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3D) FEE IR E BN R . SR, 3 GE Lua 095G
EWRERE . PORBEEEOWRRE. OILESTRESERFR, mAREN
ATHAE—MAR LT HESE ] Lua U8, SR RATEEAT LABHTAR R SR OERA L, HAE
P BT ABBREM — R AL KR Tk,

AT HERFARE, fERITY 2004 4 3 E G5 KR 5 28 05 AU AE 1 i
%, RAIDEALIA Lua 57 & HFE R AR R A BT A1 FIBR TR, /5 E Rk
FTATA C ++ FAARLHE I BUEMERITF 2T AL — 7 R & i 5e i
IR R RA MRS, SRR AN,

1.4 FENGS

W IF BT S AMEFR =, AM—BH TREWED LFETE. L BFT
RALAERES, ILRMATLRETMPERZCHE, WHFNERE, FETERETR
KBTS, X -URAREEERRREMSANR.

TELURRTA R, RITHEZES MR m H A Lua, 2D BTEGHHE.
RE, BIEFE-TRENHER, —BEFATFHIZTHE IR, TRTXE, R
MRAT VRSB F R, NGHFRET, O SEZH TR HENHRMBETF
PR Bt e e A Rl o
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NP T—

WA A

ull

EMES
| B-E4- -8 P
W Lua # 4

BATEITLEREERE, MERREENSERTHRACHEMARE, BRI
FHACALLT, EREEZREMMBESETIE. KBSH EER Word XF 4B
W E B FRN T AR B AR N H I IUERIE S . B TEMRIEAR C ++ Xt
WRBERBRES AN T GE¥ RSP R0 RERE) . R RN MAE
W, FETREERNEHBRFRFLEGORBRER S _HZA.

2.1 HARESET

WABEFTUAES ST ENERE T, SEREEE SN eEGS T
£, BEX—-FAEENHESLMCLBEBO TR, LR RMAES B8Rt e s
BEREEREHES.

— BB G T MS-DOS BT RIS + . bae S0HF, SRR R R 03
I, ERE-RAEFHRTH DOS frd. HIBTEAHME DOS S RE, Eddt—
B RAS—FOEE (BFTERHTE).

copy Q:\whitehouseruniworkingiwir.exe
copy @:\whitehouseruniworking\wird.exs
ren *.txt *.lus

copy *.lua g:\luabank\whitehousarun

HRALES A TRR - SRENRE, NRERHSIN CMC++ A TR
WE (W LISP) . WASESEREA —ERAA, B —MAERETEY (KEF, &
%#E), RMBRAAKIETNIEE, MTERFRATRNOAESETHEMRE, XH#f



[ EYES

—EERB AT L AR RO T RS i ARAE T, WARETERRILG
TR E I R 14 th

AR RER AN RBERNRT (FEWMSGHTE, TEEEAMNALE). L a
o, B RRERANABHEFR AR TN, TR

EHMFFE (FRREMRITR) S, SaERNREEMREESTRIERF RS
P ST, (EREFRLRS, EETHEEN BT ERNR
&,

2.2 Lua &t

Lua A{CHMMAT TR, ER—MEBEHT (glue language) . —RMHERT
AFEHRTEELNES, MERGRFIILERSFEARESFRANEE &
i, XHMIEAEY R TERNEREZE, mANIURRTFRITES. BFRTLHE
FHICFR BRI ZE I 2R T 2 T AR B E BIEER 0 A 4. A BAR BT I (A Lua e
BE C+ MSRREAREA IR, W GUL, AL, BUE%,

Lua A G B—FRRAGRAMREES, EMLLNAERFRERCRNLEHE, X
A AT RE AR S , REASIEAR (RERRALRE), L
B SR ThiE . (ERINERAT S-S HAREML4 “RA", XRRasiEEan
T (B, WRTLUERMTTHIT L AN ERESTER, ERTHIESHE,
MT W EREE, STt RRALRELMN.) I HbRBESSRmE—
PRRIMTH 4 “hello world” , Lua RiAAY A LS MAVEHHEA 2.1,

£EMRR2.1 FLlua{EL “hello world” RF

--Lua's “hello world"
myString = “hello world"
print(myString)

Lua FHEREAERANRRREESOFE, IC++ . Lua BIEEFRFFLHRE
EIRER L E RSN, BRTFEETUERAEFRBLROEL THEE B
FERE. EERARRE SRR MEA, MERER M ERER. ElFR
Fra i, Lua EWEBIT R E WE— R M BT (ERIE LS.



L EX. X3 7

IR Lua BIEBAEIHEEE, Lua B —NATLUMERTERIRIFTH “HETIE", £X
SR -FREIEE, JF B ERE TR E T LU AR SR SR 6 APL (R AIARERED) .,
s, Lua FERMEEL RS C+ BBOREITTIRENT R (X TRMERIZAREN "8
/7 i), MBEFAEET (NC++) AAMAR, Lua 4] UBSIER e 9 H i
RIRE . XFEY R Lua 755 B 1E AW LA R,

fER TS GRS (EETEOPMAT), Lua IRERAR, HEAHEKETR,
(RIT2AEE FROFEV P AN G5 BOET ) lua AT RMEHGET PARE
e, EREMAERDE, ULAT 2 LuaGlue o B0 0T LURIR R 8 5 {7,
TEF P B X LuaGlue sRMEERE |, B0 0l LASE— BB R, B2 — M mae
HE.

2.21 luapihse

Loa ZEWHFETR “AR" p98E, 1993 5Fdi B FH Pontifical Catholic University 7F
K, HEHFES T RA AN EESEARERS (Teogal) AFB ( Robeno lerusalimschy |
Waldemar Celes ] Luiz Henrique de Figueiredo) %, 37164 03 R1T. Lua JF &/
I EERRITE—FhrT, RO LSRG CEs R T ENERIES . EllEES
i, Lua 2B, REHABERESZ—, BHLESGRBENIFRTEMN&ETR. Lua
HEE/VT 120KB ( Python B985 K 2 860KB, Perl AR A2y 1. IMB) , “&5i% fd sl 3|
PRI B G BHAER AT, Lua 3 H Python iR AT MR TT R A FETE R,
FERMEBWRBETUETENABRET CREEM AN F &8 (hup, /7
shootout. alioth. debian. org’) »

HHYVEEHEALL (Tecgral) BT 1987 4F, B FIFAMAS A THA MBS
BWEHENEERAS RE, BT Lua, Tecgraf NHFEFFAET IUP (—F0FF 5 FI M F
FE5) ., CanvasDraw (BFSMETRERE) . TWF (—FFHT Web mAEE X MRX) MK
fh—SE 5, e ol LAY M E R S E 245 8 .

2.2.2 Luaf#in
Lun AR F T, WA TR ARG LSM. XFFEEMTOESFLAT

fj[a] www. opensource, org,



ONTHECD

& ERE 3

MFHERFEEL AR, BB TFAEERNEFERBL. &%, FF-TW
H., Ws ISR S8 50 7T, hEEEREENRS TRE -5 FELAE, ©
I, FRRAHEA T R E A e B EBATRS 8.

FrREAEE AR S ARAR, FUETNAMRBERARE bug, L FEALEER,
HiE A, Bob, AR, FFUERA B ok,

Lua M40 T 406, B/, SBME (M0 HEELEy), M. W, Lua
MR EZANEHEAHENTETROSRAM, HE-HAEXREEEHAR. MEMT
A AARRE, #it lua BEME P RIME, MARE APLES], B EMNE-HE
B,

Lua EEALARERETH P TR ZEETHL T Al @A, FAFEERGENTE S
VRl IR EEE L Lua 260 8., BEARTLLE www. lua org/license, html,

SESEY Lua 5.0 $3EUINF (CD-ROM shin 24 T %8340 »

Lua 5.0 License
Copyright ©2003-2004 Tecgraf, PUC-Rio.

Permission is hereby granted, free of charge, to any person obtaining a copy of this
saftware and associated documentation files (the “Software”), to deal in the Sofi-
ware without restriction, including without limitation the rights to use, copy, mod-
ify, merge, publish, distribute, sublicense, and/or sell copies of the Software, and to
permit persons to whom the Software is furnished to do so, subject to the fellowing

conditions:

The abave copyright notice and this permission notice shall be included in all copies
or substantial portions of the Seftwere.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY
KIND, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE
WARRANTIES OF MERCHANTABILITY, FITNESS FUR A PARTICULAR
PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM,
DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF
CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN
CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER
DEALINGS IN THE SOFTWARE.

2.3 EBEMNE

WARES R AR R -HEAN TR, BN T iR 7 B e S P At



L 9

BUTHMAS. BEFSWAEST, W Python, Ruby fl Lua, W LUREQTHAILREE
HHER AW RENIE. BULILE, MAEECE “E BT IR R LR MR, fE
H—AAIATH PRI, T LAAT O R T IT R/ A AR L R W AR T H AR
# [ PR EALEE R ML (Tecgral) B AIF R M Lua, dTEMNIT, BHEUE
5 CM C++ RAFRUFRTEE, MUVIEMESWRT AN TR, Lua RBMNFIEEHEA
REFMEA R, #N AR TP, ILERA T EE Bl RAHRITFEE
SR AR i



ikl
Wi X & ik iy Lua 38 &

FEEES
| BESt-Eah 39
B ERFE T H Lua

Bl AN SE R R W A AR E RS, i E N AR, 5
—HENTBEREIT R BEAAE T, MAGE AT H P ARAES, TRHERET
BN FESF ZIEMRA60RR S, & IR F MR # S sk,

3.1 BHZEESHIEN

BAGEF T LLERARERF SRR T, LA EERra (WAESE—#
i FHo S ARORTF R ORI SLEFIPRRERBENIFE, X FEitm
e M S e PR A

HAET AR R —EMERRENBAETEOR, BERESERIT RN
FERRAEM TR, BEESRETESHIAREES G HERT BRI, LW Lua, 77
LA A LB R AR ARS8 R EA M. (Lua RETHRREROMEERS
Z—, B SHERR A T W EE AT DR R0, C BEETLURIA A C MR A,
FFEBEAE] Lua o, iEBOAERFE B T AR AT ST BE

XA A — 0T RTE MR F PR 3D SR ERRKESH CH
FF&, 1B Lua LA C ++ QIR - MREERNLEI R, HARERERR PR
B, #85 Lua FAT LT A 3D AEENEE B . Lua 3L EEE o] TR0 Feiz FRRE K
B, MARERERERARGEH aNERMIt 2. ETEHAFSE (ZRMAHEHK
#13.1), AddEnvironmentObject( ) J&—~ LuaGlue pR¥——E o] LA LFEWEA C ++ kit
il Lua fEEEFEHUKEN 3D EHUTIAE. XFENH C++BFRRE, LEEHEEMRS



Ak A A Lua i F 1]

AR F RSB,
RBARI. 1 A Lua PSR R 30 B

--Lua script to add room, table, and human models

--to a 30 runtime environment

envmID = AddEnvironmentObject|‘casine_02.mlg*,0,0,0,0,0,0)

tablelD = AddEnvironmentObjec:(*poker_table_normal_02_Scard.mlg",-

2,0,1.5,0,0,0)

if bodylID1 -= nil or headID1 -= nil then
PositionChildEntity(tablelD, bodyID1, “anchor_0°)

end

-~ This sets the color of the Ambient light im the scens

AddLight (LIGHT_AMBIENT, 30, 30, 30)

-- This Adds a directional light source to the scene

AddLight (LIGHT_DIRECTIONAL, 1.0, -1.0, 1.0, 255, 255, 255)

-+ set initial camera look at

StartCamera(0,0,.558, 0,3,-5, 0.03,1.5,3,20,.5,2,0.001)

3.2 BITEDAY Lua

JERA A 5 AR A BT E b Al AR T BA R R R, I H ] LURF Y BRI R
WIREMMES . Lua ¥R RGPS ERG P HRABR LA,

FEWER T ZHBA S, WTEEE FE R AMER Loa MM NN T BERARE
Lua SO FHERTF RIS, @, BB ERT L& La (. PREHTTRMEE
BAHEEERE, ERLImLESERE mEEEETRE, RRATheLRKER
Lua, BATHMFEAR . #1030 HR b ERERAEEZ2MTHE.,

Lua BIERBAM TR, LRI AT & THE:

W HEURGH R

W E S TPRRTNE B R MR

W EERST MR E

B QIR MAET TR & AW R A RS

W HEHRWATHERE

W QUENERER, TR ASREE R

3.2.1 FRE
VAR E R RF RIS TR E MRS . SRR EE— MR RIS, B



12 £id

HERFAAMIEN LT L TR HHENEES, MUTERSWLE, SrEEhz
7, SN, LR R,

Lua ATLAER MR E GG RO AT CH—#TRENR. TEAMS
A B IR . FUAYPREE AT R - A LA R I AR R, A ER
FHITA{LRE S PR e AR R R PR AL, A NTE TERFRMBE, fiH
BT RABWE A QIEERE, FEEED R TR A R F 2R T
3. 208 T A Lua @IEICK GUI A 179 .

RANR.2 A Lua i@k GUI HH

--Text object exampls

CreateItem(200, "TextField")

SetItemPosition{200, 300, 20, 200, 28)
SetFont({200, "Arial®, 18)

ItemCommand (200, "SetColor®, 255,285,255, 255)
ItemCommand (200, "SetString®, "I am a text object”)

3.2.2 HEMNEIE

E R R TR IR E — AR Rk, AR R LT ekttt R o BT A0
SMSBOEE, MR FERA . KBEROTHRRETS. N TREEEDRRER,
FFEEHE RIS T RS TRRRMAMGGEEE, A5 0T T ARG
AR R — A SRS R AR b, I A8 NN (NPC siE e
R M AMER L EBEWIEATFR) SURNmERE (AHERAEHBRFENRRE
ELDN

Lua ATLIGECMFREREE M 8, L Lua SOEFED A 68/ R 1L P 68 A W 69 350
o ET ORI R RS, AR AAEN LE UTE Lua th, RISTLURES
M. FEAR G ORI R, BT AN AR S W AT LA A . S g
BRI, MARERFANDE. BHA Lua i me B s Rk 5,
B R AR . WRTERRTR, GEFFEFR, 8 Lua BBHH B Lua 06,
REEEITHEA,

Lua 2R B 37800 o] LA HE VA Rl SMARRCREFE (O BB F . {HATLAA C ++ FF A ) S48 B ]
., BRIGEFIA LuaGlue ER¥UE SR MBI H 8.

FEARAEHE 3.3 o, FRATIAT LA B0 (A Lua 75 1 3016 ELHERAF I xR B0HE . 7EiX



_HRAFKAR G = 5

AEFE, WA LuaClue S8, F1 i BT TR EEESH T ABER, B
BIMEHTTSRES 1,
KERRI. 3 ©F Lua RFFREBGEBGREHR ((Frontrunner}) MR

-- Auto-generated LUA campaign data file
-- File created on: 07/28/04 12:02:08
AddCampaign( newID)
SetCash{ newID, 38000000)
AddPerson( newID, CANDIDATE, "John Kerry®, 70, 85, 100, SELF)
AddPerson( newlD, RUNNING_MATE, "John Edwards®, 65, 80, 100,
RUNNING_MATE}
SetCampaignData( newID, *Portrait®, "ui_kerry.bmp®)
SetCampaignData( newID, *RurningMatePortrait®, 'ui_edwards.bmp®}
SetCampaignData( newID, °Name®, "Democratic Party®)
SetPersonLocation( newlD, CANDIDATE, 22)
SetPersonLocation( newID, RUNNING_WATE, 34)
SetPersonHomeState( newID, CANDIDATE, 22)
SetParsonHomeState( newID, FUNNING_MATE, 34)
SetPersonFatigueValue( newID, CANDIDATE, 1)
SetCampaignColer( newliD, 0, 200, 0, 255)
SetCampaignData( newID, °GolorName®, “blue”)
SetCampaignThinkTime{ newID, 2)

paignD newID, 'LastAction®, "Rest’)
SetCampaignData( newID, "UniOrp®, "37)
SetUniversalOrgLevel({ newID, 3)

B30 W (Frontrunner) RMYMEET, Lua B e LE 2R



4 Fid

3.2.3 H#4LE

EH, BRPOEAFLEEOLEBLHBHEDY, BARKRAWRAE, B4
B BB PABL T EAE, REEATTLIRAAY, WAAETT <W>8, dmil
R, MU RN R B TR A

PR ARE, MTFHET Windows FFE (F{42 Windows CUI #FERHERE) HA
PREGEA LA AR EAR, £ C++ ROTFRE G RET, 5/ Lua FEREUCMALE L
T, HATRERRAETIE . MR Lua BECRR P8 AZ I QUELH T 09 2 SR .
—AMRREITR, FKHREEGARER Lua FF0E2 L0 RHE, FAeEEEANE
k. XMEEH—ERFFEAZP—H RO AT D S H
ID, ZRAFHEI. 4.

RENRI. 4 HEEBREHNOHT

SetEventHandler(“MainMenuEvent®)
function MainMenuEvent(id, eventCode)

if eventCode -- GUI_EVENT_BUTTON_UP then
if ID == OK_BUTTON then
AddTextToConsole(*0K button pressed”)
PlaySound ( "button_click.wav®)
end
end
end

3.2.4 REMENHERRE

FENERRFORFRENEF R T E P RAARENEHRZ —. BhERANEY
HREFTHRE, BT E R R BRI M . SUR0E FG B AR RN A 2 i A B AT
AR, SR — Bl R TR LR E R R, I, iR,
FERESSFRETEIEEMIRRERREW R ENERIL bug RECIEE.

