOOOOOO
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oboboboooogooboo

gooobooooooobooooooooooo
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button(0).

blast(T+1) :- button(T), click(T), time(T).
button(T+1):-button(T), time(T).
draw(button.gif):- button(T+1), time(T).
draw(blast.gif):- blast(T+1), time(T).
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time(0).
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button(0)
button(1)
time(0)
draw(button.gif)
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gobooboooobboooboooboobooboo
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time(1).
button(1).
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time(1).
button(1).
click(1).

ooboooooooooooooooooooo
gboooobooboooooboooon

button(1)
button(2)
time(1)

blast(2)
draw(button.gif)
draw(blast.gif)

oo0ODDOO0O0000OD ViewD OOOOView
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4.3 GALOPO View
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draw(button.gif)
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drawlmage(Imagefile, 1 0 x, 00 vy).
drawString(String, 0 O x, 00O y).
drawlnt(Int, 0 0 x, 00 y).

goboooooooooboooobooooooo
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setUnitSize(Int).

44 GALOPO Controller
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ickl(0O X, 00 Y, 00 T).:00000
cdick3(00 X, 00 Y, 00 T).:00000
keyup(DO T).00 1 OO
key_ down(O O T).0 + OO
key right(ODO T).0 -0O0O
keyleft((OO T). 0O ~0OO
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ooobooooboobooooooboo

gbooooboooooooboooon

world(0..7,0..7).

map(1..6,1..6).

wall(X,Y) :- world(X,Y), not map(X,Y).
wall(1,3). wall(3,3).

wall(4,3). wall(6,3).

player(4,6,0).

hako(2,5,0). hako(3,5,0).

hako(4,5,0). hako(5,5,0).

flag(3,1). flag(3,2).

flag(4,1). flag(4,2).

522 0O0O0OO

goboooobooooooooooooooo
goooooooboboboooboogoooog
ooooooboooooooobooon

goal(T+1):-

O O hako(3,1,T+1), hako(3,2,T+1),

O O hako(4,1,T+1), hako(4,2,T+1),

00 flag(3,1), flag(3,2), flag(4,1), flag(4,2),
OO0 time(T).
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oooooooooooooooboooooon
ooboobooooobooooobooooooo
gbooooboooon

gobooooooooobobobooboobo
goboooooboooooboooobooooboo
ooboooboooboboooboooooooboo
oboooooooooooboooo

move(0,-1,T):-key_up(T), time(T).
move(0,1,T):-key_down(T), time(T).
move(-1,0,T):-key_left(T), time(T).
move(1,0,T):-key_right(T), time(T).
moving(T):-

00 1{move(1,0,T)move(-1,0,T),

0 O move(0,1,T),move(0,-1,T)}1,time(T).

oobooooooboooboboooboooono
obooooboooboooboooooobooooao
gboooobooooogoboo

player(PX+DX,PY+DY,T+1):-

00 map(PX,PY), player(PX,PY,T),

O O move(DX,DY,T),

0O not wall(PX+DX,PY+DY),

O O not hako(PX+DX,PY+DY,T),time(T).

goboooooooooooooooobooooo
ooboooooobooboooboooooooo
gobooOoOooooobooooooboooooooo
gbooooboooon

player(PX+DX,PY+DY,T+1):-

0 0 map(PX,PY), player(PX,PY,T),

O O move(DX,DY,T),

0O not wall(PX+DX,PY+DY),

00 hako(PX+DX,PY+DY,T),

0 0O not wall(PX+DX+DX,PY+DY+DY),

0 O not hako(PX+DX+DX,PY+DY+DY,T),
00 time(T).

goboooooooooboobobooboobo
goboobogobooboobobooooobobo
gbooboobobooboboboobobobo
ooooog

hako(PX+DX+DX,PY+DY+DY,T+1):-

00 map(PX,PY), player(PX,PY,T),

0 O move(DX,DY,T),

0 O hako(PX+DX,PY+DY,T),

0 O not wall(PX+DX+DX,PY+DY+DY),

O O not hako(PX+DX+DX,PY+DY+DY,T),
00 time(T).
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gobooooooooooooooboooooon
ub0omoboobOooooobooobooboooon
gobooboobooooboboooobboooooboo
uoo

goboboooooobooooooboooooo
gobooobooooobooobboooooboog
obobooobooooboooboooboooooon
gboboooboooobooobooooooboo
gooog

player(PX,PY, T+1):-

OO0 map(PX,PY), player(PX,PY,T),
0 O not moving(T), time(T).
hako(HX,HY,T+1):-

00 map(HX,HY), hakoHX,HY,T),
0 O not moving(T), time(T).

