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BBenenue

Hamnucanne oTHOCUTEIBHO MPOCTBIX UTP SBJISETCS OCOOEHHO aKTyaJIb-
HBIM JIjId HadrHaoMuX. CyIecTByeT MHOXKECTBO MAaTEPHAJIOB, ITPEJICTAB-
JITIOIUX COOO# IO IPOOHBIE TIOIIATOBbIE YPOKH.

Web-urpsl TpebyioT OT MOJIb30BaTE I MUHUMYM YCUJIMN JIJIS 3aITyCKa,
YTO 3HAYUTETHHO PACIIMPSET Ay IUTOPUIO TEX, KTO 3aX0YEeT UX MOITPOOOBATh.
Takke 6pay3epHbIe UTI'PBI TOTEHITNAJIBHO MOXKHO 3aIlyCKaTh Ha MHOXKECTBE
Pa3HBIX YCTPONCTB, a OOHOBJIEHUE BEPCUHU ITPOUCXO/IUT ITPOIIE U HE 3aHUMAET
MHOT'O BPEMEHN.

Tak, g pazpaboTku 6pay3epHOit 2D-UTpbl €CTECTBEHHO UCIIOIb30BATh
JavaScript, Tak Kak 3TOT S3bIK IIIMPOKO PACIIPOCTPAHEH B JAHHOM 00/1aCcTH,
1 KaKON-HUOYIIb JBUXKOK JJid ObICTPOro cTrapTa, Hamnpumep, Phaser, moro-
My 4YTO OH OeCILIaTHBIN, HE TpPedyeT OCOOBbIX MHCTPYMEHTOB JJisi PAOOTHI.
B mnaTepHETE MOXKHO HaliTH OOydJarone KHUTHU 110 JavaScript B KOHTEKCTe
Phaser [2], [3].

Omuako, B JavaScript ectb cBou nmpobsieMbl (Hanpumep, Tunusanmysi) |7],
HO He BCe TUIU3UPOBAHHBIE S3BIKU, B CBOIO OYepPeb, XOPOIIO 3aITyCKAIOTCH
B Opaysepe (Java, Haskell). Hekoropbie si3biku 06/1a/1a10T CTPOroii craru-
JeCcKO# Tunmsalmeir m KomnumupyooTres B JavaScript, manpumep, OCaml B
coueranuu ¢ Js of ocaml mimm ReasonML.

B sroit pabore mbl npumennMm OCaml u Js of ocaml mia cosmanusa

urpbl Ha jBHKKe Phaser.



1. IlocTanoBKa 3aja4n

[Tesrbi0 paboOTHI ABJISIETCS COCTAaBIEHUE OMOJIMOTEKN JIJId Pa3pabOTKHU UT-
pbl Ha JBuxKKe Phaser m mpejcraBiieHrne IpoOTOTHUIIA UTPHI, 110 AHAJOTUU C
TOM, UTO OmMCaHa B KHUre jda JavaScript.

g e€ BBITIOJTHEHUST OBLIU TTOCTABJIEHBI CJIETYIONINE 33 IaYN:

e Ocennuii cemecTp: BbIOpaTh KHUT'Y W YACTHUYIHO IEPENUCATH 110 Hei

urpy B cunrakcuc OCaml ¢ momormsio Js of ocaml.
e Becennwuii cemecTp:

1. IlonmHOCTBIO TIEepenucaThb UTPY M BBIJIEIUTH BCE HEOOXOJIMMOE B

oubmoreky ¢ omnaumHramu K Phaser.

2. llepemmcarp urpy Osm»Kke K CTUJIIO, CBOMCTBEHHOMY (YHKIIHO-

HaJIBHBIM SI3bIKaM, a He JavaScript.



2. O630p

1

Bubanorexk OCaml ¢ bunguaramu K Phaser' kak TaKOBBIX B MHTEpHETE

HaWTU He yJaJI0Ch.

3 ecThb MOAOOPKH C IIpHMe-

B Git-penosuropun® u Ha caiite OCamlverse
paMu CO3JaHHBIX UT'P, & TaKKe CChLIKN Ha OMHINHIY K OMOJIMOTEKAM JIBUYK-
koB SDL (mpeumytectBenno), orx, raylib, OpenGL, Irrlicht u HekoTopbIxX
npyrux. Jlanuble IBUKKM UCIOJIB3YI0TCA BKyTie ¢ si3bikamu C u C++, ce-
JIOBaTEJILHO, TIO/IPa3yMeBaeTCsl KOMITUJISIIIAS B MAIIMHHBINA Ko, Bojee Toro,
C u C+-+ He moAXOmAT HJid Web—pa3paboTKu.