MR Loa SR77F A BOBLL-BEXRECE, B8 -2 8007 LA Lua /0 fRA7H R0 Y AOBERE
REH R, 1€ Lua P, WP BESCPFR A 8L A AT AT B9 Lua AERDEYSCA M, BFFREE
Furh ey LAl RO R B AT RE AR S (RATRME D), SEEM A B A
A7 Lua A FERT . FIA Lua SR A/ B B8, WE — 1 REORRIFHEEBER 2 AT
PATH Lua WA REHEN TR, X TREMAKR SRR RGERITWEF SRS, BiF



ek kR Lua FF 15

HERME SR R A R S HEEOX T R (AR ER G EREN) . ETFREEE
WrE, 20T LA P B A 4 R e S AR B I

3.2.5 AIEHE

ATHAE (A fEWSHFERTIER CH—RETERAN ., AHREENTE, &
REMIRIN—RE, WRETF & F A A A A AL AR S AT BRI, TR
IR QM XFEN . BN, TAEF—AEFEHRIF “ER" PRI FRIL T
AR E SO RER) OGRS, XR PR RIT R m M, Aat, JUPEF
AMFEEMERE, B ATBHL, AITAYMRUBME TR,

WA AL HERB, Lua R—FERBBM TR, AFSATHRENF, DBEEF
H#, RIFEHREETREIN. BRI (TR a2 B A Y e F 47
E-TARERERAR T, TRNFGEREUE R Rk IRBERTRAEN
B, (B FRBIFEET LEM LuaClue B¥CPLIERRHASH, HERSERTK
BN PAF—F Lua EH.) B THFERABRBMEFEERAGBIHE, —BH
AETENSBES S, ANZELE OB ENREOBEsI SR, —BER,
“HEBFHMRE" BREARABEHE, DM AE SN RRENRERELERR
. A RABEES NS BOATE A WSS Lo 09%F 50 Lua MRS RRITH
TGS R AR, FRERIEMEUEET AR ERIERF L., MEAA Lua
FRELR Al, HERTORETRN (CHBE), ik Lus BT LI #3 1H R8I,
A Lua 40 B8RS FERE TR A G HITEERE TR IF £ PR, FFRHRGR
RiF) AL B,

AL 3.5 &, AP LERER Lua JCEA Al R AT 1EIRTT H AOML, WEAEROHE
T R A SRR AT S R

REWES S AR HR R E B GERE SRR M Lua A TWIEEN

--Al candidate travel

StateTravTable = {}

stateCount = 1

--build a set of potential "travel to" states

while stateCount < 8 do
pickState = math.random(1,51)
--make sure there are enpugh electoral votes To make 1T worthwhile
if GetStateData(pickStats,*ElectoralVotes®) > 12 then



StateTravTable[stateCount] = pickState
stateCount = stateCount + 1
end
end
--pick the state out of the list with the lowest support

lowSupport = 100
targetState = 1
for indx = 1,5 do
if TalleySupport(StateTravTable|indx], Campaign) < lowSupport then
lowSupport = TalleySupport(StateTravTable|indx], Gampaign)
targetState = StateTravTable[indx)
end
and
--issue the travel order
Travel(Campaign, Person, targetState)
SetCampaignData({Campaign, ‘LastAction®, *Travel®)

3.2.6 REMBRFER

P b AL RO WG A B R T PR A (KB, $nTa b LA SR ) B A 1 4 9 S T
WS P RER IR, BFHET (Profiling) AT 24 B 52 BN ik,
RLAITE BT ShRERRFF S SE BOF R W T AR I BI4E T A ety . FAT R AMERescE— R
AR #ATH .

Lua BAHERATEH BB OB D AR R B A4S TR, B Lus ATLIRATRAEBEF L
HHEARF, Fril B AEAMAT Lua BB C++, T HM Lus BECERERARTELEMN. B
LRSI A IR RN, 0 SR 4 RE T R ) R B T LU LR B R R R IR S e
. FARIFORESHESE 7, BrLl C REH LuaGlue ] AT IR HERE . T
AT A,

3.3 EB/MG

R EWM, LuafC++ B—IIREHRKME S, M T CGULRE, FE
B, MBI, PR ERTMEAUE A TR X MR TE, ekt
FHMBEE ., WM, MXRER L Al ZEOEBETHFENTA
B, BEMEESSBAKMARE, HiLHFESAETETUEENTRES. #H
Lua FRSE MU TR, ATRAFSE IRRR P B PR 1 %2 & o 0 PR B S i3, Wit
B ARG



FA4E
Lua A\ T]

FEER

W Lua 6 &
M Lua g

| K&

W EHA

W EH

AEH b PR Loa BRI, RAYNEFATRALLAL P 385217 Lua B9 (4R
BT K— gl ) . AT E, RArRiFsE T L BAT TR OHE (R
FIHRHEBEFTIML , T RB TR R LA AR TR,

4.1 {$A Lua 855

BB AT AT Lua 80 G, AP LUHERA Lia 4B 84 BE R, B,
ERMERAFNAT Lua WA S0, T —Fch, FP A LIS i @l Eml &, Hix—&
, BREOJAAEHERES Lua iFEHTHE,

Lua $57 i 5 B2 PR 36 H 8 Microsoft Windows HRY) MS-DOS #4478 . 54 FXLt
B DOS % (SiHEfTHACIE S, DOS MR Sf:), MW & A% Lus
i,

Lua fir 4R —Se (8 SARY IR 4], fESRHEEAP O] RISr 2| BAb TR, AT R0 S IR T T R 4L AY Lua
fir g

nyValue = 7

print(*hello®)
nyTable = {1,2,3,4}

Lua FREERT LIS 2IAE B ey & 4T Lua HH G WMAR LGS, #EBIRSFET
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18 FXE

Buter >, FLAE S| print fr 474, AN SURBLET,
eEdE&h, BPTUERGREG T pdfk P A, T <Ener > BESHAE
BN E, SRS BTG EER CRRT G St TR,

Lua BAREE — R7 Lua S OMRA (P RE N . lua BXEM) . Lua FXE
., WEF, ROTFEEEMIEECFEATRENHRRTES (A lua ERFEEA
Sz AMAZERAS, RXENERMREOHA) .

TR0 Lua B2 .

for indx = 1,4 do

Print{"line: *, indx)
end

A LA AL :

for indx=1,4 do print(“line: *, indx) end

BALEHMEERSFE, HIFRSERLETER.

BAMmSRE-RAGSHRMM I, 7 e PRIZERE “RGHR"
(Chunk) , fREBSRFTLARAS (A print f74), WAKBULKF WA (WREORFH
EIhaeEiE Wi E WA

RERLATE Lua #2566 AR S MFLITHA, R RIT—MERIT Lua &,
ZEH AR EF VTN Lua 38 6 P itTHIA, SEEHHFT Lua SEAT R
wé.

FECD-ROM /2, EFALURINHEE R4 AW, ERFEEFENE T
#h.

REme41 ch_1. lua

-- Game Development with Lua

-- by Paul Schuytema and Mark Manyen
-- Published by Charles River Media
== Lua script example

== Listing 4.1

-- Hello World

myString = "Hello World®"
print(myString)

ATEITENA, RERTEGBIARMRIFE (BRSO R Y



Lug AT 9

B EABRMA, W c. lua_scripts)
EHHE 4. 1 EFEH & it FIlaeS.

4.1 FEISE S PiiTIIA

dofile frd RIEZIWATIA, BRRTFHE, HEXFNEFNER. RNEA
W R, BYRAGRARST L BETRREENESRSS (WG 5,
BATRE) o

A dofile A3 ST LATEr 41T B ATEMA (HEARBEQE THCH+EN
LuaGlue BEAETTEL) o WRBIAH f 2HIRNTE, BAFHITRHHBRELUE
i

MAR-HET 8, BERFUR—LMAREIETRGHT, A dofile 6
FHRMUITEN (X THRESSTHIFIHATERET ).

4.2 Lua Eif

Lua R—TRREHRBIRT, EHESHETITLURE C++ HBHEY B8 SH09206,
AUER AT, BAMUAER T PG AE S 09— AR AR,

WEEX
f£ Lua 55, FIRFARKNAEE (ERAMEHE), RIHAFRUETEE

HEEY, CERBETEHE( )BEAETH, EAHAMHBIEN Lua A SH B,
fm_Star,,



Lua BREXEF
Lua ff —S R GEMOMR TR LT, WRk4 1.
4.1 luaBEEBF

and focal
break nil

do not
slse ar
slsaif rapaat
end retum
false then
for frue
function until

it while

RO B Lua BRI o, BV M Lua $Ea0 IR R A LE D P Y B4
TN B R BRI RS — Bt i H A, EOUH P T T O R S 42 80 sk 2 S
&, WEMERE.

B FEASAEM FEL, Fim: MY_CONSTANT

W RS, Fil: myVarable

W SRERS—FRANE g #, Blm: gMyClohal

W ERAB 4 F K, M. function MyFunction( )

€ Lua o, FAATRE B FRMENES (- ) RipdBirhiis, S
FsER, SR AR

-~ this is a comment in Lua that is on its own line
myValue = 7 --you can also add a comment to a line of script
-l

function Counting()
for indx = 1,50000 do
print(indx, "+*, indc + 1, "=*, indx + (indx + 1))
end
and
==1l
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4.3 TR

€ Lua | TEAFEAGHAAY, XA ESU, NARTEMNY, B
DA BIATRE M 2, B U H SR R RUmR MR FAN, HARE
BT, LGRS B R, S RAES — 1 EECP R T A 4 A B R R
REL. i, RERRINGHTH/DCHERAER, ZEIEERETAER, HEBEFSH
o A2WEA FEATREEERMAR (string, number F), HATRMARRHR
THASERNI. ERHTANEARARAMREE, HMRACERERRESE
R e 3R R A

Bl ST RRET LS5 T L.

myvalue = 7

HEATQERT — 40 nyValue B7FR, HATRERKT 7. TLIEA type HE
AHWERGER, EREWERK TS

Ready> myValue = 7

Ready> print(type(myValue))
nusber

Ready> myValue = 'hello”
Ready> print(type(myValue))
string

LR, E R A R S LI R KA. Lua AT 5 RRAER AR, nil,
Boolean , string, Number ] table,,

4.3.1 nil

nil B HEER, HRRARXMERERAEWHIRME (S5 TFH). WRE—TER
WRAES nil, AEASHR b Fm MR E R SR,

myvalue = nil --this deletes the variable

local myValue --this creates a local variable with an initial nil
value

4, 3.2 Boolean
Boolean 2B AF it L FIH{E: true 1l false. Boolean FRAEHMFREL P H A,
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S5 FHEHIF:

myValue = true --creates a boolean variable with a value of true

4.3.3 string

THYER (string) TE Lua PHHATHEISL, f£F SN Ma —Ldkw L Am Fa 84t
FRERY (SRR bR TR AR R Lua HHAMFEEZ —) o Lo FH R AN —4F
T, MR EETEFUL,

myValue = “hello world® --a string variable
BHREHE
Lua $2{ET - HeSFREF 4, W42,
%£4.2 LuaeHE

‘a S w LY R
\b e W FEHL
M BT £g w5
in Aty v il
hr #iE 18 IS
At e Al fHtEE

TR AR, Lua 2RI E T XESHOER THTR My Zm0EER, £
& R a0 T AR

Ready> print(*8° + 8)

18

Ready= print(‘e + 8"}

a+8

Ready> print({*hello world" + 8)

EAROR:[string "?%]:1: attempt to perform arithmetic on & string value

4.3.4 Number
Number £ Lua FUZIUREER S8, Lo B REER (B TF/F leld MBH{HERTE
Mg iRE, FTLIAEESEEA) . Bra ATk,

B myNumber = 7
B myNumber = 0.765
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W myNumber = 7. 65e8 (355 7. 65 x10°, ¥ 765 000 000)
B myNumber = 7.65¢ -2 (Fem 7.65 x107*, 5 0.0765)

4.3.5 table

table 7E Lua R S3R At R B 7 5 il URAE A R 20, FERmAETH, |2
AT ble BYAE WAITERA DA M MR . (HEMERAT], TWATTTLUEE YA
Al fE R SR TS

Ready> myTable = {2,4,6,8,10)
Ready> print(myTable[3])
6

Ready> myTable[6] = 12

Ready> print(myTable[6])

12

LT, table FHICH BB REFRQMAS TIFEEROKH. RIMEATES
MFEF RN table FRIHE. 2 FHNSHFMNH table.

4.3.6 BRHEBRNEHEER

Lua R L, BgtLiR, BRAFEESTSIE (Sesion) FRFHFEN,
BRAERARE TE. RERXMRESHARTFRTR TREFE, Fdthomm—EEH
. AFHLRTE AT Z A R M BERE AT H

LA RERE, ERAAM T FH (BRBEFEUNMT) SENWGE (M
AZREMFHFRL) . 4k, RREARBERLER.

BN RWAERTT LS ERE—TGE, BTRAH. 25 TmNRA:

local myValue -- Lhe varisble is declured and has a value of nil
local myvalus2 = 3 --the variable has an initiasl value of 3

ARAFHAE (ERFEMGEE) RETHEUERMGAE. 2% T imane]:

function MyFunction{)
local myX = T --this will be destroyed when the function is done
if myX < 10 then

local my¥ = "hello world" --this will be destroyed

--when this code block is done

print{my¥) -- prints "hello worla”
end
print(myY) --print nil, hacausm ths variahle ahove is destroyed
end



24 #Fat

JRERAER AT AR M AT T BT, R BRI E K, AR A et iR
(HP TR pEE - e T REARN RS RRENSRER) . EREHSH
$(EF451), REEREHESENIFEE TR, W for BFF,

4.4 TET

EHEAF RGOS, LAFEAE (R SHEE R, BARE R ISk
HRER, RREWFTLAGH Boolean (true S false) ALERL,

4.4.1 HAREBHEF
Lua 55 FARHERMRARZ R -
W, #i: a+b=c
W, #i: a - b=c
B, i, axh=r
BB, f: a/b =c

4.4.2 XRIZHEHF
F P RTLELGE R T SRl 36 3238 T s th e el 3 ikt

if a == b then -- equal to
print{*a is sgual to b"|

end

if a -= b then -- not equal to
print{"a is not equal to b")

end

if @ < b then -- less than

print("a is less than b")

end

if a > b then .- greater than
print{"a is greater than b*)

end

if a <= b then -- less than or equal to
print{"a is less than or equal to b")

end

if a »= b then -. greater than or equal to
print{*a is greater than or squal to h*)

end
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QSR A A AR S R E AR L EPT table, HATPI table 2R — TR Ran R A e
Bl ALR, HAZER HE able XEA5 A (BHEHEH ), FRAEEEFET -
ble iyfif, .

tableA = {1, 2, 3]

tabled = [1, 2, 3]

if tableA == tableB then

print("The tables are th: same")
else

print{“The tables are not tha same")
and

TERTTE BT+, RATTLUBEDER “The tables arc not the same”, BB P4 table
EreREREE.
taples = [1, 2, 3]
tableB = tableA
if tableA == tableB then
print{"The tables are the same®)
else
print("The tables are not the same®)
end

EEAEFd, BAITTUBBIEE “The wbles are the same”™, [ tableB 3 T
FERT & tabled, FEEEMNE, AP TMFN TR wble PEIE, WRBAITE
H—EF B T R

if tableA[2] == table8(2] then

print(°The values are ths same®)
end

BB AFRATAT LAE B wble AR RATSAY .

