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What  i s  an  Adventu re?

● Computer-based
● Interactive
● Text-based (mostly)
● Story-telling
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Why adventu res?

● It's a fun way to learn a new language:
– Data structures
– Text processing
– Flow control
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Example

>inventory
You are carrying:

    a chocolate biscuit
    an electric torch (providing light and closed)
    a crumpled piece of paper

>read paper

    Things to do:

    1. Find map
    2. Phone airport to check parking
    3. Health forms...

>enter trapdoor
Yes, probably just as well to give up looking... Oh well.

    *** You have missed the point entirely ***
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Per l6  now

● Pugs
● v6-alpha
● mini-perl6
● kinda-perl6
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v6-a lpha

#!/usr/bin/perl

use v6­alpha;

● 1. Install
●

●

● 2. Use

# cpan v6­alpha

perl 6
on

perl 5



Adventures in Perl6 - Oslo.pm

 

The  ma in  loop

● In Perl5...
●

●

●

●

● But... there's no more diamond operator 
in Perl6!!! :-(

while (1) {
    my $input = <>;
}
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The  f i sh  opera to r

=<>
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The  new ma in  l oop

while (1) {
    my $input = =<>;
}
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Pars ing  commands

● In Perl 5...
●

●

●

●

●

● In Perl6 we have grammars!!! :-)

# clean up articles, prepositions, etc.
$input =~ s/\b(a|an|the|in|on|at)\b/ /g;
$input =~ s/\s+/ /;

# extract verb and object from input
my ( $verb, $object ) = split( $input );
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The  Grammar

grammar Adventure {
  token command  {
        | <verb> <ws> <article> <ws> <object>
        | <verb> <ws> <object>
        | <verb>
  }

  token verb    { look|take|drop|use }
  token object  { sign|coin }
  token article { a|an|the|at|in|on|to }
}



Adventures in Perl6 - Oslo.pm

 

I t ' s  easy  to  ex tend  a  
g rammar!

grammar Adventure {
  token command  {
        | <verb> <ws> <article> <ws> <object>
        | <verb> <ws> <object>
        | <verb>
        | <direction>
  }

  token verb      { look|take|drop|use }
  token object    { table|book|diamond|knife }
  token article   { a|an|the|at|in|on|to }
  token direction { north|south|east|west }
}
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Us ing  the  g rammar

my $command = Adventure.command( $input );

if ( $command{'verb'} ) {

    # do something with $command{'object'};

}
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Popu la t ing  our  adventu re

● Places
● Objects
● Challenges
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The  Map

dungeonchamber

cell
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The  map

my %map = (
    chamber => {
        east => 'dungeon',
    },
    dungeon => {
        west => 'chamber',
        south => 'cell',
    },
    cell => {
        north => 'dungeon',
    },
);
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The  ob jec ts

dungeon
chamber

[sign]

cell
[coin]
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The  ob jec ts

my %object = (
    sign => {
        place => "chamber",
        description => "Sign says: bring 
                        treasures here, 
                        then say SCORE",
    },
    coin => {
        place => "cell",
    },
);
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The  p layer

my %player = (
    place => "chamber",
    score => 0,
);
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Act ion :  wa lk_ to  <d i rec t ion>

sub walk_to( $direction ) {
    my $new_place =
        %map{ %player{'place'} }{$direction};

    if $new_place { # can go there
        say "You entered the $new_place";
        %player{'place'} = $new_place;
    } else {
        say "You can't go $direction";
    }
}
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Act ion :  take  <ob jec t>

sub take( $object ) {
  if is_here( $object ) {
    say "You took the $object";
    %object{$object}{'place'} = 'player';
  } else {
    say "I don't see that here";
  }
}
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Act ion :  d rop  <ob jec t>

sub drop( $object ) {
  if i_have( $object ) {
    say "You dropped the $object";
    %object{$object}{'place'} =
        %player{'place'};
  } else {
    say "You don't have that";
  }
}
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See  i t  i n  ac t i on
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Cha l lenges

dungeon
[door]

chamber
[sign]

cell
[coin]

crypt
[key]



Adventures in Perl6 - Oslo.pm

 

Act ion :  open(  $ob jec t  )

sub open( $object ) {
  if is_here( $object ) {
    if i_have('key') {
      say "You opened the door!";
      %object{'door'}{'description'}    = 'The door is open';
      %map{ %player{'place'} }{'south'} = 'cell';
    } else {
      say "The door is locked";
    }
  } else {
    say "I don't see a $object";
  }
}
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See  i t  i n  ac t i on
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More  cha l lenges

dungeon
[door]

chamber
[sign]

cell
[coin]

crypt
[key, vampire]

throne room
[cross]
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See  i t  i n  ac t i on
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Quest ions?

Nelson Ferraz < nferraz@gmail.com >
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