Tax>ke mpeacTaBIeHbl UTPhI, KOMIMIUpYyOIHMecs B JavaScript, Hampu-

Mep, smyagrop CAMLBOY*, vo B HeM ucnomp3osan Toasko HTML5.

'https://photonstorm.github.io/phaser3-docs/index.html (dara mocryma: 2023-05-15)
’https://github.com/fccm/awesome-gamedev-ocaml ([lara moctyma: 2023-05-15)
Shttps://ocamlverse.net/content/games.html (dara mocryma: 2023-05-15)
“https://github.com/linoscope/CAMLBOY/ ([lara moctyma: 2023-05-15)
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3. IHCcTpyMeEHTBI

3.1. OCaml

OCaml [4] — a3bIK (PYHKIMOHATBLHOIO IPOTPAMMUPOBAHUS, TIO/JIEPKU-
BaIOIUI KAK PYHKIIMOHAJIBbHYIO, TAK U UMIIEPATUBHYIO U O0bEKTHO-OPUEHTHUPO-
BaHHYIO MMapaaurMbl mporpammupoBanusg. OCaml obiamaer psigoMm cyiie-

CTBC€HHBLIX IIPEUMYIIECTB IIEped APYIUMHU A3bIKaMM:

o CraTmcTrdeckasi IPpOBEPKa TUIIOB;
e [lapamerpuueckuii moaumMophu3mM;
e DyHKIINU ITEPBOr0O KJIacca;

e CormocraBjeHne ¢ 0Opa3IoM.

Tak>ke HEMAJIOBaXKHYIO POJIb B JaHHOM IIPOEKTE MMEeT BO3MOXKHOCTH
OCaml kommmaupoBaTbesa B JavaScript, Tak KaK IMEHHO 9TO MO3BOJIAT CO-

3/1aTb Web—urpy.

3.2. Js_of_ocaml

Js_of ocaml [8] — kommumisarop w3 OCaml B JavaScript, mossossio-
it 3ammyckars nmporpaMmbl Ha OCaml B cpegax, TunuaabIx 1t JavaScript
(6payzep u Node.js). norma ObiBaeT moJjie3HO MM HEOOXOIMMO BBI3BIBATH
JavaScript dyukimu nuz OCaml. CyTs B TOM, 9TOOBI IIPEICTABIATH 00 bEK-
ol JavaScript B kauecTBe abctpakTHbIX TUIOB OCaml u onepupoBarh nmu,
ncnoab3yss OCaml dyukimm nam obpassr JavaScript dyuknuit B OCaml.

API 6payzepoB ucroJib3yercs pajau IpeIocTaBaIgeMoil (OyHKIIMOHAIBHO-
CTH, & He paJin IIpejjlaraeMoil mapaJIurMbl TporpamMmupoBanus. [Ipu mpoek-
TUPOBAHUU 00Pa30B (PYHKIUIT MOXKHO MOBTOPATH O0bEKTHO-OPUEHTUPOBAH-
HBIM CTUJIb ITPOTPAMMUPOBAHUS, & MOXKHO IBITATbCA MMOJYYUTb (DYHKIIAO-
HaibHblii API [1]. Takke B HEKOTOPBIX CiIy4asix it ucnoab3oBanus API

MOTYT IOHaI00UThCA TunoHebe3omacubie KoHCTpyKimn OCaml.



B kawectBe cmcrembl cOOpKU mcmonbp3yerca Dune — cucrema cOOpKmM
i ipoekToB OCaml, KoTopasi MOJ/IEPKMUBAET KOMIMJIAIMIO C TTOMOIIBIO

Js_of ocaml.

