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How to create

a snake game with DMN



let state = { ... };


let gameLoop = () => {

  state = executeDmn(state);

  paint(state);

}


setInterval(gameLoop, 40);



Snake game client

TypeScript

Snake game server

DMN

let state = { ... };


let gameLoop = () => {

  state = executeDmn(state);

  paint(state);

}


setInterval(gameLoop, 40);



Snake game server

DMN

let state = { ... };


let gameLoop = () => {

  state = executeDmn(state);

  paint(state);

}


setInterval(gameLoop, 40);

HTTP requests

Snake game client

TypeScript



Apple

Snake head

Snake body

Coordinates



"state": {


    "snake": {

        "head": {

            "x": 2,

            "y": 4

        },

        "body": [

            {

                "x": 2,

                "y": 4

            },

            {

                "x": 1,

                "y": 4

            }

        ]

    },


    "apple": {

        "x": -1,

        "y": -1

    },


    "gameOver": false,


    "key": "Right",


    "score": 0

}
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let state = { ... };


let gameLoop = () => {

  state = executeDmn(state);

  paint(state);

}


setInterval(gameLoop, 40);



I. The infrastructure side



const grid = 20;

const context = canvas.getContext("2d")!;


function paintSnake(snake: Snake) {

  context.fillStyle = "#2ebd88";


  [snake.head, ...snake.body].forEach((part) => {

    context.fillRect(part.x * grid, part.y * grid, grid, grid);

  });

}

The infrastructure side



function setKey(event: KeyboardEvent) {

  switch (event.key.toLowerCase()) {

    case "arrowup":

    case "w":

      key = "Up";

    case "arrowdown":

    case "s":

      key = "Down";

    case "arrowleft":

    case "a":

      key = "Left";

    case "arrowright":

    case "d":

      key = "Right";

  }

}


window.addEventListener("keydown", (event) => setKey(event), false);

The infrastructure side





"state": {


    "snake": {

        "head": {

            "x": 2,

            "y": 4

        },

        "body": [

            {

                "x": 2,

                "y": 4

            },

            {

                "x": 1,

                "y": 4

            }

        ]

    },


    "apple": {

        "x": -1,

        "y": -1

    },


    "gameOver": false,


    "key": "Right",


    "score": 0

}


function paintSnake(snake: Snake) {

  context.fillStyle = "#2ebd88";


  [snake.head, ...snake.body].forEach((part) => {

    context.fillRect(part.x * grid, part.y * grid, grid, grid);

  });

}


function paintApple(apple: Apple) {

  ...

}


function paintBlackBackground() {

  ...

}


function paintScore() {

  ...

}



II. The snake state









III. The apple state









IV. The score state









V. The game over state
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The player state













GUI challenge



GUI challenge TypeScript



GUI challenge TypeScript Unusual integrations
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GUI challenge TypeScript Unusual integrations

DMN Interesting algorithm



GUI challenge

DMN Interesting algorithm

TypeScript

Ready!

Unusual integrations



DMN contributors guide





https://bit.ly/dmn-cookbook

https://bit.ly/dmn-cookbook


Thank you
Slides: karreiro.com/talks

http://karreiro.com/talks

