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(define (render sprites locs)
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(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  ...))
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(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  (draw-sprite (vector-ref sprites i)
(vector-ref locs    i))))
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(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  (draw-sprite (vector-ref sprites i)
(vector-ref locs    i))))
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(: render :
(Vectorof Sprite) (Vectorof Loc) -> Void)

(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  (draw-sprite (vector-ref sprites i)
(vector-ref locs    i))))
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(: render :
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(define (render sprites locs)
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(list   loc1   loc2   loc3))
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(: render :
(Vectorof Sprite) (Vectorof Loc) -> Void)

(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  (draw-sprite (vector-ref sprites i)
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(render (vector racman baddy1 baddy2)
(vector loc1   loc2)) No type errors! ...

��



����������������������������������

(: render :
(Vectorof Sprite) (Vectorof Loc) -> Void)

��



����������������������������������

(: render :
(Vectorof Sprite) (Vectorof Loc) ~> Void)

��



����������������������������������

(: render :
(Vectorof Sprite) (Vectorof Loc)
~> Void)

��



����������������������������������

(: render :
(Vectorof Sprite)
(Vectorof Loc)
~> Void)

��



����������������������������������

(: render :
([v1 : (Vectorof Sprite)]
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(: render :
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[_  : (Refine [v : (Vectorof Loc)]
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~> Void)
(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])
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(vector-length v1)))])

~> Void)
(define (render sprites locs)
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(: render :
([v1 : (Vectorof Sprite)]
[_  : (Refine [v : (Vectorof Loc)]

(= (vector-length v)
(vector-length v1)))])

~> Void)
(define (render sprites locs)
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(unless (= (vector-length A)
(vector-length B))

  (error "invalid lengths"))
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(: render :
([v1 : (Vectorof Sprite)]
[_  : (Refine [v : (Vectorof Loc)]

(= (vector-length v)
(vector-length v1)))])

~> Void)
(define (render sprites locs)
  (for ([i (in-range (vector-length sprites))])

  (draw-sprite (safe-vector-ref sprites i)
(safe-vector-ref locs    i))))
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  (draw-sprite (safe-vector-ref sprites i)
(safe-vector-ref locs    i))))
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(define (render sprites locs)
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  (error 'render "unequal number of items"))
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