3.3. Phaser

Phaser [6] — orkpbrtbiit HTML5 urposoii ¢hpsiiMBOpK, KOTOPBIi Ipe;i-
crapisier pergepunr WebGL u Canvas B HACTOJBHBIX U MOOUJIBHBIX BeO—
6paysepax. Ou jgocTyneH s udydenus (6aro, oOydJaroIeil JIuTepaTyphbl B
CeTH JIOCTATOYHO) ¥ JIEHCTBUTEIHLHO UCIOJIB3yeTCs B WHAyCcTpun (Ha caiite
IIPE/ICTABJIEHbI JlecaTKU urp). Phaser He TpebyeT MCIIOJIb30BAHUS KAKUX—
JINOO OCOOBIX MHCTPYMEHTOB, JIOCTATOYHO 3arPy3UTh COOTBETCTBYIONTNE OMO-
JIMOTEKU, & He yCTaHABJIUBATH OCOOYIO IJIaT(OPMY, KaK TOro TpedyeT, Ha-

npumep, Unity.



4. Peanunzaiusa

BriOpanHasi KHUra COCTOUT U3 8 TJIaB, KaxK/as U3 KOTOPBIX COJIEPIKHUT
3-5 MpUMEPOB, KOTOPBIE UJIYT IO BO3PACTAIONIEH CJIOKHOCTU ITPOUCXO/ISIIE-
ro: CHadvaJa CO3/IaeTCs IIyCTOe IMOA3EMesbe, 3aTeM J00aBJIsIeTCs MePCOHAXK
IIOJIL30BaTE s U BpParu C PA3HOU CJIOXKHOCTBHIO IMMOBEJEHWSI, HA ITOCJIeIHEM
dTare MOJAKJIIOIAeTCs MPOoIeaypHas TeHepalnus ypoBHeil. B pabore ObLia
cOXpaHeHa OIMMCAaHHAs OPraHU3aIUA.

IIepBas ritaBa mocBsiiieHa ooieit THPOPMAIIUH O TOM, UTO U3 cebst mpeI-
CTaBJISIIOT TOgUe-I0I00HbIE, ToUYeMy Opay3epHble UT'PbI 9TO 3J0POBO U HC-
rosib3oBaHue Phaser aTo ontumasibubiil BeI00p. Bo BTOPOII riiaBe co3maercst
IIEPBBIII 00BEKT, 00ECIIeYNBAETCsS €ro JIBUKEHUE, IMOJIKJII0YaeTC s yITpaBJe-
HIe KJIaBuaTypoii. B TpeTbeil ritaBe et pedb 00 UCIIOJIb30BAHUN TANIOBBIX
KapT, MOCTPOEHUU TIEPBOTO I0JI3EMEJTbs, JIO0ABJICHUN IEPCOHAXKA UTPOKA U
MeHe/JIZKepa XOJI0B.

B obmem ciygae crpykTypa Koaa npu nepexoie Ha OCaml vHe mensieT-
csl, pa3Be 4TO (DYHKIIMU U OCHOBHBIE OObEKTHI 13 Oubsmorek Phaser my»kHO
00bSIBJISITH IIE€PEJ UCIOJIb30BaHNEM, 0003HAYAasI TUIIbI apI'yMEHTOB 1 BO3pa-
IMAEMBIX 3HAYEHUIT B COOTBETCTBUM C mpaBmiamu Js_of ocaml [5].

Hesnaguresnbuble n3MeHEHUs MPETEPIIeIN CJIEIYIONINe JacTH Peasn3a-
1887848

s o6 bekTa cHAYAJIA HY2KHO 00bSIBUTH I10JI€, TOJTBKO IIOTOM OOpAIIATh-

cd K HEMY B JIDYT'OM MeETOJIE.

let helloText =
add##bitmapText 400 300 (Js.string ’’arcade’’)
(Js.string "Hello Phaser’’)

in

helloText##setOrigin 0.5

Torna kak B JavaScript sToro me Tpedyercsi:

helloText = add.bitmapText (400, 300, ’’arcade’’,
>’Hello Phaser’’) .setOrigin(0.5);

Kpowme Toro, Bo Bpems ncniostHenuss Phaser orcoennusieT 1moib30BaTe Ib-



CKM€ METOJIbI OT IT0JIb30BATEILCKIX O0OBEKTOB 1 IIPUCOEIMHSIET UX KO BCTPO-
erHbIM o0bekTaM (Puc. 1). 3-3a 3T0ro mpu BbI30BE METOI0B MOYXKET HEOXK -
JTAHHO M3MEHUTbCd yKazaresb this. [Tosromy npu cozmanuun OCaml obbek-
TOB HEOOXOIMMO IepelaBaTh this siBHO, a MMEHHO TOT OOBEKT, KOTOPBIi

craHeT OyaymuM this.

