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The imperative programming language like C
language is Generally used when we develop
the game program. But there is the need of
much effort and time on low-level-details in
order to express the game program that has
complicated and varied motion. I will try to
take measures to use the pure functional
language, Haskell as the method of simplifying
complex game program. The pure functional
programming like Haskell
excellence of technology and it has become
specific in many domains. In this paper I'll
discuss the difference between The two
languages and merits and demerits in the
game development aspect. Also discuss the
possibility of putting Haskell to practical use in
the future.
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typedef struct

{ BOOL #type;
int x,y;

JBLOCK;
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type Block = ([[Booll],Int,Int)
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C : void checkBack(BYTE* source BYTE* dest) {

for(i=0;i<20;i++) {
cnt=cnt-2; cnt2=cnt2-2;
for(j=0;j<12;j++) {
test_true = (test_true&&#(source+cnt));
*(dest+cnt2)=*(source+cnt);

cnt—-;cnt2--;)

Haskell : breaking :: Background -> Background
breaking b =
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(filter filterF [ upperProcess line | line <- init
(init b) ]) ++

(filter filterF [ lowerProcess line | line <- init
(init b)) ++ [last blast b]
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C:
if("blockMove(MAP,DOWN,block)) {
checkBack(SHOWMAP MAP);
blockSelect(block); }
else {
blockToMap{MAP block, SHOWMAP);
drawMap((BYTE+*)SHOWMAP hdc);}

Haskell :
loop (block,groundoverl) = do

(newBlock,nextOk) <- processingBlock...
case nextOk of
False -> gameloop ({checkingBackground..))
True —> return()

loop (newBlock ground, True)
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