goboooooboooobooobooooboooo
goboooooboooooooooooboono
gboboobooobooobooobboooobod
gopboobooobooooobooooooo
gboboooobooooooobooogon

player(PX,PY,T+1):-

OO0 map(PX,PY), player(PX,PY,T),

O 0 move(DX,DY,T), wall(PX+DX,PY+DY).
player(PX,PY, T+1):-

0 0 wall(PX+DX+DX,PY+DY+DY),
0 0 map(PX,PY), player(PX,PY,T),

0O O hako(PX+DX,PY+DY,T),

O 0 move(DX,DY,T), time(T).
player(PX,PY, T+1):-

0 O hako(PX+DX+DX,PY+DY+DY,T),
0 0 map(PX,PY), player(PX,PY,T),

O O hako(PX+DX,PY+DY,T),

O O move(DX,DY,T), time(T).

gobooobobooobooboobobobooooo
goboooooooooooooobooooan
gbobooboooobooobooobooooobooad
oo

hako(HX,HY,T+1):-

00 map(HX,HY), hako(HX,HY,T),
O 0 move(DX,DY,T),

0 0 wallHX+DX,HY+DY), time(T).
hako(HX,HY,T+1):-

00 map(HX,HY), hako(HX,HY,T),
O 0 move(DX,DY,T),

0 O hako(HX+DX,HY+DY,T), time(T).
hako(HX,HY, T+1):-

00 1{HX!'=PX+DX,HY!=PY+DY}2,
00 map(HX,HY), hako(HX,HY,T),
OO0 map(PX,PY), player(PX,PY,T),
O O move(DX,DY,T),time(T).
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drawlmage("map2.gif”, X,Y) :-

00 map(X,Y)not wall(X,Y),

0 O not flag(X,Y),

0 O not player(X,Y,T+1),

OO not O hako(X,Y, T+1),time(T).
drawlmage(”wall2.gif”,X,Y) :- wall(X,Y).
drawImage(”goal.gif”, X,Y) :- flag(X,Y).
drawImage(”hako.gif”, X,Y) :-

00 map(X,Y)hako(X,Y,T+1),time(T).
drawlmage(”player.gif”,X,Y) :-

00 map(X,Y), player(X,Y,T+1), time(T).
drawString("GAME CLEAR”,0,8):-

00 goal(T+1), time(T).

setUnitSize(80).
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map(1..5,1..5).

world(0..6,0..6).

wall(X,Y):-world(X,Y),not map(X,Y).

num(0..8).

bomb(1,2). bomb(2,3). bomb(3,1). bomb(4,1). bomb(5,5).

gan}(e_ov)er(T+1):- bomb(X,Y), not flag(X,Y,T),click1(X,Y,T),time(T).

goal(T+1) :-
bomb(1,2),bomb(2,3),bomb(3,1),bomb(4,1),bomb(5,5),
flag(1,2,T+1),flag(2,3,T+1),flag(3,1,T+1),flag(4,1,T+1),flag(5,5,T+1) time(T).

covered(X,Y,0):-map(X,Y),time(0).
covered(X,Y,T+1):-map(X,Y),flag(X,Y,T),click3(X,Y,T),time(T).
opened(X,Y,T+1) :- map(X,Y),covered(X,Y,T), clickl(X,Y,T)time(T).
flag(X,Y,T+1) :- map(X,Y),covered(X,Y,T),click3(X,Y,T),time(T).

numBombs(X,Y,Z,T+1):-
Z { bomb(X-1,Y-1), bomb(X-1,Y), bomb(X-1,Y+1), bomb(X,Y-1),
bomb(X,Y+1), bomb(X+1,Y-1), bomb(X+1,Y), bomb(X+1,Y+1) } Z,
opened(X,Y,T+1), num(Z),time(T).

opened(X,Y,T+1) :- map(X,Y),opened(X,Y,T),time(T).
covered(X,Y,T+1):-map(X,Y),covered(X,Y,T),not clickl(X,Y,T),not click3(X,Y,T),time(T).
flag(X,Y,T+1) - map(X,Y),flag(X,Y,T),not click3(X,Y,T),time(T).
game_over(T+1):-game_over(T),time(T).

numBombs(X,Y,Z,T+1):- numBombs(X,Y,Z,T),map(X,Y),num(Z),time(T).

drawlmage("block.gif",X,Y) :- covered(X,Y,T+1),time(T).

drawlmage("mine.gif',X,Y) :- bomb(X,Y),game_over(T+1)time(T).

drawimage("wall.gif*,X,Y) :- wall(X,Y).

drawlmage("flag.gif",X,Y) :- flag(X,Y,T+1),time(T).

drawint(Z,X,Y):- opened(X,Y,T+1), num(Z), not bomb(X,Y), numBombs(X,Y,Z,T+1),time(T).
drawString("Game Over",0,7):- game_over(T+1),time(T).

drawString("Game Clear",0,7):- goal(T+1),time(T).

setUnitSize(50).

[®] Game Development Environment v0.0 I
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