class type game_object_creator =
object
method tilemap : config map t — map t meth

end
let curr_map : map Js.t ref = ref (Js.Unsafe.js_expr 1)

let dungeon this =
object’js (that)

method initialize () =
console##log
((Js.Unsafe.eval_string {|lobj => Object.keys(obj) |} :
_ — _) this);
console##log ’’this’’;
console##log
((Js.Unsafe.eval_string {|obj => Object.keys(obj) |} :
_ — _) that);
console##log ’’that’’;
let make : game_object_creator t =
(Js.Unsafe.eval_string {|x => x.make [} :
_ — _) this

in

let (map2 : map t) = make##tilemap current_map_config

in curr_map := map2;

end



let caml_scene =
object}js (this)

method create () =

let a = (Dungeon.dungeon this)##initialize () in

end
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¥ Array 145 — dungeon.ml:48
IISySII
"game"
"anims"
"cache"
"plugins"
"registry"
"scale"
"sound"
"textures"
"renderer"
"events"
"cameras"
"make"
"add"
"scene"
"children"
"time"
"data"
"input"
"load"
"tweens"
"lights"
"physics"
"init"
"preload"
"create"

» Array (npoTtoTun)

¥ M1Bytes t45 — dungeon.ml:48
B c: "this"
D1 4
[Jt:9

» MIBytes (npoToTun)

¥ Array t45 — dungeon.ml:49
"sprites"
"initialize"

» Array (npotoTun)

¥ M1Bytes 145 — dungeon.ml:49
c: "that"
[0 1: 4
[0t 9

» MIBytes (npoToTumn)

Puc. 1: /Ins npoBepKu KOPPEKTHOCTH yKa3aTeseil Hy»KHO BbIBECTU B KOH-
COJIb pa3pabOTUYNKA COOTBETCTBYIOIINE UM MeTObI. [lepBhIii, HeOOXOUMBI
HaM, 00J1a/1aeT MHOKECTBOM MeTO/I0B (B TOM uncyie "make”, KOTOPBI mOMOr
OOHAPYKUTH JAHHYIO OIMOKY ), & BTopoii, cosmanubii OCaml, Bcero nBywmsi,
UMEIOIUMHUCSH Y 00bEKTA.
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B derBepToii riiaBe mpejjiaraercs IpoBecTu pedaKTOPHUHI IIOCJIEITHErO
mpuMepa U3 NpeAbLIyINel rJiaBbl, CO31aTh IIEPBOT'O MOHCTPA U OCYIIIECTBUTH

BO3MOKHOCTHb B3aMMHOW aTaKH.

Monster

TurnManager L/ Entity Q{
Character

- entities : Set<entity> - Xx:int
-y:int
- sprite : sprite t

—>! + turn(twist t) : void
—>| + addEntity(entity) : void
+ turnChar(twist t) : void ——

+ make(dungeon, int, int) : void

- cursor : cursor_keys t ref

Dungeon

- sprites (wall : int, floor : int)
- tileSize : int

caml_scene

+ create() + initialize() : dynamicLayer t
+ update() + removeEntity(entity) : unit
- J + moveEntityTo (twist t, entity, int, int) : void l<—

Puc. 2: Hactp UML-nmuarpaMMbl UT'pbl, HE BKJIIOYAIONAS OMOJIMOTEIHBIX
00bEKTOB U (DYHKITHIA.

