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In object-oriented programming, event handling for video game characters are expressed as methods and
method invocation. As a method invocation is asymmetric, it is not easy to write symmetric game events
such as collisions between game characters. Moreover, a reaction of a game character to an event depends
not only on event types, but also on the types and states of game characters. Therefore, it is not easy to keep
the handler’s code simple. To overcome the problem, we proposed an interaction model named “join token”
to describe video game events. In join token model, objects throw tokens into a token pool, and handlers,
which does not belong to a specific object, react to those tokens with pattern matching and guard conditions.
To evaluate the model, we have implemented join token and wrote 3 game programs. As a result, join token
seems like a feasible model to express game event handling and interactions between game characters. In
this presentation, we report our experiences on more complex games than the previous ones. On the game,
characters characters have a lot of game states and takes two or more states at a time. As a result, join
token could express such complex games in a concise manner. Additionally, we have classified our usage of
join handlers in those games and found some systematic pattern among them.
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