4.4.3 ERIEHF

BHREFFN AR SHOEEMEIXBASER, & La b, EEERHERNE
Fi},

and ERAFLHFSHE, MRH P SHE e, NLEE false; FILE FH 4
Es Al

a-5

b = 10
c =20
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if (a < 10) and (b < 20) then
print(*this returns true -- which is the value of the second
argument”)

end

if (a = c) and (b < 20) then
Print(*this returns false -- which is the value of the first
argument®)

end

or BEHEFFH and EHFHR, MRHE—TSHAR false, WIEFES—TSHAEHE. W2
FEoABYR e, MLREIREA-BHEE.

as=5
b =10
¢ =20
if (& < 10} of (b < 20) then

print{*this returns true -- which is the value of the first argument")
end
if (a > ¢) or (b < 20) then

print(*this returns true -- which is the value of the Tirst argument®)
end
if (a > ¢) or (b < 5) then

print{*this returns false -- which is the value of the second argument”)
end

not FIKFE B wrue B false, 7 Lua o, false #1 nil S¥EEREF AL false, H
A rue, not EFFHEESHMERME (SE/4.2),

e B

E4.2 FEGTR—% ot EHAFNHT

4.5 il

Lua @& T —RSEEASHIEH, FLUEAAERASE RO ERFAd. FE
B G5 ERLL end fE M ESHARIC.
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R AT L ETE R P AR, A 7 i ZE 0 4 i 22 o S B R 0 R —
AR TR, ERF MY D, BESERNANA P KROBELERE, %5
RYAAERE A THERRO R,

4.5.1 if

BRI, WRAPBELGNRBEFTRANEET, SENSRERT, il
ERTTLAS— S8, WRR we B95E, BARFRELENRIT, .

myValue = 7
Aif myvalue < 10 then
print(“myValue is less than ten. *)
end
if (myvalue > 5) and (myValue < 10) then
print(*myvalue is between five and ten, *)
end

AT LA else A1 —MEFFHORS R i B AGIThAR, WA if R0 false LR,
AR 24 else-end FREK AOBFF S BRAT. Bl

myValue = 20
if myValue == 21 then
print("the value is 21")
else
print("the value is NOT 21°)
end

Sk, FIFE AT elseil SEEFRIEM—RFIM R, £ ALWERS, XX
FARAA, EH Lua AEHF case WX, F0:

myValue = 17
if myvalue < 6 then

print('myValue is between zero and five. *)
elseif myvalue < 11 them

print(*myvalue is between six and ten. *)
elseif myvalue < 16 then

print(*myValue is between eleven and fifteen. *})
elseif myValue < 21 then

print(“myvalue is between sixteen and twenty. *)
else

print(*myvalue is greater than twenty. ")
end

4.5.2 while # repeat
while fl repeat (Z%5 F—4F1F) FEMEEMAETHM, ENHaUBHFRT-BEAR
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HBIRFARM, while EHEH G RAF— S8, WREMAD we, BARFHEHE
PAT (AT REACERHEINAT) o repear FERILHNRIEREHITSH, RMRIE THEF
BB LHRIT W

while EEFIETHHER] do XBF, 0 if EERIATHIGY then BT 4, FIRAFICH AR
BIFSRi T, S5 TEARS:

indx = 1

while indx < 10 do
print("loop pass: ", indx)
indx = indx + 1

end

AT A, MR inde WIREATRET 10, IB2MARRLHHT.
T repeal FEH I, repeat RBTFHREFICRIFREATE, until FFIDBFHRAER,
FriLE RS BERAE unil XRFEZE, Flin:

indx = 1

repeat
print{"loop pass: *, indx)
inox = 1nox + 1

until indx > 10

EX TP, MR indx BIITH 1000, IARFRIRSHIIT 0. HAPEER
R, WEY WM AETRFRECEIAT K, DWREXFES, ®
R {1 repent F 254 .

TERNEERMSE, REEDOTS e R, EFARSHBIFRRFOKE,
UNUERERRTTIES o o

4.5.3 for

Lua $2{E T BIFR for 2 M55H (BrRfml AR, XRRIIEMRFETFRNETSH,
TE F—FER T ble ATHEM BB P HE ) H—Fh,

for $E2 1S5 H7 AT LLLE AT P 440 R A A M AT PR YOI IT — BB A . — 4 1T S i
.

for indx = 1,10 do

print{indx)
end
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fefor XBTFZE, RERBERANGE, BHXMEENST AR, BiFk
LHMAT. do XETFARICRIFRIIFFL, end FRICBIFRIEE,
FIPTMEMER =TS8 L “step” B, HHIN:
for indx = 10,1, -1 do --this counts backwards
print(indx)
end
for dindx = 1,100, 2 do --this counts forwards by 25
print{indx)
end

LM for FERIESHIBT, AT T L, Bk, B RRES— Rt
BPEE, BEi, RAHPEY TSR A SRR W . ok, JEREM
WERERSER, —BEFLARBSUHEE. MRERTENME, BaubitfleR
7 Bl O R R ) R R

4.5.4 break

break i F 0l LA MABFREE IS H B RE . P A BEERFSMERE, T1EEUHE
BIFEMRE G il-then #4)) . B85 FmAIRH .

for indx = 1,100 do
if indx == 52 then
print{"52--ouchl *}
break --the last line of the block, breaks the for loop
end
print(-the value is °, indx)
end
print{"this is the line that will be executed after the bresak®)

4.6 BN

Lua 14, BIMGMAET, WHTREHASRIETPE LG EWERMaR,
WREH P BREHMRRES, BAEH Lue NEBRIENHS.

Lua #2520/ Y Lua AR5 (chunks) FIEAMERFM TR, ERMNE®
af LIAAT Lua BRI (206, WP SERRTE k4T Lua BR) .

AT, BFFED T Lo EAGFEMEON T, £ T 8%, RISMERE
SRR — WA S Lue, 25 ELIERGHEARIN B IT & (0F dEe .
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R 2] Lua

EEES

W &
Wt s

W FinE

W table $3EHH
W 170 &

R, BIEAEDT Loa ERBFEFEEM G P T SHR8 6 7.
R —F 4 Lus MEE T OO MR, Fe M EZ AN R, A
FFNETF & A AT A9 Lua ST B TAER .

5.1 BR#

eAYCRA I RMA R TR TR, EREFAN (3% LR ER) KA
) Lua fCRSHE, WTLABRTTHERARSE . SRR, 20E CHEA.
i S ) BRI S 4

function Wow()
print(® *)
print("Wow, that was awesomal®)
print(" ')

end

Cot  REETR A PIAEEA LIZE CD-ROM 1 chS_L lun Y/ PR T, WMBEEH G BT
D gk R A R AT R (SRES 1),

BB X function XEFTFH, JEHLEECAR, BFRLERABRMBEIE.

fEEEEFETFT, RESHER RN, ORIBANORER +SHERIE. SR

SEXLL end KR THRE.
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ES1 R OTTEGEFR AT REEOE R, REERSITR BT R

AR ANA SRR, SO R REOF AT (IR dofile s AHE) . (LOUEHHR
APTEIF o A T ROB A

511 B—58¥%
RAEEF TR 2 SHmF.

function SatName(myString)
print("® *)
print{“Your name is:", myString)
print{" *)

end

R EHCT, S8 mySwing (5B T EE, HEENCH . SRPHSEERE
AR, AR,

512 /8%
PRAT LA LR 2 8%, 2 EFESREF, Fn.

function MyInfo(myName, myAge)
print(* *) :
print(*¥Your name is:", myName)
print(“Your age is:*, myage)
print(* *)

end

Lua 347 — -8R MITIRE, B AILIE XAE RSEAIFR. EH (..) AFSH9)
. Lua 2EIE—BEATATH arg 0 able, WFEHTHHAMERMSE, LESHA
B GHiid arg. n 2RO o BT X FP B IR A TERE, BRI A R PR R
WAL ABYRER, FURFSSERELZL 28 SETENARE, B
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HowMany ( ) BR300 1 45 5%

function HowMany(...)
if arg.n > 0 then
for indx = 1, arg.n do
local myString = string.format("%s%d", "Argument °, indx,
ey
print{myString, arg{indx]}
end
else
print(*No variables entered.”}
end
end

TEXARECE, ROTTMERERE TR BYE, ag RVRAF T A MM, agn
PRAF T SREHRE. WX R, RITEWESE L RLEOSH, a0
EMARE R SR, 24 TmHR6-

function Multiply(vali, val2, ...)
--the default is one
local myString
if arg.n == 0 then
myString = string.format('hd%shdissd®, valt, * * ", val2, * = ',
vall * val2)
else
local vald = vall * val2 * arg[1]
myString = string.format | "bdbshdbshdbstd®, vall, " * *, val2, " *
", arg(1], * =%, wval3)
end
print{myString)
end

EFEGES D, ARTERREAHN, SRERRNRIEER. DREE=1TS
W, Meakactam, ZEMSHH k.

5.1.3 EMEE
6 F R AT Ay AT, T LUHE A B R o] B A AR . R A retum 3
BRI LA (GEWATERE) NEFISR. 25 Fman.
function TimesTwo(myValue)
myValue = myValue * 2

raturn myvalue
end

I LAfE A R [ ) il R faA i 28, M.
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a = 24 + TimesTwo({12)
print(a)

HRECAALUE R R, AFHESHRIT. 35 THARH, HA ThreeDice() &
B LR ATLI S 5. 2,

function ThreeDice()
d1 = math.random({1,8)
d2 = math.random(1,8)
d3 = math.random{1,6)
myTotal = di + d2 + d3
return 91, d2, d3, myTotal

ES.2 M6 TheeDice( ) EH A L5

Lua 55— 4 BEFHER MU rewm ZBH S 4 ff. X EEE 8RBT (HH
THARAPEH) T Lua £ rewn FaES— 4 BEOMBELER, STHHE MRS
R .

AT DRSS — RFIG RBOR A, FERET R AR R A R . B0 | S‘EB’
Jedh, Lua BEATER (stack) EMPEFER. BUES, MEMIHEEOEER, 28 po
B, SRETEM AR s e B R A R B RO A E R M R P
R, BAETESSRAROEESE, AHSE L 4 WESHB., S55R6, THF
F dofile ir4- 38 CD-ROM th chS_ 2. lua B4, HF7E8H 43 A ExploreMaze( ) .

eI 5.3 FURMER @ E TR IHIFh, R0 F R ¥ B 3k B AR R
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FH A returmn IERFFEFAR T . Eh A BEEAE reurn ZJ5 DR FBAE, LR
A BEEMERE O fER, SEHATHIES TR E RSB S, TR
.

H53 EtakREpamhae

5.2 FRERE

Lua 26T KBARHERBUE, 7TIATE Bh IR 58 R & S e AL BE T A 76 B 4 5 041 RO 1K
0, Lua 5.0 RRASEYE7HE o8 BOE B9 TR BT AT LA S804 30 www. lua. org/manual/s. 0/,

ERERAMTI T, RIEET —EE A brik i, LR R BB E
I,

5.2.1 assert(myValue) ()

assert FRELET LALEAR S AL BE B8 — P ITRIFIS 19 Lua {83552 (chunk) . f& ASRESF
TR AR R, SRS CZIBBET . PRPTLA{EF loadstring H# loadfile FR¥UERA - tRiFEMA

TEMpRFF L, B loadfile HAH A (H K7 LUHE M@ AH L|A M), AR
loadstring 71 assert B $B W ATA @ . 5T LU loadstring o $0H 45 5 15 ({2593 ( chunk)
E aring B, SRS T assert lEEIATE .

ARALRTLAfE A loadstring SREE EMATIVEE:, WE 5. 4 WEFUR, EFRMHE assen
AEIEEE RS ThAE, Hal LER—# “HREE" mETWEMTR. 25 ThMH
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R

myString = "math.max(7,8,9,10)"
loadstring (myString) ()

Cilua_scriphe' Lsal pavsnlessr

E54 HAEITRE Lo BRI sring, AR loadstring #1 assen MHITE

5.2.2 dofile( filename)

BUER (TSR A AT, ERIIRER 8 A L 2IPAT Lua M ICH, WHR
fITHERIMALE LR BB L&A, Bk 20 510 AT LU SR8 A SR St (ki #e
B, MR haRsl) SEAARATE Lus (U8, 2% T fnEH

dofile("scripts/runtime_functions.lua"};

W, —THREAET FERARFRNREN (WRE, MA. TH8F) . do-
file M ERFH T HRER LT H R, EEEETHAR R84, TEEH
F IR “ seripts/”

HRHHEE S, ROFEFINAAE LB, —TRITHP R RunGUI( )
PR, Fi— 4~ RunScript( ) 8, M dofile R3], Al EifmTLIAITE L &iIFEFH =
b Lua 3 {%.

WHEWEH

Lua ${te ST LIE A C SRiEEay B2 W Rl R4 R 46 LuaClue
#O, EfTMAT CHMER, X EBLR LR HE T “mah” HFP, Ik
A LIE AR R AR b, RS ERS 1.
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£5.1 HiAE
math. abs math. max
math. scas math. min
math. wsin math. mod
math. atan math. pow
math. atan2 math. rad
math, ol math. sin
math, coe math. sqn.
math, deg muth. fan
math. exp math, frexp
math. floor math. Idexp
math. Jog math. random
math. logl0 math. rendomsced
# 5.1 PRAAE math. pi, FRMRAE pi (.

F—s s 49 o by A 20T S — LB i T P o B SRl

5.2.3 math. floor( )

floor BRI FIUE (Lua HPEUA R AUBORF BANAES) , RBH RS 2/ 808
G WURBINE HLABE -MECT, ManuiksemE 05, REENFRE. 25T
1 8 ] -

a = 5.1256

b = 5.78

a=a+0D.5

b=b+0.5

a = math.floor{a) -- & will equal 5
b = math.floor{b) -- b will equal &

5.2.4 math, random( )

FEHEARTF Bt B, FEULREELLE WL, math. random () EFEHLAE B —1~ 0 ~ 1 28
AR (FHMBRRESEM) o Loa sB0E A FEE T RIS AR IIME/AME, SO
AT AL B AT, B FE AR
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-- B-sided dice

mylie = math.random(1,8)

MREFTHEm R, RiFRROLER T 0, SRR AT LS B A R
PLEH . XA B StantGui. lua SCEFAR, FER)RRALBRARAS BHEST (&% 7.29) . BE#
AR os. date sREL, BV L= —A, B0:

\math.randomseed (os.date( " SoWHWMRS" ) )

24 KT, ] e S TR REHLEOR FBOE R, eCHR AR T LLGRIE B UGE TR
it ERRETE B4R R 0 L

5.2.5 math. min( )

EWRF A, SNFERE - PES PHRAMRHEBMI (INEER AR
EERE, WEREEF), mah min 58 math, max BT LR B TR,
ENTUEZRE TR FLRBAS Y, math. min HYGE FR/NME, math, max & ¥GE 1 &
Kffi.

TE Lua o, i TAHERA BUBARIEE T Table s, FTLMER RS BIER S — 23R,
1R R B Table H9ETFH BREM B ch B8 B¥b. FBiF, BROTLURRFFS
PRIEFH loadstring BRECR A BLX TR, S5 F WM< H:

function GetMin(theTable)
myString = "myvalue = math.min{"
for index,value in ipairsitheTable) do

myString = string.fornat("%s%d%s’, myString, value, ",°)
end
--remove final comma
myString = string.sub (myString, 1, strinp.len(myString) - 1}
--add final )
myString = string.format( %s%s®, myString, *)")
=-run the chunk
loadstring(myString) ()
return myvalue
[L1]

PARECH GetMax (myTable ) A FAL AT LL7ZE CD-ROM %3], ¢ fITHEWC able 455 8 Gers

¥, IR table PR E B/ME
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5.3 FELE

Lua £ 38 K HE 2 — R EM TR AR S . Lua ST JRAECICROTGE, IR
VPSR AR, RS AN, RIS A R & AR TF P
B, SER A TAAALIE R BRI VERE T LIS Lua TEER30HY,
(e F AR LATE CD-ROM #9 chS_ small_ examples. lua S0 b4 5],

5.8.1 B

FENER T P, FRMECEZ MW N RE . EEERRRRECE, A on-
umber( ) ¥, #Ajin.

my§tring = "1234"

myNumber = tonumber (myString)
print (myNumber + 2) -- this will display 1236

0] LA {1 rostring () PREUE I FHEL T
myNumber = 1234

myString = tostring(myNumber)
print{type(myString)) -- you will see “string"

5.8.2 sfring. char(n1, n2, ...)
string. char BREUHE ASCIL 4918 Pl e A 28OS LB 7 . TR EREH, BE
Lua FEARERAFICAFAEA BT RO AR RE BT DRSO S TR . fAlin.

myFile:write(string.char (10)) -- writes out a linefeed tc the open
file

5.3.3 string. len( myString)
R T, HE TR ERER AN, EEE0] SRR, BRE
e ABEE L. M.

myString = "1234"
print(string.len{myString)) -- will print 4
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5.3.4 string. sub( myString, start, end)

string. sub FREGR PG FAH M FH . start SEAEE FRAFHAUR, end 152 T8
IIERALE . flhn -

myString = “hello world®

newString = string.sub(myString, 1, 5)

print (newString) -- this will print "hello”

AT LAERE sant S8OH T8, XFIRT, T8 A0008 TR a0 IR S FRER TR (o
Fostart Ky -5, DALEEFRPBAMEISS ). Hltn.

myString = "hello world®

newstring = string.sub(myString, -5, 10)

print (newString) -- this will print “world®

end SHATLIA RS, AR LR FI san Bl F B RM T, @i for e
HHIEEFREEHE, H.

myString = "hello world®
newString = string.sub(myString, -5)
print (newString) -- this will print *world®

5.3.5 string. format( )

string. format o 3T RALEORRS SRS 4B 2 AT . ZES TR B GUI Frmad, B4
PREEA . AT LA X TR EE TS (L REM AR ERE T FHE),
4 -

stringl = “hallo”
string2 = “world"
for index = 1, 3 do
stringl = string.format("ws%s", stringil, string2)
end
print(stringl) -- prints “helloworldworldworld”

EETEGF A, string format BEHH P SHMABEEFFRORK. HT%s &
RTFER (%d JRUT), FilA%%s REERF T8,
string. format PR 7 — 1 EX AR RS HE i BT RS, s,



myName = “Fred®

myStr = 16

myString = string. format( %sksfdhs” , myName, ''s strength is ", myStr, °.')

print(myString)

TERXNTF b, % s% 5% d% s A DEBHEE T SHNLE, HHETERER
“Fred's strength is 16. " o XFF, FFEE LESE 2 MR E UM 2 5. RITETIA
B R B R IR AR, i,

myString = string.format({"%s's strength is %d_", myName, myStr)

BAEIF HRAERH A EE F RS A R IFE R ER SR

string. format e ¥GRAT HA—S Mg, e AMREE . SETHARA,
nyHealth = 17.34556

myString = string.format("% 2f%s", myHealth, "% of health remaining.")

print(myHealth) -- prints *17.34556"
print(myString) -- prints *17.35% of health remaining. "

AT, %. 2f Feom AR B RS U4t myHealth (8,

5.3.6 string. find( sourceString, findString)

string. find e # & 7E sourceString FPERE 5 findStong FRAE E. WREE]
TZBFFFNIEEE M TR RSO E iR HBUEE E nil, .

myString = "My name is John Smith.*

sStart, sEnd = string.find(ayString, "John")
print(sStart, sEnd) -- prints 12 15°

5.3.7 PHRMMER

Lo AW PALE R XHBRAIME. ANENHTH, ROBHTRRAE
string. format EHCHBYGEFH . AP —FPILER, AL Lua 5T LLOA 5050 o o T 8 LA KK
R, BETFEOR,

myString = “The price is $17.50."

filter = "Shd%d. sdbd"
print(string.sub{myString, string.find({myString, filter}))

EXAPF b, filer 2REE TROWEARATOML, RINEARNOSRAER



HAF T Lua 41

TEATB AN, BFETURTEMET. HROSRER “ 517.507,

EFAS F R BB R, 0% d FRFFE 85, %D WRREHT .

hnge BIERRT LIESSBEAF S (Bn(). % + _ 7 [~ § JthEEREMSSS, Wenili
HAHAFS.