CuadaJjia ObLT TIpOBeJieH pedaKTOPUHT, YTO BIOCJIEICTBUU YITPOCTUIIO
paboty c cymHocTaMU. V3MeHunscsa crnocod nepeMerenus Urpoka, paHee OH
ObLT I TINTKOM (tile), TO ecTh JBUIKEHME OCYIIECTBIISIIOCH TTPOCTOM 3a-
MeHoit nocsieaueii. Ceifuac e CyIIHOCTb CTAHOBUTCH clpaiiTom (sprite),
TaK KaK MbI XOTUM HCIIOJIb30BaTh Tweens: mpoIecc B aHUMaIlNi, KOTOPBIi
3aKJII0YAETCAd B CO3J/IAHUU IIPOMEYKYTOUYHBIX KaJIpOB Jjisd OoJiee IJIaBHOTO
n3obpaxkenus. bojiee TOro, Tak CyIIHOCTH MOXKET IEPEJIBUTATHCS 0e3 Ipu-
BA3KMN K YeMy-JIM0O0, KaK Obl MOBepX. B cBA3M ¢ 3TUM HYKHO OBLIO JIUIH
100aBUTH HOBOE TIOJIE Sprite 3apaHee omMCcaHHOTO TUTA Sprite t, epeieaTsb
MHUIIAAJIUI3AINI0 UTPOKA IIyTeM JI00aBJIEHUs CIIPpAiTa Ha KapPTy ¢ IMOMOIIHIO
game object creator.

Crnenyet ynenutsb 0osbiiee BHuManue Tweens. Tweens gBJisieTcss BUJIOM
00bEKTOB KJjlacca tweens manager, Jijisd CO3J@HUsI KOTOPOro HeOOXOInMa
koHurypamnus. Oaaum u3 mosei gsisercsa dynkims onComplete, koTo-
PYIO MBI CaMU JOJI?KHBI OMUCATh. 3JI€Ch CJIOKHOCTH 3aKJII0YAETCI B TOM,
gTo Tweens npukperisercs K dungeon ¢ momoribo merona add, mis 3Toro
HEOOXO0/IMMO TIepeJlaBaTh CChIIKY Ha dungeon, KOTOPBIH yKe TOTePsH BCJIE]I-

cTBHe iepexo/a 1o pyukimam turn — turnChar — moveEntityTo, mostomy
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HEOOOXOIMMO "TIPOTAHYTH’ CCBIIKY 1Yepe3 Bce 3t MeTobl (Puc. 2).

class type twist = object end

let caml_scene =

object’js (this)

method update () =
if TurnManager.tm##over () == true then
TurnManager . tm##refresh ();
TurnManager . tm##turn (this :> twist t)

end

let tm =
object)js (this)

method turn : twist Js.t — unit = fun twist —

SS.iter (fun x — if not (x#overChar ())
then x#tturnChar twist) this##.entities;

end

class character =
object (self : ’self)

(Dungeon.dungeon twist)##moveEntityTo
twist self stuff##.newX stuff##.newY;

end

Hajtee, B urpe mosgBJIsI€TCS MEPBLI MOHCTP, KOTOPOT'O TOXKE HYXKHO JI0-
0aBJIATH B CIIMCOK, KOTOPBI, B CBOIO OYEPE/Ib, HYKEH JJId MEHEKEPA XO-

noB. Tak, O6bL710 HEOOXOAUMO T00aBUTH OA30BBIN KJIaCC CYNIHOCTH, KOTOPBIMA
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HUKaK He ObLT omumcaH B JavaScript Bepcum urpbl, KJIacChl UTPOKA W MOH-
crpos craju gouepuumu (Puc. 2). Jljasg Toro, 9To6b MOHCTD MOT IIPECJIEI0-
BATH MIEPCOHAYKA UT'POKA (TIOCTOSTHHO JIBUTATHCS 110 HAIIPABJIEHUIO K KJIETKE,
HA KOTODPOI OH HAXOJUTCsI), UCHOJIB3YeTCs ajaroputM noucka mytu. Coor-
BETCTBYIOIAasd OMOIMOTEKA TTOAK/IIOYAETCH OJHOU CTPOUYKOM B haitae html,
KJIACCHI C TIOJIIMU U METOJAMHU CJIeJlyeT OIMCHhIBATH 3apaHee, TO €CTb TOYHO
TaK ke, Kak u ¢ Phaser.

