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Transformation rules
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Figure : Transformation rule to move the Hero
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Transformation rules
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Transformation rules
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Control program

1| while (isNotFinished){
choice Hero.moveDown;
3 or Hero.moveleft;
or Hero.moveRight;
5 or Hero.moveUp;
or Hero.attackUp;
7 or Hero.attackDown;
or Hero.attackLeft;
9 or Hero.attackRight;
try Hero.takeGoal;
11 try Hero.takeKey;
try Hero.takeWeapon;
13 try Hero.activateTrap;
try Hero.useDoor;
15 try Villain.die;
try Villain.activate;
17 while (isActive){
choice Villain .moveDown;
19 or Villain.moveleft;
or Villain.moveRight;
21 or Villain .moveUp;
or Villain.attackUp;
23 or Villain .attackDown;
or Villain.attackLeft;
25 or Villain.attackRight;
i3




Using Groove for analysing RPGame models

Analysis

FS:100

E:100




Using Groove for analysing RPGame models

Analysis

Hero
damage = 50 ) Tile Tile
health = 100 [<contains
name = "zelda"
updown
Tile
upwn

Tile —contains m



Using Groove for analysing RPGame models

Analysis

.moveL s12
isNotFinished,

S 53
isNotFinished,
s5 ed
L =

ro.moveLef

s1
. s8

vin

FHero.moveup™

Hero.moveUpwn

HHero.moveUpn

.moveL

HHero.moveUp,

=

Hero.moveLeft:

HeHero.moveUp

“\isNotFinished

Hero.moveRight

Hero.moveDown

isNotFinished,

Hero.moveRight

510
6
isNotFinished,

.moveL
NotFinished



Using Groove for analysing RPGame models

Analysis

FS:100

E:100




Using Groove for analysing RPGame models

Analysis

Hero
damage = 50 Tile
health = 100
name = "zelda"
updow w updown
Tile
upwn




Using Groove for analysing RPGame models

Analysis

Hero.moveLef

Hero.mdVveDown

s8
HercimoveRioht isNotFinished,

s5
.moveLs isNotFinished,

Hero.moveUpown

isNotFinished,

Hero.moveUp
Hero.moveDown

Hero.moyeDown
11
9 Hero movekightﬁ
isNotFinished, isNotFinished,
NI ~ s15 Hero.takeGoal>&T)
6

( s13
.moveLs ini




Using Groove for analysing RPGame models

Analysis

FS:100

#

E:100




Using Groove for analysing RPGame models

Analysis

Hero
ncht
damage = 50 ? ¢ —r|ght Tle contains Weapon
health = 100 [¢contains left j? damage =50
name = "zelda"
updow updown
A
(it

/' right ) )
Tile @2 Tile r""t$fcontains
- left



Using Groove for analysing RPGame models

Analysis

isNotFinished:

Hero.moveRigh:

Hero.moveUp

/
fo.moveDown Hero.moveUp
SIL
jeemhedie

14
\isNotfinished)

Hero takeWeapon

Hero.moveDown

isNotFinished
20

isNotFinished) @

s6
isNotFinished)

Hero.moveleft

Hero.moveRight:

Hero.moveUp.

féro.moveDown

Hero.moveUp
36

Hero moveDown
En
ed
=5 .
isNotFinished)

Erp! 24
stiotFinished]




Using Groove for analysing RPGame models

Analysis

Hero
richt/ .
GEIEER = 5 -?(-; reright Tle contains Trap
health = 100 [¢contains left j? damage =50
name = "zelda"
updow updown
A
(it

/' right ) )
Tile @2 Tile r""t$fcontains
- left



Using Groove for analysing RPGame models

Analysis

civ

Hero.moveD,

Hers movellp Hero.moveUp Hero.activateTrap

Hero.moveRight-
’ - NotFinished|
sNotFiish

Hero moveUp Hero.moveDown

Hero moveRigh:

20
Hero.moveLeft ishotFinished, 2]

isNotFinished

S o2 movel.
isNotFinished,
22 ¢
Hero mavelp Her o

‘moveDown

Hero.moveDown

=
(stioimpished)—Hero takeGoat—> @)




Using Groove for analysing RPGame models

Analysis

FS:100

E:100
E <deadsToob E




Using Groove for analysing RPGame models

Analysis

Hero

damage = 50 ) i m m leadsTo m

health = 100
name = "zelda"

up [down contains contains

X leadsTo




Using Groove for analysing RPGame models

Analysis

|
isNotFinished %

isNotFinished
7 isNotFinished
5

Hero.takeGoal

Hero.moveRight:

Hero.moveRight:

Hero.moveLeft-

Hero.m

Hero.moveDown Hero.moveUp
Hero.moveUp ¢
isNotFinished)—Hero.moveRight D 512 Hero.moveLeft

s11
Hero,
Hero.moveLeft- s14

‘ 2
PR
isNotFinished, isNotFinished|S HerOmoveLeft— e hed|—Hero.moveRight




Using Groove for analysing RPGame models

Analysis

FS:100

E:100

FS:100




Using Groove for analysing RPGame models

Analysis

Hero

damage = 50 contains right_ Tle —nght e
health = 100 =
name = "zelda"

updown Updown

Villain

damage = 50
health = 100

down contains

right
Tle Mot T'Ie contalns)-



Using Groove for analysing RPGame models

Analysis

Hero.moveDown Hero.moveRight

Villain activate

isActive

Villain.moveLeft Villain.moveUp Villain.moveLeft  Villain.moveUp

isNotFinished isNotFinished isNotFinished
s13 s14

isNotFinished

Hero.mo\Hero.mo'Hero.moveUp Hero.moHero.moveLeftoVeUP Hero.mHero.moveLeft Hero.moveRight

s19

s16
iy

iy




