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  Angle + if self.MoveLeft then dt elif self.MoveRight then -dt else 0.0<rad> rule MoveLeft(world,self,dt) = false rule MoveRight(world,self,dt) = false rule Sprite.Rotation(world,self,dt) = self.Angle
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	@dais.unive.it type World = { Sprites : SpriteLayer
		Balls	: var<list<Ball>> }
	type Ball = {		
	Position	: Vector2<m>	
	Velocity	: Vector2<m/s>
	Sprite	: DrawableSprite {
	rule Position(world,self,dt) = self.Position + dt * self.Velocity
	rule Sprite.Position(world,self,dt) = self.Position
	type World = {		
	Sprites	: SpriteLayer
	UI	: SpriteLayer
	Asteroids	: var<list<Asteroid>>
	Projectiles	: var<list<Projectile>>
	Cannon let main world = rule Asteroids(world,dt) = : Cannon } repeat { wait 1.0 [a | a <-state.Asteroids && a.Colliders.Length = 0 && a.Position.Y < 100.0<m>] world.Balls.Add … } rule Projectiles(world,dt) =
	Spawning balls [p | p <-state.Projectiles && p.Colliders.Length = 0 && p.Position.Y > 0.0<m>]
		false
	type Cannon = {		
	Sprite	: DrawableSprite
	Angle	: float<rad>
	MoveLeft	: var<bool>	
	MoveRight	: var<bool> }
	rule Angle(world,self,dt) =	
	self.