Cienytorast mpobjeMa 3aKJII09aeTCss B TOM, 9TO JIJisi TOrO, YTOObI JIBU-
raThbCs 110 HAIPABJIEHUIO K UTPOKY, HEOXOAWMO UMETh JIOCTyIl K HeMy. B
JavaScript MoxKHO TIpoCcTO 0OPaTUTHCA K UI'POKY Uepe3 IMOJ3eMEeJIbe, Y HAC
JKe OH HUKaK He 3aKPeIlIeH, TTO9TOMY IPUIILJIOCH OTAE/IBHO BBIIEIUTD IEPCO-
HazKa UTPOKa B IVIO0AJBHYIO ITIePpEMEHHYI0 MOy isd Dungeon, co371aB CChLIKY,
MpoOJIEM C STUM He BO3HUKAET, TaK KaK OH eJWHCTBeHHbIN. OHAKO, ecau
caesiaTh CChbUIKY Ha ob0beKTa Mojyss Player, momydurcsa nukanmdeckas 3a-
BUCHUMOCTD, ITO9TOMY MOAXOAUT TOJabKO Entity, aro, B 11esioM, HU Ha 9TO HE
BJIASIET.

s Toro, 4ToOBI CYIIHOCTH HE MOIJIM HAXOJUTHCA BMECTEe Ha OJIHOMN
KJIeTKe, HanncaHa oyHkmus entityAtTile, koropas nmpuHEMaeT KOOpIuHA-
ThI, W, Tlepedbupasi Bce CYNIHOCTH, NPOBEPsieT, €CTh JIM Ha WHTEPeCyoIei
KJIETKE KakKoi-mbo mepcoHazk, m Bo3parmaeT Jubo false, aubo entity, aro
mepo3MoxkaHO B OCaml. JImg stux meseil moaxoauT MCIOJIb30BAHUE THUIIA
Option, koTopsiit MmoxkeT 6bITh Wi None (undefined), nian Some (r06BIM
CaMOCTOSITETHHO 3aJaHHbIM TUIoM ). B JavaScript npoucxoaut urepariusi 1o
for, 8 OCaml-Bepcuu urpsl Tak cjejiaThb HE TMOJYUUTCs, TAaK KaK U3 CIHUCKA
9JIEMEHT TI0 HOMePYy B34Tb HEBO3MOXKHO, ITO9TOMY OBLIa IMOMBITKA HCIIOJIb-
30BaTh UTEpPATOp € JraroM, OJHAKO He Unit-pyHKIUs, KaKUM SBJISI€TCS
npucBoeHue Jiary Jpyroro 3HadeHus, He MOXKET ObITh B mTeparTope. Tax,
obL1 ipuMenen fold ¢ akkymyssiTopom Tuia entity.

B mociesneM BBITIOJTHEHHOM IIPUMEPE TOCJE TOTO, KaK OYKH 310POBbs
(healthPoints) MoHCTpa cTaau OTpUIaTeIbHBIME, HEODOXOIUMO YIAAIUTH €r0
13 CIIMCKa MeHe/?Kepa XOJ0B U COOTBETCTBYIOIIMI cIpailT ¢ KapThl. /laH-
HOE JIefiCTBUE JIOJI?KHO TIPOU3OUTH IO OKOHYAHUN aHuUMaIiuu. /Ijis 3Toro B

Tweens ecth panee ynomstayToe moJjie onComplete, koTopoe siBjisieTcst pyHK-
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nueit. B npenpraymeM npuMepe, T/e yAAJATh CYIIHOCTHL He TpebOBaJIOChH,
dyukmus onComplete ObLTa ommcaHa Kak METO, IIPU 3TOM BCE HCIIOJIHSI-
Jioch KoppekTHo. OHako, mpu gobaBjaeHnn Tweens ¢ MCIOJTHEHUEM BHEIII-
Hell pyHKImK yaajgenus urpoka n3 onComplete urpa mpekpairiasia padbory.
Bruia momyiena ommbka B onpeaenenunn onComplete kak MeToma, Tak Kak

Ha CaMOM JeJI€ 9Ta beHKH;I/IH ABJIAdeTCA ITOJIEM.
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SaKJII0UeHne

Brura BeiOpana xkunra Roguelike Development with Javascript Asseca
T'apcuy ¥ 9acTUYHO CO3/IaH IPOTOTHI UI'PLI° 110 Heil (epBas 1 BTOpasd, Tpe-
Thsl TJIABBI U3 BOCBMU), & TaKyKe BCE UCIIOJIb30BAHHBbIE HA JIAHHBI MOMEHT

dyuknyu n Tunbl Phaser ObLtn BbIZIeIeHBI B OMOINOTEKY .

*https://github.com/chilison/jsoo_phaser_template.git (/lara moctyma: 29.05.23)
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