Lua 3£ FFZFHE iR i 775
; FHER
%a Tk
%e EEHE
%d o
%l DEHFR
%p EAE
%s EHES
% U KEFR
Yow FHETF
%X Tt
oz o #mth TH

1. string. gsub( sourceString, pattem, replacementString)

string. gsub RHGE Bl —-FFFH, sourceString FAT P/ pattern #f42 i) FAF AR S &
64, replacementString ¥ AME. % F AR M

myString = "My name is John Smith. My phone is 555.3257.°

newString = string.gsub (myString, ‘%d*, "*°)

print{newString) -- returns "My name is John Samith. My phone is ***-

FEREF T AE TR F A SBPMES, fli.

custData = "(309) 555-1234°
custData = string.psub(custData, *%(Nd%dwd%)®, *(781)°)
print{custData) .- prints "{(7B1) 555-1234°

AIFER B RE I — RS H, AT BRI, .

myString = “happy, helle, homs, hot, hudsan®
myString = string.gsub(myString, "hka+", "An H wordl®, 2)
printimystring)



42 E5¥

FERAFF P, RATEIREL b FFLW TR, % o+ RACEREQTE, HAeBH=HE
WAL S AL RENSH 2 Fn RERESERBIN P FA S

2. string. gfind ( sourceString, pattern)

string. glind IREGE—-F7F 8, — AERAFEMERXO TS REAZ TR
BHTFEMTRH:

myString = *This is my rather long string.”

print(myString)

:::n::;o;d‘in string.gfind(myString, "%a+*) do

print(string.format("Worc #%d: %s°, counter, myword))

counter = counter + 1
ond

AL A for TREFEEHISEHE 57 I FAFHY, % a + DCIEI0 S GO S4R] ( ZERR AT iEE R O
HFE R ) o BATERINE 5.5 FrR.

Cihua_scripts| Lual onsle oy exe

B5.S $H G AT E string. ghind (9255

5.4 table #iBEH

tEb—#d, WATTHD uble EWLA, ETUAESERES. BHAGTARY
EAHI AR RE S e . 25 TR

myTable = {}

for index = 1,100 do

myTable[index] = math.rardom(1,1000)
end

FEXTEIF P, WATEA for B3R L5401 @ 05 100 -TCR M able, THE—4
JCHBEYUR 1 ~ 1000 Z M A, FATTAT LS myTable[ x] RMERECR, = HREKY),
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5.4.1 table. getn(myTable)

Lua 245 TR £ 5 Ad PR BRI AE 1able, &5k, table. gen()iEE] wable thIT ey
¥ WARETT T AR

print(table.getn{myTable))

RA1=BD 100, WF, RIER wble REFHREE, AP FRERPHELT
. Bt AR MRS A LS BT RN MO, 3 REBE uble hEAME. BE TR
t R -

for index = 1, table.getn(myTible) do
print(myTable[index]}

end

table.sort(myTable}

S0 AR MGR T T B table, JEM/NBIKESRHER . B LIEMARAER S —
TBY, REE RSB MR (rue H false) , IFREERIT. S5 TEMN
EGR

function Sort{theTable, direction)
if direction -= 1 then
table.sort({theTable)
else
function Reverse(a, b)
if a < b then
return false
else
return true
end
end
table,sort{theTable, Reverse)
end
end

SERTE chS_3. lua i, e
WRSEI BN table, IR wble. son( ) —FEHEFE. MERMBE—ATTEHSH 1, B
L% table SLUHI HIFTEIEER (KEFF) .

5.4.2 table. insert(myTable, position, value)
table. insert BMTE table A —PEAIE, (CBRSECRFIEMN, MR, S8EM
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- EAHUE table REE, WRHEE TiEE, WHABEENLE,
P T B A hello B table 9% 25 PICRME, FEFEI

table.insert(myTable, 25, "hello”)

5.4.3 table. remove({ myTable, position)
table. remove BREUAIEE wble PBERIFER — TR, UWEMEHRT ble, MRE
Fr i position (Y, WIBRIAMER table (MR ok, Hin:

print{table.remove(myTable, 25})

WRRATEREAF 7 PEFT LB, BB helo STE, FHFEEFHS wble % 100
AEE. HRAMR M ERAITE, BT H R hello,

5.4.4 table 5|8
tble A{LAEMHBIT RS, f 0T AR HAMER AR, SETEMRHA.

myData = {}
myData.name = "Thardwick®
myData.class = "Barbarian”

myData.str = math.random(3,18)
myData.dex = math.randem(3,18)

X AET R, RIMEAEFARRSIE, SRR 4R wble A XRT . &
table [A}FfEAEME RIS RT|, BATEME T FHE#RE.
myData(1] = 17

myData[2] = 34
myData[3] = 24

BATEETRAVEAMAER, ik wble FURFTRE BN, E0TLAEAERA,
H R TIHF,

5.4.5 &4 table

fE Lua PR ELE wble FHES ., LFE, GEZEWEYN P, APl ImiiEREEs
#E rable {RFFIERABEABER . TTLLIE 4R able 2{i 1able ) wable, ATLMEAEREFE
iR, % TFEfRA:
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widget = {}

widget.name = {}

widget.cost = {}
widget.name[1] = “Can opener’
widget.cost[1] = "$12.75"
widget.name{2] = "Scissors®
widget.cost[2] = "§8.98"

FERXAGIT R, BfTGET—4% wble, 0l widget, #R/FE P4 B HE—name il
cost, [AJFEILES table, ESCAFRCGREHIG, TLAFFGHE MBI, %5 M widget cost [1]
i, RAVGIT cost Wik, EHKE A~ able, IR able B3| MBI ta-

ble. getn (widget. cost) , B2 2458 2 3, RREKRAPTILE.

5.4.6 pairs()
pairs( ) B HA] LUEH table FR G — M nE . BEF mRH:
myNames = {"Fred’, "Ethel", "Lucy", "Ricky", "Rockey", "Betsy*, *B8il1°}

for index, value in pairs(mykames) do
print(index, value)
end

TE for {RFFEEHISTHT, pairs( ) BCATTE A table (AMERRBEKE), HEEETHE
FifE—- LR (EFES5.6).

5.6 pairs( ) FERTEEH 5 AUH

TE FmaEFeh, AP0l FE for 0 5F F2 b 65 op B QXL IMEH QT GE,
BNEAS 5058 table B/

for index = 1, table.getni{myNames) do
print(index, myNames[indéx])
end
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pairs( ) BB ELAE N BT IEBOFHRT | () wble BHEER A, S5 FEZAH:

myData = {}

myData.name = “Billy"

myData.interest = "Wind surfing”

myData.quote = *Cold out, eh?®

myData.snoesize = 11

for index, value in pairs{mydata) do
print{index, value)

end

5.5 I/0 Bt

EAAT, RADEEA Lo EEFMBAM R EER. EEEAHET D, il
M SERGE ME S, M Lua JFAIRTF/ BA REEATRCRUF A HAR AT B RAT IR
5, Lua AJRAHERRA AP, B AT (i Ak SO 2510 Lue RUASSCIF B AR

AR, IR TE S ol R BB S, LA g Lua B4
RANFEE P KT Lua S AR

Mo, RAOTFEITH -k H e, ol LM o open() i, INF:

myFile = ic.open{"test_data.lua®, 'w')

io. open( ) BEAPIANEH. XHATREHA. w RRTEA, MRHREER
N, FRE AR SR ZATEEE . EAEERE E AR, AT HIXR
Fr, AT SR ETEERERENFRRE. BRI BFSHBMES, EaREREE
BSCEE (LA ST 025 R In A BT

AR AR I R AR, IPAREIEAR nil, FATES AT, 7RGl
e RARIMHE T IEHITIT O, S5 Fmabme, T30S AR T8

myFile = io.open{"test_data.lua®, "w")

if myFile -= nil then
myFile:write("-- Test lua file")
myFile:write(string.char (10))
myFile:write{string.char (10))
myFile:write(string.format("%s%s®, °-- File created on: *,
os.date()))
myFile:write{string.char (10))
myFile:write{string.char (10})
myFile:write("print{\"hello worldl\"}"}
io.close{myFile)

end



HEAF T Loa 47

FERXAFIF A, BIHTIF— IR wite( ) EE AR, string. char( ) BEE
ABIT, PR LISEE T RIE MR \ 57T LUERTTEE hello world S0FT N5 5.
s, WA o close( ) ¥OCH 0, IRETTEMA, BATTRIAN— Lua X, 8]
LATEFS i 5 b R dofile A4 iz Ti% 30,

5.6 ABE/NG

fEARIT, WAIFETT % Lua BEEREEIN, JHE S RBF S MR T 3
FAERT table HARESHAELE. A2 E MR ¥ Lua 09EERIEFNE, LMEILIREZ RILE
E3ERETR B 89 BT P AL Lua,

BRI TUTESCR Y, HASE, A e SRS R, RERMS—-LHT
T Lua WN{TTAEERFAFFIA 1able 038R, BIG, EHHERT Lua WELEY 1O $5bk, BT
A X R A AT S LI W T b

B R & PR A T IO T, RIS R A ¢+ e tnfarFEm
PRI FARIF I Lua FFFF M kS E AR ML,



i
Lua 5 C/C++RFHES

FEER
| EiEibgig 308
[ X b

MC++ BFRMMAOER, Luafg—4 “BET", h—ERFLFaSFAM. Lua
MEfE R LR RN RS R R RITRH, ERORF R AR
MR AL B e EERREMHPAZ@OGE, FUAERITRIEMERYS O/
C ++ il fE L.

6.1 FMAHFHTER

FEW T H AAINB0HT BB, FAR AR RG2S ol iR s B — e LU A Lua B9377 .
T2 i s A5 R CRA UL Hdw, B nT LIGET R E R, hs b, W25
] Lua 2RI RRACR, BABBRLEMEEREMERTS. 2007, BnfArE
O £iE Lua fCES A AT PC B2, Z/E i BHEGE TR ED, B3 Hmm
HHE P TR RAREFLH RS RETT LEHERAE T,

6.1.1 Lua ER8E

Lua PREEH BTA ARRAE RO FIRE, AR 00 R B, B8 LR IS T E 9 7E, X
LY RTFAE— TP lua_State L5, FTAT Lua G F B FHER EASH — 4 lua_State,
MREFELTLEET (INFERNE AR R REARBEN) . M TRIT%EE,
Lua SR FASE R B RMER 907, SR M (Lua Stack) HEBIZEAM. Lua R
AT RgHE, © RN Lua # AP R EHF .

Lua 7R BB E IR ERET . L 5 LHMREER, RIESHE
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R CHHRBPH=1 (FH8. BWTMBEH) . §F (uble) MAMEEIREERNE
WEHRARAF TR RAE Lua (R EH,

6.1.2 LuaGlue &#

Lua A AL B FF K75 Lua BAceh R A C ++ Eihde 11, FR{T400 5 2 1 R4k Lua-
Glue ¥, BIRENA LA Lue FIE RS C++ HTHEE. LuaGlue B¥H A —MEY
Lua H¥BAARKS], BETIATATEEM C ++ BIF R Z oM, RiBAEd C++
HE . R C++ BT TR, Lua APLHRE 7 B ¥ C++ ARFS AT L 48 H Lua 58
e, BRET ET MG FHAE LTS Loa RN, hBRE, C++{UBR Lua Bk

Z MR, 0E 6.1 fix,
waAfl

C/C++ Code G

LuaGlue

N

6.1 C/C++Fl Lua (WAEH

6.2 EXRIWHN

Lue FRTR A — S R T ATLUR A5 Mt A BUICAE R, Lus BRI BHREET — €oa
FRLAOIE O R T B2 Lua, HoP— AR THRE N AR, CERRER
AFEHFFAT B AGRE Lua JEFTIREE, 2R RODLIRES AT LAZEREF5 3% CD-ROM 19 Lua SCH 3
W], FREDWEE 6. 1 5 TRAHEEI A TR,

KRENEE 1 Lua 8 a0 ERs R0

41 Simple Lua console with linited vocabulary
/4 include the standard systen headers.
¥include <stdio.h=>



#include <string.h>

i

** Include the Lua headers.

Lol Note that they are 'C® language headers.

L Because we are a C++ program, we need to let the C+-
o compiler know that the referenced prototypes and data
o will not have C++ namespace processing.

L

extern "C* {

#include <lua.h>

#include <lualib.h>

#include <lauxlib.h>

}

I

** This is an example of a LuaGlue function

** The function will be called from the Lua Environment
** Again, since Lua is written in ANSI C, we need to

=* turn off the C++ namespace function (extern "C")

*f
extern "C* int _Version(lua_State *L)
i
puts{"This is Version 1.0 of the Console Progras®);
puts{LUA_VERSION);
puts{LUa_COPYRIGHT) ;
puts{LUA AUTHORS):
return 0;
}
g

** This is where we hook up our LuaGlue functions.
** The program will register each of the defined functions
** and allow them to be called from Lua.

L}
static lual_reg ConsoleGlue[] =
{
{"Version®, _Version},
{NULL, WULL}
H

char gpCommandBuffer(254);
const char *GetCommand(void)

{
printf{"Ready=> ");
return gets(gpCommandBuffer);
puts{“in*};

]

6.2.1 I Lua iB{TEREE
AT SR 0T Lua IBATEREE, wLLMH Lua APT #) lua_open( ) B ( &% {0H35H
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#6.2),
AYWMNE. 2 Lua EITFRMTIRAL

lua_State *pLuaState = lua_open();
luaopan_base(pLuaState);
lue_iolibopen(pLuaState);
lua_strlibopen{pLuaState);
lus_mathlibopen(pLuaState);
lua_dblibopen{pLuaState);

BRI lua_State HHEE ] T— 4815 Lua BATEMRAVIEST, X TIEHMES, WHE&
By RR4y Lua APL 8. B1EEF lua_State £5H)5, NLFRFEE A Lua BIFEREANEL
BT, ELEABITS, RIWHETHH Lua 5.0.2 REFRMEFE, EHTLIE L B
AR M A%, FLERFETERSRER, THEKE.

6.2.2 #&in LuaGlue &%

TR, BFEFEEMN LuGlue B, ik C++{CF AT LI#E Lua AT, {00 H
63, RO T —TRRMAE, AUSRHEF lua MRAFE. X BERTH
e AT AR, I HAEA T — T R AR S LU (S E AL LuaGlue sR3

AWNEE. 3 LuaGlue MMM

for(int i=0; ConsoleGlue[i].name; i++)
{

lua_register{pLuaState,
ConsoleGlue(i] .name, ConsoleGlue[i].func);

6.2.3 SR

HTHREMFLER AREMBA, HFHBAFHERS Lua BT, ROH
B 6. 4B R A Lua APT BR¥L lual_loadbuffer MAMABYFRF, #TEERTH A FRD
LAEHRAT . R BRI AR o 0 B AT LAAT, IR R¥&EEE 0, FRmBEATI#H
A, BEATELGEF] Lua APT B3 lua_peall Se$047E. MBEFEREY, WM 0. MEH
iR, NS Los ESHRIGE, B0 AT LU A 630 lual_checkstring M HL. IR i1
T “ERROR:" #1 Lua £RE98IR(TE., HEAF MR,
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RWWRE 4 B ELBIHF

const char *pCosmand = GetCommand();
while(stricmp(pCommand, "QUIT') I= 0}
{
/1 send command to the Lua Environment
if (lual_leadbuffer(pLusState, pCommand,
strlen{pCommand], NULL) == 0)

{
if(1lua_pcall (pLuaState, 0, LUA_MULTRET, 0}))
{
{{ error on runsing the command
printf("ERAOA:%s\n",
lual_checkstring(pLuaState, -1});
}
}
else
i
/ferror loading the command
printf("ERROR:%s\n",
lusL_checkstring(plLuaState, -1)});
}

/1 get next command
pCommand = GetCommand()

6.2.4 BHIERE
MAPEA CQUIT” B, 4IBIFERAE, lua State MRRHL, 0T FIR:

lua_close(plLuaState);

B R TR TS Lua BEAWER, EXTH TP, RIOFLEEBE
Visual C ++ BFPEE T A XA B HEHM Lua APL, B3 £/ 070 HX
FRETLY, BFEFOTA2MRE AN Lua BFE, IEEETFES C++ A5,
FHMUAEZTHE Y. AR TRRENRITBIFE, SFEAEMHGEFERE
HE.

