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Abstract

There is a gap between convensional Database and the program structures, for example item list structure in a game have to
be a relation table of items and users. It is sometimes called Ipmidance mismatch. We introduce a tree structured Database
Jungle. Jungle keeps old version of the tree structures, which is suitable for multi-threads. We are going to use Jungle DB in
Unity which is a game developing enviroments re witten in C#. To adapt C# programming we implement Jungle in C#. There
are several implementations of C# in OS X. We evaliate C# Jungle in a real game and C# in implementaions.
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public Either<A, B> bind (System.Func<B, Either<A, B>> f) {
if (this.isA ) {
return this;

}

return £ (this.b ());
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Item apple = new Item("Apple");

either = either.bind ((JungleTreeEditor arg) => {
return arg.addNewChildAt (rootPath, 0);
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either = either.bind ((JungleTreeEditor arg) => {
return arg.putAttribute (apple);
b
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~ SaveData.cs ~

Player player = new Player ();

either = either.bind ((JungleTreeEditor arg) => {
return arg.putAttribute ("Player", player);

b

Enemy enemy = new Enemy ();
either = either.bind ((JungleTreeEditor arg) => {
return arg.putAttribute ("Enemy", enemy);

s
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SaveData.cs

Player player = attr.get<Player> ("Player");
Enemy enemy = attr.get ("Enemy") as Enemy;
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BenchMarkmark.cs

for (int i = 0; i < trial; i++) {
Either<Error, JungleTreeEditor> either
= edt.addNewChildAt (path, i);
either = either.bind ((JungleTreeEditor arg) => {
return arg.putAttribute ("name", "Kazuma");
b
}
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