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About

Helcome to my homepage, Here you can find

my dewlog,

I think browser engines are too complex,

So, this website i= a POF document.

There iz an RSS feed at . Arss.=ml.


rss.xml

Pro jects

Litmarks

a portaoble Literate-programming tangler

written in Fennel

mill, puy

a Markdown interface to LLMs weitten in
Fythion


litmark/
mill.py/

Oewlog

Z2E26-HE-27 Beactiwve Recursion

Cool thimg about  Reactive  Banaona!
supports  recursion in syntax,
example below, Here we caon make
velozity of a ball be dependent on
position of the ball, [

depends or g depends

, depends on

bBallLinearWelo <-— accumB B % unions
[ stepGravity <%= whenE [(not <=
bEBal1lOnGround]
ebeltaTime
, stepBounce <% whenE bBallOnGround
ebeltaTime
1
bEallPosition <- accumB [(-8,25) %

(s dbt == min (-8,23) , [+ v & dt1]
<$>= bBalllLinearYelo <@> ebeltaTime
let bBallOnGround = (== (- @,25811)

=$> bBallPo=sition

R


https://hackage.haskell.org/package/reactive-banana-1.3.2.0/docs/Reactive-Banana-Combinators.html#g:6

ZEZE-HE-15 Horkaround

#2247 Stroke Scaling i=s Different in pS
HebGL and HebGPU

Thi= bug means thaot the
transformation i= niot applied to
. S0, if you want to apply a
scaling factor to stroke thickness, then
oo nmeed  to explicitly  multiply  the

thicknes=s by the =caole each time ygou call

Imaogime thot ygou waont to apply a =caling
factor to a group of drawing calls, and
thi= group haos some  indirect calls  to

Mow, ygou haove to  start

adding a scaling factor to these calls,

To make things worse, compounds, In
the code =snippet below, the third circle is

six times Larger than the first circle,



https://github.com/processing/p5.js/issues/8847
https://github.com/processing/p5.js/issues/8847

circle { x = @, y=8, = 1A }

scale 2
circle { ®x = @, y=8, r =18 }
scale 3
circle { x =@, y=8, =18 }
L J

If you combine this effect with indirect
calls  to , wou're Looking ot an

increasingly hairy situation,
And, It. Get=s, Horse, 11

The effect of calls  can be
contained by caolling arnd

before and after, S0, you can ewven  hawe
something =such a=s below, Here, the third
circle i= the =same =size as before, and the
fourth circle is the =same size as  the
second circle, Yes, indirect calls  to

would be contained as well,



draw = do
circle { ®x = H, y =8, r =18 }
scale 2

circle { ®x =@, y=8, =18 }

push
scale 2
circle { ®x =@, y=8, =18 }
pPop
circle { = = H, y =8, r =18 }
L J

So, whot if you want to hove a function
thaot represents a figure thaot happens to
have =ome strokes with a particular stroke
thicknes=s? Yoo maoy want to use this
function im a context where gou need to

scale the figure,

It turns out thi= problem is not thaot haoed
to work around with Effectful. Hhen we
encounter 9 . ar s We can
store the current scale inm a Staote effect,
Then, can =simply read from
the =staote, This is how thot code currently

Looks inm my
=)

engine” '



https://hackage-content.haskell.org/package/effectful-core-2.6.1.0/docs/Effectful-State-Static-Local.html

—— Group calls to push and pop for
—— ergonomics
group i State Scaole 17 es

== Eff e=s (1 -= Eff e= (]
group eff = do

Scole ss@is 1] s=') <- get @Scale
put ¥ Scale £ = 1] = | =5

push

eff

pop

put # Scole ==

scale i Staote Scale = es
== Double -* Eff es (]
scale £ = do
Scale (s 1] ss5) <- get BScale
put # Scaole § (s % £1 1] ==
LiftI0 # Foreign.scale f

strokeleight i Stote Scaole 1= es

m
(u )}

== Oouble == Eff es ()
strokeleight v = do
Scale (s 11 21 <— get @Scale
LiftI0 # Foreign.strokelleight £ = % w




2826-86-14 Football Field

Hello, world cup!

(=¥

Figure 1, Football field

2826-86-168 GHC LIASH Example

https:A/tildegit ., orgs/unworriedsafari/ghc—

wasm—hello

i@


https://tildegit.org/unworriedsafari/ghc-wasm-hello
https://tildegit.org/unworriedsafari/ghc-wasm-hello

2B826-HE—18 Reactiwve Bonana Integration

I'm integrating Effectful with Reactiuve
Barara, It doesn't appear to be  super
straightforward with  FAeactive  Banonao's
MomentID monad, The following code works at

lLeast,

WwithEffToIl0 [(ConclUnlift Ephemeral
Unlimited] # “wunInIO ->= do
network <- compile # do
e0raw <— fromAddHandler drowAddHandler
eleltaTime <- mapEwentIO
(Mo == [#le—3) <f>
runInId deltaTime]
e0raw
bGomeState <- accumB gs F pure stepTime
<@= eleltaTime
Join . LiftI0 , runInI0 #
Devtools, sceneMomentI0 d
fireGameState fireSceneSwitch
bGameState

iLil,



Femowed the p-paorameter by using the Reader
effect, Hlso, elimimated the use of Magbe
by putting the IO action itself in the

state,

N
J

evalState (return (1 00 I0 (1)1 % do
[drawAddHandLer, firelrawl =-
LiftI0 newAddHandler

setup # do
h <= windowHeight
W == windowkidth

createlebELCanvas w b
font <- lLoodFont "Astotic/monogram, ttf"
sheet <- LoodImaoge "Astotic/Cot_Grey.prng"

put ¥ firelraw [(font, shest]

draw % get =F= LiftI0




2EZ26-HE-AT Effectful Example

Arocther example of Effectful, distributing

a =ingle state owver multiple JS callbacks.

( B

eyalState (Hothing i Maybe Asset=s] § do
setup p ¥ do

h == windowHeight p

W <— windowlidth p

createlebElCanvas pow h

font  <- lLoadFont
"“stoticAmonogram, tEF" p

sheet <- LoodImage
"“ztoticACot_Grey,png" p

put F Just [(font, sheet]

[drawAddHandLer, firelrawl =-
LiftI0 newAddHandler

draw p F do
assets <- get BiMaybe Asse=t=]
mapf— [(LiftI0 ., firelraw) assets

13



Z2B26-86-81 Effectful

An  example that shows how to use  the
Effectful Library: https: A /github, com
boardiffALambdo-librarysblobs/'mainsapp—
effectful/Main.h=s

2826—-A5-321 Heather System

I've always felt Like the Zelda world is
somehow more alive than the GTA world ewven
though there are a Lot more characters in
the GTH world,

Ferhap=s it's the weather =ystem. In Zelda
the weather itself affect=s Link's health,

It al=so has Lunar cycles.

2826-83-31 RSS

There i=s now an RSS feed at | Arss.=ml!

14


https://haskell-effectful.github.io/
https://github.com/bcardiff/lambda-library/blob/main/app-effectful/Main.hs
https://github.com/bcardiff/lambda-library/blob/main/app-effectful/Main.hs
https://github.com/bcardiff/lambda-library/blob/main/app-effectful/Main.hs
rss.xml



https://bowpixel.itch.io/meow-cat-85-animation
https://bowpixel.itch.io/meow-cat-85-animation
https://datagoblin.itch.io/monogram
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