6.2.5 clua & Lualib

1E Lua J8 Fr 40 R AUEFFIE OT LUE ) P 90 B S 7 3 e, AR e s s
ik, T Y Lua fLEBAY bug B S TRCEN P A C B, B AU R Y
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PR ot AT PR A AR, KRR YRR 3 Bl RAF L BRI B — BB 5} Lua API
B, XS RBAT LA A (class) HERN, BB Lua BEOMARLMEHALE. cloa
FEME TRBFOR, HEILAPTLURERE I RIEES APL, clua 2% L TSR0
HH6.5,

REWRE.5 clua Rk

struct lua_State;

#define LuaGlue extern °"C* imt

extern "C* {

typedef int ("LuaFunctionType|(struct lua_State *pLuaState);

b
class clua
{
public:
eLua();
virtual -clua();
bool RunScripi(const char *pFilename);
bool RunString(const char *pCommand);
const char *GetErrorString(veid);
bool AddFunction(const char *pFunctionName,
LuaFunctionType pFunction);
const char *GetStringArgument{int num,
const char *pDefault=NULL);
double GetNumberArgument (int num,
double dDefault=0.0);
void PushString(const char *pString);
void PushNumber {double value);
private:

lua_State *m_pScriptContext;
H

HEES (constructor) 7 Lua EATFFHEAUTIMAIL, FHIEH (destructor) FIHIH
. %09 RunString 71 RunFile 775k ¥ HTA S Lua (BB M SRR M, BN %S
FE KA TusClue R, 14308 BOME (B8 47— 25 L,

BATOIE T — & LEM) Lua WIRFIH clua RHRBNEFE (URBFENNH ¢ ,
SCHEFE CD-ROM () C ++ Code/Lua SCfFJep) o BRI LLEER 146 AR 6] o B AR AR ep e FARE ™™
BOFRES, IFEibE TR bog BB REX AT H G, RIEFSHLHBTHPE,
GRS TR S A SR B A

6.2.6 {Ef cLua iiflF
EHEMHA cLua MRAEHEEFLRENE6 6, TR EEME AN/,
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REx$6 6 BHREMESHARER

/! Simple Lua console with limited vocabulary
/{ Using clLua object and Lua library

/1 include the standard system headers.
#include <stdio.h>

#include <string.h>

#include <clua.h>

LuaGlue _version{lua_State "L)

{

puts{"This is Version 2.0 of the Gonsole Program"});
return 0;

}

char gpCommandBuffer|254];

const char *GetCommand{void)

{
printf(*Ready> ");
return gets(gpCommandBu’fer);
putsi*in®);

}

void main({void)
{
fi print the banner.
puts(“Lua Console (c) 2004 Charles River Media');
puts(“Enter Lua command: at the prompt®);
pUts{*\*QUIT\* to exitin\n®);
clua *plue = new clLua;
pLua->AddFunction("Version®, Version);
{{ process commands
const char *pCommand = GetCommand();
while(stricmp(pCommand, "QUIT"} I= 0}
{
!/ pass the string 1o clLua
if(IpLua->RuUnString |pCommand) )
{
printf( "ERROA:%s\n",
plua->BetErrortring());
¥
/1 get next command
pCommand = GetCommard();
1
delete plua;

LED, ARPAETERSE Lo &304 (BRT clua h), 3 H LuaGlue ¥ FYE
MALEAER T LuaGlue BB T, QIF cLua MR8 7ML Lua FRERIAE, #
HBE: 720k Lus JRHEAY{CIE, cLua:: AddFunction 89 B #8 0 7 LuaGlue 2% Version,
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R FRBEEEA RIS, AR TP wble FREFRTMAS . WA cloa.
RunString ¥ IVEF TR A B Lua 877, (LAUBEE 2K,

6.2.7 LuaGlue H¥HRA

LuaGlue sR¥CR—FF C ++ ¥, M EWNITE, T AE Lua WAEM., X2
Lua pfn C ++ U315 9 EE 0. YBEFEA C ++ BHet, Ml LuaClue REkE
sEMRE . M F Lua B ARBMRENE, SR REAN Lus R¥RA R HIRE
BRI R AT LS Lus SMER SRR, 255 NEERIERN R C ++ L8, ENEF
FRALF BN, (UUEESREEN e B (EEEMS), BRAUFHEEE)
LuaGlue eR¥AES .

6.2.8 LuaGlue E#: S¥FiEE{E

il LuaGlue BT A7 HIRY — SR HIUAT 0 R BUF B B BI0EE S o Lua M5 Lua 3R
fEE— . Lua SRFE AT EAE AR LUE ASHE S LuaGlue A%, Lua HEVHTE
T C++ B DO B i3 (double), FAFFM TEMAIEFFHE (null-terminated
string) . Lua table L8] LIfEH LuaGlue sREXAYE 8, A Lua ANSI C API#RIEFRR—
FRRRRAE, WO,

Lua B3 F5—FBRR I A P BAE (user data) AYERY, —REREEA, (RRMATLAN
B¥., clua 247 HKH LuaClue @M B WA, cLlua; ; CetStringArgument J7 i 1K P17 [
SER I FAREHH NULL RS MR, cLua: : CetNumberArgument J5 iR [ 3B
ERAHEE 0.0 RSN, MRS T SMIREEEKRNSHNE, &
M), FrBYTIRNNE TSN, FHSEEIEN L.

B EE AL Lua RRADEE, [ SRR B BUAR, SIEREAT Lua fi9, JFAE
C+-BEFAPHEEEFENN. 8, XEMEREENRE C++ @ Lua i@ {7 5R
EHEAYT R Loa ECATLLEEIZME, XSET2HM, LoaGlue ¥R R, REE
—, B B8 SE R REINE Lua $ReP & E 8 — 3. A clua;: : PushString
BRI clua: ; PushNumber @30T LA 6] Lua $§ P 7E AR FI{H.

BT - R R RS, FEMGESD 1, B4 clua 3 RERT
ABYUEREN L, A SRR LSRR MR RAE E, R R ARIAER S, X
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#ot

ATHBBE il HEFER. EEEAHITTS, RIOSBRITEERLE. £5HH

#6.7,

REWME.7 MAIEENENTH

extern clua *pLua;
LuaGlue _SwapExt(lua_State *L)

{

}

int arghum = 1;
const char *fileName =
pLua->GetStringArgument (arghum++) ;
const char *“newEat =
plua->GetStringArgument (arghum++) ;
char fname[_MAX_FNAME];
char ext|_MAX_EXT];
_splitpath{fileHame, NULL, NULL, fname, ext);
std::string sRet = fname;
if(newExt[D] 1= "\0')
{
sRet += *.*;
sRet += newExt;
}
lua->PushString(sfet.c_str());
return 1;

HRIE M Lua BT RHEREH. XM Fh, BERBET cher FHFH, HH
cLua: ; GetStringArgument ¥R, ST FH B ARIER, #HA cLlua: ; PushString HiE7F
AMHEIFEER, HFHER 1 GERMER 0.

6.3

FENS

Lua MR EEET —T 2. BEMNES, ATEHSETURADBERD C B
. REAFFRAEBRTOMAES lua M C++BfF, FEEET —wmTa, #L
MG O XU A Lua WA AR 0B 2.

T3, B1SFEA 1 C++ Lua B H WO AR B, FAEH— B ARBIL
Lua BTN 5 i



¥T1E

T T—

Lua 5 C++ {722 |

EHEER

W & ¥4l LuaGlue & #
WC++fK@foLun hZ T
W FHEFNRE

W ERAE

B Lua RS RIMEH S E=EREETHE, HRE0F Lue BAREYS C++RBLE,
SR TR T, feARih, RATEMEI LAEE 6 § PO ah Il ey HaliER,
AEEH AT LALE Lua £ C ++ R H MR,

7.1 EHHEM LuaGlue B

TR 6 Fep, MATWET®T LuaGlue RERIHES, BT EEMNFREERENK
HABMEER . LuaGlue RBURLE Lua BANR C ++ BREMEED . C++BIF 5 A Lua B)F
WA AP {EM TRIMEEFTRAMNE S, C++ BFR A LSRN AR MEEmD)
fESS Lua BF R, HFHILERFED S TEN. MR EHMGREX S REFLBEES
TR .

A BT LuaGlue RE— RS, BERERRQEHA Lua BB —F.
BB R, TLASEFEEA Lua TFR PREC, AU LuaGlue sR¥, FFEEBEH Lua o881, X
BEEALFETLATE Lua GYHCHOT BRI RS, 25 B ENBM S S TR E T
C ++ 35,

EEEFH— R, TuaGlue AL KIRAE Loa B8 E M S0RIET, EW
AR LA EE Lua REBASE BN R EA B A S, MR HEATETLL
HE LuaGlue BEAIHIEER.
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A FE RO, BEERENAH LuGlue MBI R ENHESHER,
RERCIFEG T E PRl X XEelANARFRAENEENSS TR, #3
BT T AR A P R R

7.2 C++{£iBH Lvagvizg

LuaGlue sR¥(%4 Lua BZHE T —FhiE A C ++ ISR L, (B C ++ R T
FA Lua BRAIR? Lua 8B4ET —4 8, ik C fUFDATLLACHEM A Lun B8, A XFTER
SEH, EREF Lua BADE LMIRERT, FRBARE. A PR6 T8t
W ERAIRS Lus RIS3CH . AR REEME FEUCMT E, HHEIE Lus BEE W
St FUR Lua o] LLARER ) — e T {4

WA A BRSO

W FREAIFRE (RAEREET . BRMeETY)

W CULHXmHE (T4

| [Ragiogsd:lng

7.3 SBHFEzMEE

mAEFARARSORLES lua 5, 4 CBFEFEDHEFEMN Lua B,
[i] Lua fFiB %0, FAHEME T —4> LuaGlue RBORBE Lua T HMBRIFAIE T, 25 Lua
WHER G, WX, Lua BIF 5 o] L2 H B0 B R WA F 4 E.
EFA LML EESFST R, — B0 AR s R T AR RS T R,

7.3.1 SRHIEH
HTRELTBEE, SETEAHT.

EVENT_SAMPLE = 1000
RegisterEvent ("EventHandler")
function EventHandler(id, )
if id == EVENT_SAMPLE then
print{*Sample Event!")
end
ena
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MFEAT LI, C++ RIS AT LAE A A H 4 Bk Lua AL E . Register-
Event f¥E C ++ {VBHE B luaClue B¥, REZFEAMIFLEEFS, ZRHH
RHEEHABKRT. 1,

fLEMNT. 1 Regi 1t FHFa Fi EMAHT
#define EVENT_SAMPLE 1000
std::string g_strEventHandler = **;

extern "C" int _RegisterEvent|lua_State *L)
{

g_strEventHandler = g_pLua->Getstringargument(t, **};
}
void FireEvent(int id)

if{g_strEventHandler 1= *')
1{
char buf(254];
sprintf (buf, "%s(%d)" g_strEventHandler, id);
lua_dostring(buf);
}
b

TR, EEHRNTRE RS, B 0EE, ERET Lue RGN S ER,
A ERAE LRI, FERINSMMERLE, itEFEmEt, BE.

7.32 EHMSH
ATEAEA Lua (9 R BW ARG R B HFE AR MSH, FEQHNOFFLHHER
FFo FERTERIBIF o, EventHardler MBS H BN d, W _FEHE ... ",

BREEL “.. " FREFFHSERSRFDERY ags RHBHE D, TEEFEEH
Lua 853

EVENT_SAMPLE = 1000
function EventHandler(id, -)
print(string.format("id = %d\n®, id}}
for i = 1,arg.n do
print{string.format( arg[%d) = *, 1)
printiarg(il)
print{"\n®);
end
if id == EVENT_SAMPLE then
print{"Sample Event!®|
end

end
EventHandler (EVENT_SAMPLE, 100, *next arg", *lastarg")



PR GRFPET EEOME, SWEHN TN T SR
1d = 1000
arg[1] = 100

argl2) = "next arg”
arg[3] = 'lastarg”

BEEHGH Cr+ AREBEEN, AELBHQZSWFIRNFHE. RAHEHE
#7.2,
RERNT.2 MESMHNTF, C++

veid FirgEvent(int id, const char "args)

if{g_strEventHandler I= **)
{

char buf[254];
if(args)
sprintf(buf, “%s(%d,%s)", g_strEventHandler, id, args);
else
sprintfi{buf, "%s(%d)", g_strEventHandler, id);
lua_dostring(buf);
¥
1

ETRATEEEMRAET, Lua REHC ++ AETEMFM id MEREBHSH
B SURFT— B AR ESE, B RS E RS .

7.4 BRULE

TEFFRS, MAEGERRAER . WREA TRMLGE Lus 855 6 JEE A KB
SHTRFISHEILRTE, AR AFER—FRrTRRMEH.

FRAER) Lua SRLAH RS SERW AW HBRHL. (TLUEENSEEFHRW: W
A—-BERANAEEATARRES.) BIMRALECREHGIRE (N¥R) T
W, XMTERRAT ., —MRR A AREENR T EE TSR G AREFRIRNE,
EEA ARG M RAETEN. AR T R P S AR AR,

BiNSEZ BRI PR, REEtEEPRIGESEH A, BRITGEL
BHROTREE Loa PHEEN, AEERE C++ 7. FELERFATHF 5
BYRHEAEH ) Lua SLOEATH QARG TEXAEF, W CMM Lua I, RAT—F “ZR/PH
WH" e, SETREHT 0 lua_dostring 2B, Lua AFHERHE L #HHR
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ARG, TREEHRBRFERSHTRREN. eror HRMAAESETEA R

class CError
;ubuc:
CError();
virtual -CError();
void AppendLocation(const char *fileMame, int lineNum);
void AppendMessage (const char *formatString, ...);
void Raport();
private:
std::list<std::string> n_lstMessages;
1 H
% Lua i& B FHRM, 2808 CEror &, & [B69HHR PR 208 0 b AR 54 s /Y
MEfHE. ERFEEE—TAY “y... cach” BFHSP, 7 catch £ A CEmor Re-
port ik (RRXEHE) , MEHEREF, X HEREBMEFA G Lus 8 (XEA

FREMHAER) FREEN.

7.5 FEBE)hG

fERE, PRTES 6 HEAMBY LuaGlue BHMIME, I B AT MK
Wik C ++ B Lua AR . XRNAEE QT LERRALEPESEE, B
HAPZE (FIMETEMHBR . SRR, RERALT) RERERAE.

FAHWMTF R AT H) LuaGlue B, IETRATHEMN R0 5 BE R fif BRiBERETT 2 P T A2l
FMERE, LuaGlue R¥LEIRATA IMETE Lua AT C ++ B, WMIEBHRIERGHE
LA ABADR MRS . L BET XS RFRNEEM=RANGE THE, MulfiEy
HYME BEPTEAEA ua FFARMRN, Z/5FHHMRMEC++ B, Il LuaGlue FH0OE
AL

FiFA e mis, RISESEA Lua REHWGRAR M . EE . FEHNRIEE,
FrEHEEMN RS,
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EHES

W Visual C++ 6.0 THKE
M DirectX &

W LuaGUI 4+
WiHERED

W Windows i #t %

Lua B—FERAREE, ZEHREHRETHER, BERBBELE T RN HERE
MEFFERNRF. FEFEETHERFESRE, WM shell, RITSEFBHFTARH,
LAl G LR RSAA P ERE.

8.1 Visual C++ 6.0 T{EX [ e —
2} Base fies

A TR GR AL Vil C++ 6.0 T | 0 ot er
FEE (Workspace) o, Visusl C ++ 6.0 THEK I g@ﬂ";
e WinMain cop
B 8. 1f. ':: :;iH!mFlm
TR &FEOFRAARBINERE, Buse | | Bow
9 H 2 5 R R, Chapters A 821 -

WHTH, AABMERANRRTSHHE | g e
Consolel # Console2 3T {7, DX9 @& iy | -
DirectXAHXB A, AHAMRARE T DirectX #92h

LuaGL| files

o lue T E @A Lue 5.02 ERG XA (g |2 B

TieTacT on fles

www. lua. org) F1 clua 2 @) 3 4. LuaGUI, Take
AwayH TicTacToe T8 H L7 2 SRR ik, H8.1 Vieul C++ 6.0 THX
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8.2 DirectX Bt

DireetX 2 m#A T H AW —F 5 AP, EiLRF R of LR U RT3 Lo B i ot
B, MATERERENEF AT HRHEF (NBF. BRFRRAFF) NELET.
DirectX 3 i —f~ 4 [H] 2 45 340 ) 88 4 iy 4 5% 450 S 0L (B 4 o G ) o 4 30 5 BRIk
TH.

