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The Effectiveness of Coroutine in Game Programming
SuiNya Cuof! and Susumu KANEMUNET?

This presentation proposes methods for supporting parallel/concurrent processing in game
programming, especially action game programming. Each game object has its own actions
and get influences each other. It is natural to write each objects action concurrently using
threads or coroutines. However, it is difficult to write programs using threads or coroutines,
especially novice programmers. This presentation introduces “Tonyu” the programming lan-
guage, which supports writing programs using coroutines. The experiment shows the user
(mainly novice in programming) could write codes utilizing coroutines in game programming.
Another experiments the possibilities of parallel processing using multi-thread programming.
These features of Tonyu allow users to write parallel/concurrent program easily.
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