MFAP KR, DirectX iHBRBF R ATLUE—TMrENT & PFLERT, BEFME
FHYRGEHE =0T (WMBFEFE) RsesER. 3 FRE0me, RIAFER
AT % DirectX (9157, RH T2 DirectX MF £ {5 00T A% 5B M o CRaiER
80T, WK DirectX J¥ % % 0 www. msdn. microsoft. com/directx,

HEH A TR — R ELEY shell, FINESCHL DirectX BYTTREFF 21t Lua FRHEANAT Lua (8
GUIL 5. shell BFEN 2 DireatX EEMESMTNER, A Windows BIARME R, @ABA,
EE R ERIMRARARE, LA T DireetX WA DX 4RMEEX FAET DireaX M
B AR+ or Sl ey .

HJEE DirectX Shell BF

A TRBUEF DirectX . clua FEAN LusGUL R FF% — - BAYHEAL shell I, 7L €crs

AT 8. 1. X HEREI) shell SFETEAHEME N HIRAFR, ¥ shell BAAY C ++{UBE
AR A Chapter8” WH . AHI5| AMIELR Bese. cpp LI CBase: :Init B,
KREHRE 1 shel ML

bool CBase::INnit(HINSTANCE nInstance, const char "szUlass;
const char *szCaption, WNDPROC WindowProc)

{

m_lpDX=naw DXContext(hInstance,szClass,szCaption WindowProc);
if (Im_lpDX->Init(B00,600,16,2,TRUE)) {
delete m_lpDX;
return false;
F
m_pSettings = new Settings;
m_pSettings->Init(*Chapters"};
for(int i=0; MyGlue[i].name; i++)
{



m_lua.AddFunction(MyGlua[i].name, MyGlue[i].func);

n_hConscle = CWinConsole: :StartConsole(hInstance, &m_lua);
if(m_hConsole)
{
int x = m_pSettings->GetIrteger("DebugWink");
int y = m_pSettings->GetIrtager ("Debughin¥*);
int w = m_pSettings->GetIrteger “DebugWini");
int h = m_pSettings->GetInteger(“DebugWinH");
if(w ==0 || h == 0)
{
RECT rj
GetWindowRect(m_hConscle, &r);
w = r.right - r.left;
h = r.bottom - r.top;
}

SetWindowPos (m_hConsole, HAND_BOTTOM, x, y, w, h, 0);
H
m_| = new CGU
7_pGUIManager->Init(&m_lua);
return true;

BT T T oAb

W ik DXContext (DX9 #RMEFE)

W %8 DirectX Graphics {83 % B00 x600 x 16, M-~&HE{F
W fIEE Settings {1

W PERHEE T R 9 LuaGlue BR¥C

B Wi meE o

W 538h LuaGUI £5;

1. B &h DirectX Shell 8%

shell (30 HE 1M S 510 2% B84 DireetX Graphics #1447 85, B 7E Base. cpp A,
FRRaab RIS TAER ) DX9 T H b, (R 7 Rk AR LA T2ERE i T — i i
i, ATRLBFETES DSA EERER T 2REAT . DirctX Audio A2 A3,
IXFERR AT LAV 5146 B Y DirectX APL & % 3884, Windows J L R SR 0t T BUbR i &)
RE, LASEERT LS 3l DirectX input e LFF TG A4 . DirectX HRET GUI B4

TEMFIRE: FEE (Spite) MFE, XoNQFOEHFATEMKA AIREHTR
e,
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2. fli2 Settings ¥Q

AIE CSettings W&, HEWETE Windows MM RN T AR FFRHER. FEXTF CSer-
tings 1 Windows FEM 22 09{H BT LAEEH 8.5 W,

3. AL Lua SR

FERTIE 0 & dnplh, RIS SEE M A cLua X SR 3h Lua i, R
GUI R G ZA— & B Lua FREEH M IFIRHIE A LuaGlue BR%C, B9 GUI RiE
T # clua MR EREFT, HWEFL SHRIIGEHCH B . clua W8 6 LHE Lua
i E Y cLua. cpp XA, AFBREHK Lua ZHKKS. 0.2 HBRABERLSEX T
B¥.

4. @& Lua @O

Wil O REMERENEEMENFAFERRE A S, HEXRITH. WONLE
FIRHE Bl CSettings 4 SARIEFE Windows HEfF RSP, X OMFEHLTRESE
Y.

5. B GUI &4

SE X T FTA CUI #4672 19 LuaGlue E¥H) GUI RECHa1 T . TEALET# P, Lua
MASRIT. (LuaGUl REMBFAWAISHE 11 5.) WHATRE, GUL ZERT L
fEAT . GUIERMEFETE LuaGUI TH P, 2GR SPFalitie X199 H .

6. LB

P ERFE, FEEHTE CBase: Init lRIF B REC. #45 WA FLHAE CBase 1Y
DrigeE¥or. TRUVBEHE T M8 0 MFTA () DireetX R¥E:

CwinConsole: :StopConsole();

if(m_1pDX)

! m_1pDX->Cleanup() ;

delete m_lpDX;
H

8.3 LuaGUI &t

Bi 41 BT 5B R TF DirectX SR FETF R 09, L HRHFE T FE I8 R B MBL LuaGUI 4R
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HefE, RGN TEE (sprite) 1 GUI_EVENT_KEYPRESS {4 7F 15 4+ 43 LuaGUI f 3£ 5E
fmi,

8.3.1 BzhGul

FEAF R GUI RS i I8 CCUIManager 3§ #1884 Init 515 cLua %
LHEY, CGUIManager 5 L7 TAHE XA LuaGUI I H &, GUIManager. h JU{F & T ##2
N, BSCHERAEZE CD-ROM # “C ++ Code/includes” SCEEYEth, Init F 390454k GUI Fiay
%A LuaGlue ¥, FFT— TSP StantGUL Lua, A9 i3 Lua 7522 A940 Itk 4t
B, A LUAEFE AP EEN R REM Lus 8 T HXRE. A LuaGlue R
RunGUI )5 3 2= & AL 95— -, RunGUI 2 GUI ZHEB M —T4, ERFIE
ZEAMIERE . Registerbvent S0 GUI REEHHALTE Lus MM A FHE SR, GUI
RUEARLSRFFRETRFEROERNFE, &id RunGUI EHFGE S L RN ARE
FiivATA XA,

8.3.2 Am

TEiTie GUI Rt B, HAVAWEDR “Fm" f1 “FEMR", EfEEHHA
RunGUI 454 F af () S 07 100 704 0 R Ak B P e — — R A6 2. R AT
FE LR h)— T EE . - BAEAE, B RRAT E AU A LY
T f£C++ U, FEBE LA Coserlnterface 3§, A E L 2% LuaGUI 10 B f Use-
rinterface. h 3C{%.

8.3.3 FmEfH

GULEfF (i) RAANEHTRAENE, EME C++BFIHIE TR,
TTEARE Lua {URMER QIR TGN ERENET T 2EFE CUI . RIF2EHFT
ATRNEY, BAERBALRK. FRAMEHFAEE, FEE (spite) 71X, X
BRI AR R AT LI 2] GUL REEP.

GUI £+ ¥ 7R F CGUIOkject 2, & TE LusGUI M H P, B A FTAEFEEEL T COUL-
Object, STEAIH —£ILBREFNE. ENBAMTHNFEHAFTER. FEIERMSR
T, EAXRFSAETERTEEMAFALLE, 43S0l hH
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B, SFFRREMTFERER. Z# COUIObject ASTBIHRER T DirectX &Y T E I MTHE,
WL R EIE shell BFFH TR0, ABARM RECMTE LIFXE, MEE GUI REE
W TR,

8.3.4 H#

B 7 BIHE T E IR BRI R, BEFEKN CUI RERES RS
R, CH+EFSMET, Lua BFmLESAHE 2. £RENOHTH, SHLER
FF LM ME— 43 . GUI_KEY_PRESS, M43t{Fiidkit, MA LM LuaGlue sR% Quit-
Program, SRR F [ B8 RS0, 2,

ABWEE. 2 Lua AT

StartGUI.lua:

-- define constant valuss for all scripts
== Standard LuaGUI event codes
GUI_KEY_PRESS = 4

AUNGUL [ "MainMenu. tua"}
-- END of StartGUI.lua

MainMenu. lua:
RegisterEvent(“EventHandler®)
function EventHandler(id, .}

if id == GUI_KEY_PRESS then

QuitProgram()

end
end
-~ END of MainMenu.lua

StartGUL lua JCfHR GUI AR A L. AENE LA S CUIKEY_PRESS 3{#{{55
AR, BRI LI Lus BFEAEREREAESMNE T, HHTEC+H+BFHTE
EHEFESCE T I 0E MR (MRS, iERITFTLIRE B M A s, RE
ik CUI RHEIRAT MainMenu. lua 7. ZMAQIE T — T H R M K, S o683
(GUIKEY_PRESS) , WRIfE5REXHARF,

8.3.5 5 GUI £548%xAY LuaGlue HEY

BITREFEHNE S GUI BHAEEMN —2 LuaGlue B3, HHERIIMH GUI RN
fashflk, XTI FEHER,
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(1) RunGUI ( “interface. lua™)

RunGUI( ) BEATTHE AR Lua (RS0, 457 CUI REQIH—M M RW, SiHEH
JBWZARE. TR EERYRT R . 201 Lua SCHFE 233 LuaGlue o631 Register-
Evem 52 A SRR T,

(2) RegisterEvent ( “eventFunction™)

RegisterEvent( ) ¥ &1 CUI 2 & 8 FHARL R MOk 1 AT R A HI 40 GUL 4%, &
A5 AR AR R e A A S

8.3.6 Shel BFrmi B

BRI TS TR, &R — I FE CBase: Init ik (& WA
RS 1) hAEER, HdkEl THE TEF A LuaClue ¥, BT 503 MyGlue $4
R 7 Lua b BBV TEM. AZEF T, HA—{H#) LuaClue ¥, BEEMR
HE,

QuitProgram( )

RSO AIR R TR . FE BRI R LuaGlue F70ERE B 58 SLI% 8 30T UL
PR B O AT EREER T . QuitProgram off ¥ {UFSYE Base. cpp JC{§ P, B Windows &
R MEF. B EE WioMain. opp X ALEE .

RS

e LR AR S A R, #n.
1) 3D ZhéE.

2) EEi LuaGUI #5544,

3) Directinput ZNEBLL ZHFH.

4) BB RS.

5) QxFRHEFCAGE O EE R A e
6) s R,

T) BFRRRS.

8) HERS|%E,

9) Hthiizakzhibd &,
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8.4 @EEED

e 7 fch, REAIFAPURER &R — MR . R MR shell BIF
B, eadEETMIKAEN S, T shell BFFHERE FFF XY debug A7 i xR #5 T LU
HE, AEEY P GRHEFmERE SO EETHERET IR, M
BERE—IRAMA/SHIRAE OB . RiEH 0 (UUE debug ATTTA, BARE
BRFM AR AR,

WS 02N SORF, ERFACHEO, HEbBERFNEE, BAE
FEAl R A . EREAFE A L CWinConsole X R AEEMILE 0. RATH
FARAIR Lua 3CA BRI S SR EBF, (A CWinConsole Jrik e 1 il
ACAH print LuaGlue BN I, E8 LEUREA —MaARST, BT SR
Lua #I C++ BFHIHE . WAESINE] < Enter > ST it, 2@ O0ERHANMS,
WHR SRR Lus SF TRFEMEBNNE. BEEFME, BH G4BHRAE
FEC+H+REF, BEREE C+ 7o, REMABIEHEKIEER Lua B8RER.

FEER Lua BRERN, WG O@ERTIHE, BT ERSDEEMN IR
A Lua ¥R /AER, EEMER Lua 30 /0 FRAEFERSE (Dump) EA1, —WkH#Ts
R print FARARCHELHERE . print FAERMFHESBRERRE AT, iz
A7d, AP B R T LS B R Lua SR¥ AR Wl Lua B RMERE B N ERIF &> EMH
Eadiol 20

FELE 1 B3R RFBYE DX9 I B i) WinConsole. cpp {1,

8.5 Windows itz

Windows {3t 7 — - OIFREEERGAT 5B P HXOHEE, XERRERFETHY
MGE, SR MR . TEREE shell B, MM FAT M RELE MR P M
HX, T @ (key) RGFARGOBE, B8P REs 8" RIEENE A
. SMEFHERRRTUBECHEERRFRE "R, ML AR AP R E
Rk, HERIFEE NIRRT R RITSAIE B CSetings M2
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WA MR, HT RAER, HEARATRHRERBOTE, €XF
FRABE. SHFEKHE3.
HHEiNee. 3 CSettings 2

class Settings
{

public:
settings();

virtual ~Settings();

void Init{const char *baseKey);

int getInteger{const char *key);

std::string GetString (const char “key);

void SetlInteger(const char *key, int value);

void SetString{const char *key, const char *value);
protected:

std::string m_baseKay;

13

TEQUR CSettings @At TEEA Init 5SS R RE Windows H M3 b s s fi
B, MiAksERE, TR RE Get F1 Set i EHKRARFRIE. CSettings M 5%
WHLEYE “ Chapter8” X H 4 Settings. cpp XX,

8.6 AEE/NG

TERREN, FRTH BT DirectX M T Lua BI5FAEF. HalifEE s 7E Mi-
crosoft DirectX API, Windows {Eft#. GUI B&t. BN EN Lua 2 £, ESRERARN
A, LA ST AR—MRFREN, DX fRRETLUAXMLFR, Eh#ET
DireetX RER AL, WATEMAT LuaGUI SRR — B REMEE, N ZFIFEA
RS . BT S PR S B F AR AR & FUT L RRERNE,
EREAEEATRH ARSI, ARG AR T I 7E Windows P} shF MR



B2 it Lua fi A 5 5L

FEER

| R.3303:0 4
| E2:7:3094
[ Rsipe!

M Lua M E

EEART RN AN, ROTWEESF R 0ERE, ¥ e TFEniR
RE, FHUIREE T EEF LB R ORI A, A TR R, R U 5
SRR IO, A — AU Lua FF R B2 1

9.1 MR

FEXBWERM ARG ZET, RO YIELH EEE —THRM &L, “HR" B—
RS, S5I1RRFE GELANAF M) GIREMER GllRRWRAR ., SMaERH
PR

FMABL, WXRAR— AT (IR U SRE AR AP BRI ), HER
11 (WRITR#H) B, HRROREE AN RER L RIHCMER,

8.1.1 frAaRH

B =+ BEAWRITHELR, RS H M HLRERNE LT,

A OE— AP RO R A TS, A— RN, FRETHREME. #
MAMELT HFATAGBRPTELE, FARTOASARBMA TR, RENF3,
REL BER TR S, SALHEREG— D, FR N5 TRk
TEHSMA, Wik, K SPARN, HFULERTAEE AR S AL,
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-G, DGR R e Ta S SR, B ERIEF MRS A L E N
BT KRS (Monopoly) I YT, RAHEARZ WM GRS . Hit,
fREHE” kT, RIOAREESSHT, MASMFRURET,

AR S T R A, XEARIGEBEHR, HibmEM AL Pi—Fi
filo WeARHLIIHAE T iR A SE BRI B, BRI A SR A ERAY, RRMELRTRE
ikttt A E R LR A S aE.

WK FRATRE THFRROOCE: RSN, Bu s N RS 5 i I R A0 HE R, 7]
REZAANRN B, FRHESEA, Slim R sk,

TEFFAUERRAT, DAATA 2R O R M BRI RN, mERABTEWN, W
FEHGHEANSH SR EFREECRAZE R, RIS NI M B
B, BRI —YIERE LR E HIS| S BUa S B L, WAL 2R R I (] FE AR Aty
Mk AR RS b

9.1.2 TRERMEX

TERTHER MM R F R A, TR SRFENOER RSN, B —2ER
BRI : B0, REMARBEN, EIERENEE. TRTAKE, LREBESHK
JEE, 19T AT BRAREAY, SEIRARFR AN SR T A B P ARAT A SRR R . SRR R RN
BRI A — R, BRI IR IR N S8,

By, FATEE RGN EREOE H— U, iR T LRk, i
B hak S NEEh R REF]

WA EERENE (SEARIERTEOKE), ERTEENI A&,
B[R] (Aar) 897 R EEET —H¥EREHT “S0", RXFTibRLdiling b8
BT EE . HPd— Rty R A 2 A a0k (IR E A Asteroids B EIEAR) ;
Wk RS, BRiERFEEY.

Fel AR AR BT, {ATIE S8 AN T IT A B A
|, MREMATUER YRR, SE e R 5, ARTUET—RPiEe
WHFRISS R, BRAEER AR BRI TSR R 25, 59 AR A8 7E K k5
), WA A RN

AH—THAERFLCENCRTE: HFERIFRIBTEHIFSERER, LRl
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SR ARG, WAL b A B AR E L AR . R AARAT A
8, BEF RN T SRR RRE, AIEEREZERE RO

ATk, RV —Fr bR s, 1ETUENT RIEHh AR 2 IR A A e Y
RS, WERR R, ZHEHTARRE “REXER". LR REHE
FAE Star Wars (F—BERMCAEEERER) Fik, AWrRT, \BEIFE/UR: 4
dTIE 4L, Habiu . MUEEE, REHREAE. 5 XAy TREES M/,
{BEMMERE R R PR R B 0. 76 PCBRART, IR fE kM EH —
FIIRFHEM: EEPRF PR DR B IR ARE, HRlRRER.

fla, BEEE—QRE, WREHEERHBIRANRN OBDEAREY. Hit, 7%
AR AR BB I . WM AR B RAEEEE T S ki
EEMES (UEFEMERETER), SR ERNMRERE, R IE R,

editiekn, AMUELRRELE DB, FEMM RN [, £F
EFR—AHAREE, NARTS. SERE. AR B E A €+
LA B B T A A Lua IR,

9.2 BiEReE

FEFFREERT Lua (98ER0 A oY, BATHEZdE LN TR AWM Lua
B, fraihEREsM C++ TR,

BAERE R, B C++ aTLSE B HAREF6Y 20 Th Al Lua ALRRERLAY, fD
W . Mo — R T2, RIIFEE —-UEe B iR,

B, QBRI SRR EF LR N R NE. RIEXHH
FRATBE AT LARGH Z M RO, P EIER — (st SORE 7 i IE U AT a0 B AR S .

AR, RIOGEFLE—RESEHEROEIEDR, EF -SHE 3R T2
F Rip. Off, SXEFRM (Take Away) (SHE9.1). BATMBEEN L, A FREERHTER
AUERE -

# {Take Away} B9USRE™, TUSLfH] M/ M, M—KHE oA K
AR, e RO, FRATRELA CETFEA, M TAEEER, BN,

BE A TRAFAREE S, e TEAN . RHMATEF. AT
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E9.1  {Take Away} EFTATHIEEE

BEEE, ROBETLFRREF LR, S8, M- TRasis, FiER
B RMEY TH . T RRARL WG, WiFeH =m0y h &S i &
ME. MBEEAERSITEGEIY, AREERALEE THEMIAR.
HAEFRAIFRAE L RE. 1,
R 1 (Take Away)} RIFF &M

AR Take Away
F& PC

o 34 R
E ] e/ B

T {Take Away) SR, BEtSRM —M0 TR, MU DO OB, BEATLIT,
SWBFA, FRARLLACEFEA ., ST EGET, MRS

BirR BRSNS . KERRE S TR TAREARSEIR RS, SETRHf T,
RN

BWESR ARG R, SRR 5 B R A

FAOE O, T, MR (MRREAES, BEBIRAEL)
40054 T AR A B R A

e IR BRI GBI

Al EE TGRS, LSRRG

it el (T

S0 AT LT L (o) B S B O 2K

Lo 6

iR Hin
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A TEAIFREEHSCE, BIOETLIABOEEH lua BLRE, @¥TUMHPH#E
HEZmmENE, ¥FEERECEMEEE NSRRI P MR,

— R B R S 00 1, 2 R A WA, 0 0 AT LSk P TE R R A RO BERE,
HAEFHHS B RE—LamEE. ERMMH TS, BROBARBRZRMN, H
BAOMDATE A E@ERT 5.

FERM RIS D, XEERTTL B TR, S5R.2 M.

#9.2  (Take Away) WEOEE

Lua 3§ WA T—Faa - 3
StanGUL hua execuable GUI_Loading, lua Aiﬁﬂllﬁkﬁﬂﬂﬂ*xﬁ. REXE MER
i | S ﬁiéﬂ*ﬁ;#ﬂ%ﬁﬁ'iﬂﬂﬁf (BTHRE) 0
GUI_Loading lua | StanGUL lua | GUI_MainMenu. lua LA 2 R S AR logo HATF EN-@
|

StatGUL lua B-TMABRNAMNEME N PRI, tEEEFEA, Axwihil
#, i EashBFE.
StartGUL lua B A9 R AN T Fi7R -

+= This fnitializes the game at startup.
math.randomseed(os.date( "bduiwes") )

+- Load in the support functions
dofile( Scripts\\LuaSupport.Lua”)

--8tart in the ingame screen
AunGUI( *Loading. lua®)

B, BATEM os. date( ) B LBEILEUE RS, TERIARIT RSB — a0
FAYLEMFT. RE, $A LusSupport. lua 3L, €& T IR MR8 R BN, B
J5., RIS 8 ¥t LuaClue BR3 RunGUI 4T F 55 — -3 # W 11 »

#9.2 P H—A I LuaSupport. lua FINeRE S AT A 7EilFE 48 B 60 55 R TR A X684
PR (5 AR S R MO AR e — A SO ) o R, R S N T B R
RE— A, M|MAZCER, Lua RBSBESFFTFANRE, FElRPRTLR
WREEA. FETEERE R, B30 A SN R R — D RETF
#%, 0 Al_functions. lua, Save_game. lua 5§

HETEMEE THEPE 3 4 lua AR, EdkREEEFAMBCHE, RITTLSY
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foF

EEEMRRIT R BRI A, EEEARIFERAARROEL, KIT

HHIAE:
| Riip sy
W B E
W 2R
W e 3R
| Eoi Lo
B EAET AR
LR P ¢ifivict
W BRI

s Fe, BTG Lua BIAR TAERN, HRAHERRIMER,
A EEEE9.3, BI2BAET {Take Away) Heatkeh i R F R lua B A 5 & 6Y

.
#9.3 (Take Away) &MY Lua &
Lax# | WREE T—sam W o
T W ki RS EBRNEA XS, REBE. MR
| SRy
e | B AGQETA SERMEE (RTRE) M

L

GUI_Loading lus | SunGUL lug

GUI_MainMenue. lua

A £ 5 R LB logo $RUS 1757 £ R E

GUI_MainMenw. lua | GUI_Loading lua

GUI_InGame. lu

ERERARSE, RITRFAGEREEEY
WAk, IEA] LLIRTEAOE AR AL I

GUI_InGame. lua GUI_MainMenu. lua

GUI_EndGame. luas
GUI_Esespe. lus

InCame F B EMRAH P B, KB UABF
<Ese > @} Escape # @l 85 HIH BoR End
Game FW0, %57 FEF] B R SUFERY 458

GUI_EndGame. lun | GUI_InGame. lua

GUI_InGame. lus

WREEFRRERNSE, RSN, L
APEEERE

GUI_Escape. lua GUI_InGame. lua

GUI_InGame:. lua

WNEE R, APETEGE ), R
L

GUI_KeySelect. lun | GUI_MainMenu. lia

GUI_MainMenu, lus

L F A e

Text. lua StartGui. lua

BFREFHEPHIETH




it iflua g 68 FH 77

GUI_Escape lus GUI_InGume lus

9.2 (Take Away) WK P A FIREA Lua B4 RATHFE

Y PRFFIRIE S O RRET BT AR CH, SARWAR R, REUTIEE LT #kit
THRERE. MR, KHTATREREESH Lua WAMEILEORH N, RaddF
RAIEFE YR (Take Away) ik, IERITAHCERET,

BAERR T, S XEMEZERFHRF LS RNEE. AR HRHGHEART
B, EREHE R R A R

LA AR ARC RS — e, EABLUTILIE.: B, JCRINYR TSR
RARERWRIFREA, ik, HRATHN—ERBRFERRMA. XAR—6HH
ApitRis, AR S AR AT OD . 6 SR A R AR S 2 S R L R
VL, BRERIICE AR R R MR

B TR A, BRATTEERT LUERTAT 09I H R RS B T OO R O SCH B A e
Y, WA EREART, HEBETHRNFAATE, FRRGRN 0 ek
A AT

REEH—QE, B TEFFASHRPHEEESRAY, SONAFRRfAERE
TIPRETIRE. AR, SMEETF. Al BRESEFRESEVY IR, maTkz
HERFR ., NIRRT, R r2EaCER.
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9.3 W3

[ A LAZE & B (6] R E S 30 ({RFF T CD-ROM £ Chapters/Chapterd/takeawaydesign. doc
ON THECD

M), KBTR TR RIDTEHR 2 Lua PrRM I EE. T EREH
il o

% it 3 ——Take Away

ok Bon e 2002714405

4% #: Paul Schuytema

1. e

# (Take Away) By s, RSB — M Tk, FH-—KEHFHHA, AE
HUEAT, £RFEA, ARTRUACEFEA, SETHMMEAN, HREK,

2. TRif

{Take Away} ERAQRALFAHHEAHR, REALENEE, REWE,

W ARRERE — WA S AT F RSO I R MR R . BN LR
WERRARER R, M FEROWR, 287 EREKARE, AT (Take Away) &
AR, RITARMBHET XROER. REEBLALRH6EE.,

3. HAER

{Take Away} £ PC FEEHH, £/ DirctX 9 B, CUI FBEMEEH C++ 7
£, BREAEER Lua,

C+: s, F#8. WA, Lua £3 . LuaGlue T4 . Ha GUI 245,

Lua: B#4E, GUIRIL, FEELH ., BAKE. BREFMEN, BRIE, i
HFE. AL

WRGEH WA (M) FRRTEEEE 2D BR. FideBRHE 24 i BMP
X,

FENCUIRHHMR: TET. RAHE. XAMAE, #4. ifof 8, #EHA.
BAEA.

FEHATRAT R, ROTAET FH SHRAHAOERES, ART fFaiEF0E T



i #f Lua K& 4 #9350 79

AfE% . HInRY, WEEENBA. X 0T LA THEST F 73R, aTLWBmE
SEEFHENARBEMMETHE.

4. BAILE

WA, EREFAHEA “HT", RENBHALREETF. RRLHA
BFABHTF, BARAN KRS TRUAF R BRAMHT. SR M FHEHEE
B, BAEK. RRTUERMFaAm R, BARAES, WL -HBHLH
HEAREDHRE, AR Y RS,

HAH M NREANENARENFE (ATRXBHERA), #ARKS A
HEEF. RETUHEIAFK, K, AARLHER. BALLARET K,

wREEPHAEE, BLRTHHHR,

LEEMERE, SERAEFRIHFER (FFEMGFPRAHD) .

M B P HEE, AN CESARER, HFASEARAK,

#REAE, RRTUEHNENAS. PROGAYSE, REBWREIW 0ALHL
#ia

ERFFEE AT, RIOABTHRNEE., EXLRARNIEARIFERLE
F, AETHHE CFAT SHESREN A, WT-RIFRER, XN REA T+
JUT. X RERERAERE, $R Lus MARFRFHLURBENES, RSN
HBRETN THEAEHNEESS,

5. ETEMME

TR MM AE T LA KeySeleot R A0y E@ AL, YHANFABR BTN, HR4 @
R

TMEH (B [8/): A#45,

TRAEH (B /) a5,

MRS (RGAZHE) . ¥ EE e R,

FK (B <P>8). LA E—MTH,

BHHEYE (<Esc>1): #F GUI_Escape,

RN TR BT LU T MA A, MARF R LURIEX &L
DS YAER . BRHSNAEREN, FATHNSLERRE,
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6. WRLx®

BREERUNECERR AR AN RSN, DA, Ba, CELE, X8
TLABEHRLTHEREE M

AN AR (REHTHFIRAMN) BREET R RENUE, &6
khHS AT ENER,

RS (RE): HEREHEHEL,

HALA (FE): W3E, ERLMHMT. dHA2ETLEHQBARTA CHE
¥, hEadE (BFRE), RAEERRLE-H, 504,

BB (HRH): BEHNFH TR EFRR., RAERATE—H, 100 4,

BMC (&) AREETAT, HHRE (THE), RAERLTRR. 200 %,

HAD (H): AREEHFH T U (RERDAN), THURSRXK, ©TUHETF.
J A BE AT R — 4. 300 4,

HMF: 616 RFREME, BRTFEHAEANAHT. Y- PRBHTHHAMHER
B, HFHFEENEL.

FH: 1010 MEREMH, FRUTRAFZMOT 6T, CHERBHR,

ERPRIRAN D, RIVFIE TIRIA S W, FHRTEMNMRE, X4 EE
RNETER T &5 BRIk & S b 5 Mt 100 1. 15 i B e FHAx 4
BSEREARTT, R IT A T IR

7. BRRE

Loading: § 7 —BetWeyiRE4E, HEABFAR, B ERE.

Main; BF#48., XAWD, REHEHE (KeySelecr), Fl & (InGame) H#HA
B, RAHRAEAFHAET (FHEFLARENEN). RERF-IFH.

KeySelect: FUURR A4 shiid v £ B4R, npR@TEAR SRR, 4y
J& ] LAAR ] Main R 7H .

InGame: EWFHREH, FHET U —EFZ o4 8, # <Esc> 4 1 H Escape £,
# % 4% M § 7 EndGame £ .

Escape: ¥HMREET, TUURERFHE, HEHA, SFBE Main FE.

EndGame: ZEBWHER KN RLHL, AURFELXECATHATHSH, T
iR [ Main 1,



i it Lua KA o0 I a1

IR AR EE THI RO RHRE. TUFINRERNFRE. AHITS
Al “shERfR" JoH. EXAES, RMNERARSHMY, iMARFRT
LA oo it FF B 1 RS T

MR A R R H A, AERANEIREREE 2 LOFEER
Bh. FEFFEARG, @i ST, HEEE R, EEXFLEBRZNN
BRI — (R AR BT A S A0

—EEIDERE—4 “FEIH", ENERASHEREMARTE. ERERETH
B NSO, AEBRETANTREENE, X HCHRIT R ARAEIME,
AR LN AR A Y T .

9.4 Lua WIEMB

B2 Lon AW REREE, FIOVRAS LF MR, RRANES, EREEN
ARAENAE, P REA R SRR,

Lus AR FAEM CASRS, AP BTUERELARFRRE, 1 Zes, i S
B 9357 (CD-ROM BAI—1 Zeus) , {0/ % dl 40485577 LU BTy OB M M R AL A 0L
Lua g, RAtMA I 8 F R MBS REGR TR . HSRALN T BRMMEE
i Sk AEE, MARFERBEBRERE, K, WA IS SR, 5
TR A 20V SRR 8] T 5 31 e T 4T .

B AL — RO A RIS R T R, 48 B Sk
DURRRIATINE ., SUCRIAER | (R B A4 SRR NS R, Bk W v R
B VB A bug 154 R A0 EL,

A —MEA NIRRT RN — S, NREESINA, SLRNK, &
AT ARSI —BCPE, BT LA £ EL U 0 I 0 2 AT LA . ZE B A I 52 5F
Sorh, R B PR AR R TR 00, SRR o B SR R TR 2L L
TR S R % AR

FAREE T — Lus B (HTML 480) , {R7F7E CD-ROM ) Chapters/Chapler9/ €<>3
Lua_style htm SCAFFR . GERT L FLBSORMESY Lus RIS MR EE T MR L2
P, QIR C AU, 8 FREN LM B — F IR



B 9.3 EVEGHR Lua B4 Zeus B 50 28

FEZRBET S, BRGNS TERAGENE, MERBENM —LME. ¥k,
FER T BIAR AT IR LR, R SR AR R, T

-- (e) copyright 2005, Lantern Learning, LLC
=+ All Rights Reserved. U.5.A.

-- filename: GUI_Esape.lua
-- author: Chris Listello
.- created: April 4, 2004
-- descrip: Escape key InCame menu

AR BT LA SCAFRIRE A, LI Z IS TR, L AT LA B A AY FF B & Bl
e dht, BRATERNESE— T REEMITROTER, 28X TERORH:

-- function: CreateMultText

-- author: Paul Schuytema

-- created: April 1, 2004

-- descrip: Creates a multiline text object
== returns: nothing (process)

function CreateMultiText(locallD, x, y, lines, charWIDTH)

AiEt, AP oRtnfaooicRle®E, RESIETEHN4T, XBNEBML
HEF PR FAREICIZ . ERGE—REN TR, TR REEER RO AR



i ifLua KA &5 T 43

TRE SR BB B, AT RAACE.
L5810 0k, RATSE AT B RMAH TS5 T RSEAE. EARE
EHEAH CD-ROM R A HKIA, RHIMR S AL A BN, JE G B%
EufEEE AT S B AR
CD-ROM iy & TR X s, BEHAT £ RIBDHBWFTANE, Bk, €= >
RAIELH (Take Away) BERRIFFEAT T T— M HERE, ama

9.5 EBE/NG

AR, BHERTEN, BIALNET —2x@miditfll, REAHRTHE
{Take Away) BPARFEMN Lua lZ, £XMHBP, BRIOREFZETHREIXY, B
DA T R R

FF—fEF, BIOBTENAER Lua FEART L MBS,



il
{ii } Lua b PR JifF X% B3

FHER
W R

W oAHEE

W A Lua {77 84

Lua fEHREFF R P @ —RIRCHIFHER B AR N 37 . BARRBENEET R,
B M R L, TERA AT, R S S I R AR AR R AT LU
FIRZS BT, R EERF BRH FFais H E AR L. Le &
T AR FRAFERGE I . BT IRl O BAR B, R R A MR .

FEARTR, WAHET MeinflH Lus 28 B FAETF RO T P SR, LA BN i i 3
FEARTFI AL .

10.1  fEERAUISRR B

JLE ARG R R E SRR, — R B LI, I (Space Invder)
(RZEREHS) . (Asteroids) (EBEEES), fEiEfint AARCOEE, Hhad TER
M E. EEABCER, W (Doom3) (HKAEL3) BE {Neverwinter Nights) (E%
20, BV EE KRBT E.

A BBARTE C ++ STEURHAMEI I, R — F 3D B AFRBRER, 48— s
AW, HERE TR BRI R AR E R SRS, AR
BEMTHIBCE [ SR 3D A6, R BRE A LTSRS AR, e

D {Space lnvader) 51978 fEg B RS A Al RITHBINEAR, hEMEE &I
2 {Asteroids} B Arari 2T 1979 BT M, TR R LR R R LB i



& ] Lua #¢ 28 58 2% 58 85

EMETE A, Fefum B R .

PRI R 3D Bk, RAT A I T R R A R A SR U,
AR R B ROR R AL, (O TR ZATHREIM 3D 53— AHRE i ek,
ST A RE AR A G Loa FRAEEH. Bexkfm O d —Leih ik, A, RAM
Folg, EAEERIAOM, S0 THAR, BRI A BINE R R TR S
2, weamSulhEae mke, REERE, ekl REREE L FiEd, EHN
AEEBIE.

10.1. 1 KECMIIETF
IERRATE B2 AT {Asteroids) WerBAYH £, HUEHTICH IR RS JBERE, TEFEH
A RARRT ATE R AR JE R4, BUE ) H AR R S R R R N R A NT R, B
0.1,

FE 10| SS{us gl Asteroids B BERRAR I

HINFERE X T UM ERETHEE. VB, TaEsh. MEERRY
2, TE2D WA, oy BIRIGE TR S ELH AR, rmERR R
aRRE (AN . 76 (Take Away) BExRh, FAIPRET WARGY8 A, &1
HiZ4s°. Ak, FERIIGWIET, FEER] -8 HHT.

Ha R SRR, WEAR R (FFHE (Take Away) BEaleh CARRYB B
LT (Astervids)) o 1E (Asteroids) WERH, BUE L FHEvE, 24 CHM—1THsnh.



86 FOUE 3

B e YA TS AEE SR S ROIRAE, BTRA B i TS, TRAREl S — e
A AT (MEHEEMTE) . Y ORI RRRS RSl E.

TEdEREH, Y RAERE R BRI, REREEN T R e R R T I, 7
SEFEAFEATEES. REITLHEEA BB R AL B R oy H, KilETE
R e AR A R R

weo EETTEHRERN, EREEER: SN CRERNRES M s, Hik, FEM
"™ Lue B A BCER, VBT R T AT (5% CD-ROM 1) chi0_1. lus
L3 -

myShip = {}

myShip.Xposition = 100

myShip.Yposition = 100

myShip.Rotation = 0

myShip.Xthrust = 0

myShip.Y¥thrust =

myShip.ShowThrust = false

FFti e flE myShip %, EAEREFRETE, BREEHNELRECET (£
FAIRBIF A, HaRHRE 200 x200 0K, CHEFREDE) . BITHEMA Lua FHHET
st BRI SRS P R WA MR B 3%, JRJ5 FHEE R T T Y o Ak B 57 S 4
-t WA

function: UpdateShip(theShip)

theShip.Xposition = theShip.Xposition + myShip.Xthrust
theShip.Yposition = theShip.Yposition + myShip.Ythrust
DrawShip{theship.Xposition, theShip.Yposition)
if myShip.ShowThrust then

DrawThurstImage()

end
end

XA, (RS R SRR E R B A bR, RIS RO A A, B
Kl R & B, WRRSSHIEE (N CR k) .

FIAHR SRR AR, ROV T RAEME L CASIE O HLE . thohE T i%
¥, BRI T aY, R TCAR R M SR Xthrust H] Yihrust 8945

BAE-TFHAEF, WREREEEN M, A A EE AL,
AT Lua HeAbE?

AT mMRM:
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myShip = {}

yvalue = 60

for index = 1,5 do
myShip[index] = {}
myShip[index].Xposition = 100
myShip[index].Yposition = yValus
yvalue = yValue + 20
myShip[index].Rotation = 0
myShip[index].Xthrust = 0
myShip[index].¥thrust = 0
myShip[index].ShowThrust = false

end

XA Frh, BT Lua ZHRZOREN A T 5 8 O, 76 for 15380, i
AT E TRBE (yValue), ibEfHERISF. BF] LIS ANEE, AIFANEMNRN
FEF AR A

UpdateShip(myShipl2])

tEAIA, FRAIEAT S B P 2 ME Rk wble, 7ERYPT| IR RHE X
TR LR R T,

068 P S A 4 R S R P LA B R 090, BB A B RT LA Lua #3E
HYRBRAER MR A R . Slin, fERA1 S MO, A0SR 3 MBS, ALl
R T EA TR BERE .

table.remove(myShip, 3)

WA SRR 3 OB TR, HFEHET nyShip £,

INREAERPAEINEAT, TELEA table. insent( ) ¥, {HAAIRIERE A ML IEHEY 2
A, B% myShip #PHEPTEEE MR, BEHEXS, BINTERARLERNEE, &
& FHEgmel:

table.insert(myShip, {})

BEABAE myShip RNARBATR, AEEARKRREELMMEME. 25T
B

lastEntry = table.getn(myShip)
myShip[lastEntry].Xposition = 100
myShip[lastEntry].Yposition = 100
myShip[lastEntry].Rotation = 0
myShip[lastEntry].Xthrust = 100
myShip[lastEntry].Ythrust = 0
myShip[lastEntry].ShowThrust = false
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ke, PRt aT LR F ke .

table.insert(myShip, {Xposizion = 100, Yposition = 100})

LR, R REAE R RE, SR ARE AL, AT E T EREHER
g

10.1.2  {Take Away) BIITER L4
RAIE &S THAR {Asteriods) MM BE, BERTT (Take Away) iX-MiFAR.
FERHRS, RIRE—TCH, CIARAM (Asteriods) 2L, BAF AR, 7
B BOEC R AY B OB, {CENAE LuaSupport. lua JCARRY initialSewup( ) FREH . 4HY
W 2EH{UEI R 10,1,
RWHAL 101 InitialSetup| ) &8

function InitialSetup()
--Sets up key data for the game
--Initial player values
myRorarion = 1 --Player's roration (#)
myX = 380 --Player's x coordinate (#)
myY = 280 --Player's y coordinate (#)
myXThrust = 0 --Player s thrust along the x-axis (#)
my¥YThrust = 0 --Player s thrust along the y-axis (#)
alive = *yes" --Player s life status (“yes' or “no")
--Initial limits .
respawnInterval = 20 --Number respawnCounter must reach to respawn

player (#)

--Initial setting of counters

respawnCounter = 0 --Player's death period (#)
score = 0 -«Player's score (#)
timeCounter = 0 --Passage of time (#)

targetDoneCounter = 0 -.Targets stolen by enemies (&)
--Preferred game speed

refreshRate = .1 --Seconds between timer expirations (#)
--Initial GUI setup goes here

end

FEL R, AT A A RO FF B 0 SRR (MM T . FERBF I
YA R TR, 55k, B T bk E N 8GR .
TE Lua f4c o, QUS4 HFRRTT R 8 F f 00 b 10 o8 R — RSP B Bk . SRR



1 M Lua A S &9

PR L EER AL BN e — T R BP, FTRLEA PR 5 He7E 7 O RHRIE A A
HEHRMGRE, B, &F 8T RAE RS RBGEIRIEH P R R, W
AR RIS T Wk iR,

R iR AR R H, ET EPFRABE T AR CULEN, I AEEER
B renlEEE, Ea s L.

10.1.3 HMBE
RC S5 TS BHRRESE, BER 2R B IR S 0P A0 NS 11

EHIE. ERLASARs R R R R, BriAaT LS AR IR E A 1 SUTE table .
SR BEEIHLEMMBE, % FTEASRE:

function EnemyInit()

enemyCount = 5 --Number of enemies in the game
myEnemies = {} --Creates myEnemies table
--Greates table, one entry per potential enemy
for indx = 1,enemyCount do
--CredTes a table To nold the gata for eacn enemy
myEnemies[indx] = (}
--now initialize the enemy
EnemyRespawn (indx)

end

end

ARG TR RS W BRI, FFEE T RN, R,
FL#E AT EnemyRespawn () i SO FEHE .

EnemyRespawn () 68 U0 BTE0 2 S AUME, FAHEEIRY &) 402 20 T 3 4 iU T 4 Sl
HIR A AR A wable, 57T LLALX T oM — U R EITAE LR RO (NG
1)), RBAIAR T SERMEL 0.2,

W2 10.2 EnemyRespawn| | &%

function EnemyRespawn(indx)

--Fills/refills myEnemies table asccording to indx

--indx is the myEnemies tabls index assigned to the enemy
--Initial values
myEnemies|indx] . XTHRUST = 0
myEnemies|indx] . YTHAUST = 0
myEnemies[indx].ROT = mach.random(1,8)
myEnemias[indx).ID = 14+indx --Starts IDs at 15



ERES

myEnemies[indx] .E_TOW = “no*
myEnemies[indx].FIRE = O
--Randomly selacts side of screen to enter from
entrySide = math.random(1,4)
if entrySide == 1 then -=Left
myEnemies{indx].EX = math.random(-40,-20)
myEnemies[indx].EY = math.random(-40,820)
elseif entrySide == 2 then --Right
myEnemies(indx] .EX = math.random(800,820)
myEnemies|indx].EY = math.randoa(-40,620)
alseif entrySide == 3 then --Top
myEnemies(indx].EX = math.random(-40,820)
myEnemies(indx].EY = math.random(-40,-20)
alse --Bottom
myEnemies(indx].EX = math.random(-40,820)
myEnemies[indx].EY = math.random(800,620)
end
--Datermines enemy's thrust, reaction, and firing abilities based on
time
--Reaction time decreases as REACT decreases (must be at least 1)
--Maximum thrust increases as MAX increases
--enemyFireInterval (#) compared to FIRE to determine enemy shooting

(see EnemyFacing(indx) function)
if (timeCounter >= 0) and (timeCounter < 100) then
myEnemies|1indx] .REAGT = 5
myEnemies[indx] .MAX = 5
enemyFirelnterval =
elseif (timeCounter >= 100) and (timeCounter < 200) thten
myEnemies|indx] .REACT = 4
myEnemies[indx] .MAX = &
enemyFireInterval = 8
elseif (timeCounter >= 200) end (timeCounter < 300) then
myEnemies|indx] .REACT = 3
myEnemies|indx] .MAX = 7
enemyFireInterval = 7
elseif (timeCounter »>= 300} and (timeCounter < 400) then
myEnemies]indx] . REACT = 2
myEnemies[indx] MAX = 8
enemyFirelnterval = §
elsaif (timeCounter >= 400) then
myEnemies[indx] .REACT = 1
myEnemies[indx] .MAX = 8
enemyFirelnterval = §
and
--Randomly selects the Al type
myEnemies[indx].TYPE = math,random(1,4)
--greate the sprite and place here
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AT IR E T EA R4S, HF HebB TRV TR, 1D @AT R GUL &
8 (THEEREARE), X4E—/ ID RN TLAZGH BRERAERFEIERE
sprite,,

TSRO A R, WAL 600 x 800 & RAMRHREE, B
MERFIEREM, ILEMEMACHTNEARRE. MILEEFRRG—G, HiE—
A fly SEMENER, LENET-WEFNSRERE L (MREERBARTD
o

RTRTENVMEE LT RSH, 512 S48 —5R%, Mki, REMHET
AR LEA M, BEGE T FRHE T EMe R,

RJE, RQNRET OB, WA 4 AR NI, RITMVLEE R, 5%
TSR, MM GUI sprite ERAEA, 7EH 11 WAHLRMRN.

10.1.4 #AHMIE
BEFESEHEERARERERIMRP AT, EIRTF RO RTS8 M4
T, SREHPIERRERN (RN FR) . BRI T @A G EH, TS5
PR 10.3,
fEINE10.3 MRAMSEN BN

function TargetInit()
--Creates and fills myTargets table
myTargets = {}
targetCount = 8 --Number of targets in the game
startID = 2000
startX = 360
startY = 260
--Creates/fills table with initial values
for indx = 1, targetCount + 1 do
myTargets|[indx] = {}
myTargets[indx].T_ID = startID
startID = startID + 1
myTargets[indx] . T_TOW = "no*
myTargets[indx].T_X = startX
startX = startX + 30
if startX > 430 then
startX = 380
end
myTargets[indx].T ¥ = start¥
it indx > 3 then
AT indx < 7 then
startY = 200
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else
startY = 320
end
end
end

--now delete the middle target, so the player can spawn in
table.remove(myTargets, 5)

--Greates targets {(as sprites) and places them

end

BRBOT I THTORAREE, MEEAT 3 IBRERE x fy S45fl, —
o MG, BRATAT 9 EHEOHT, ZREMAMN M, GEEEEFMERE S 8
F (PEEHEA), B8 - NHEBEHER, XHERTAEREPRERRRS CE, I
B 10. 27

0.2 {Take Away} #ealchahi¥ 0 BIHHL

10.2  KEIESR

RNCEH B TEFEAH Loa 097 9 808 & HORGRIT IR B ET R BE. X F@&
{Take Away) SCEFATRLEHRAEY, X MRBHEAFM I E. BT AR R KDL
WR SEH— SRR A E A OB RS ERAKROEIE, TR, Luad
TEABCHAE R BT E TR,
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10.2.1 FpIHIE
— R R Y AR R T AT 2 FI R Microsoft Excel 33 FF fOAMB TR RIFEUE. BR
- FiflEE 1000 A~ NPC (JEBLREARIME) HETRRE, ELFHELT, AR LH
MTET . Rk, BFATEFET RN Ecel UHFEEIER AR,
RATAT AR Lua SR T MAERAMRE N CSV L (BEMESRFY
JofR), BTLIRE S A Lua SEATIHRIFEIARM . BE 103 AR R,

B 103 Excel #508Y 1 0LAY M {80 F L

XA, BTREE, HTOMARME. RITTLUETES Lua E&ﬁ}\s‘f_ﬂ.’z
% CSV CHRI A Bl S (£ ch10_2. lua fAB3CH)

function GetLines(filaName)
indx = 0
mylLines = {}
for line in ip.lines(string.format("%sks", “c:/lua_scripts/*,
fileName)) do
indx = indx + 1
myLines[indx] = line
end
return indx, myLines --rsturns number of lines and lire table
end

SHELIS (PIFEREE NSRS, A TUEEEE) . REBCE X HMTHN

—ak, BENEAE TEITNRETR.
SRIGTREIER T ERET B ITRTT, IR R AT B, &% T matme:
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function GetValues(myString)
mm = 0
valuas = {}
if myString == nil then
while string.find{myString,*,") -= nil do
i,j = string.find(myString,",")
num = num + 1
values[num] = string.sub(myString,1, j-1)
myString = string.sub(myString, j+1, string.len{myString))
end
num = num + 1
values[num] = myString
end
return num, values
end

TR R, RIMEAFH (RIAEANBITHREETA) .. 8 string. find ( ) si¥
EMTER M FAFER PR B T —E S, MRS AR string sub () B¥EEMELE S HT608(E.
ZEBRREEAE ST, AR M. BYER PRI EMA L A E T
FRASE N . PSR BT R LLE F P iR b LT BT AT 89 CSV X, Rk
REARM I, REEHSRE, B ATRENS, 25 EMRAMEE.

R EEOE A TRIRA AR RR AT RS, R HRIHTEHRER, Ao
A[LTEE RGBT A H], A chl0_2 lua EBICH (¥ dofile( ) k), iEFT Load-
Cheracters( ) R¥L,

function LoadCharacters()
myCharacters = {}
numLines, alllines = GetlLines("datal.csv")
--load labals (the first line)
count, mylLabels = GetValues{alllLines([1])
--ignore line 1, it's got the labels
for dndx = 2, numLines do
count, charHold = GetValues(allLines[indx])
myCharacters[indx-1] = {}
for indx2 = 1, count do
myCharacters[indc-1][indx2] = charHold([indx2]

end

end

--now print them

for indx = 1, 3 do
for indx2 = 1, table.getn(myLabels) do

print{myLabels|indx2], myGharacters(indx][indx2])

end

end

end
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FHREIEREREA TR, BEAR - Z8E, BEITHHESMAMET
REAREE, ATRAEH, il Lus fd RO T RR R, (R1F. AR R IR Sl 2
EAS 1

AR MR BT FOR, RIOAMALETR. F—-MopieiEe T+
ARRE, TR FBUE S B AR, WRERMRS], XF TR AT LA P Lua
R AR AR R, R ERARTRSRKE N EE (WA myChancters
[charNum] [ fieldNum] Bt ff fit(E, X8 fieldNum (RFR A REMRT) . LR FE
ARIFOREE, Ao O R L e

TR Lua o LREE M BES, TEHUARSH S 40 ki 23 o — e A,
AT AL AR5 i 3T A 5 K. AT WT A2 myCharacters [ charNum] . strength #77
AR A8 TR (.

53 T A0 F e F A s b W TR RO, TR ATTRE AT LA TR R P AA T
RS, AR EA A AREETEEE, I H US> Ea e eE e i s,
L InFR A AR BT AT 9B — s Rk aO 4b IR, BT LA Excel B9 20 Bl R 808 217 HE
¥ HERALEA IR WL R ALIE 800 LA L i NPC M5, Fefi1a] BB S R AR I
i, B R AR B b e s

10.2.2 lLua BXMMEH

AMEEZASFATELMKE, RMERLMES (Flin, £ “X¥" fuPHFE
HPFIENESBH) . KRR T, HEE Lua B4 e S0 A B SME T HE
Jril. W Lua EACHGE, FTRLAEMPIRIRAES S, TR S T (T W4T FOH8 0
W, B% T s H.

pokerPlayers = {}

index = 1
pokerPlayers([index] = {}

pokerPlayers[index].Name = “Ralph Hollywood®
pokerPlayers|index].Gender = "Male"®
pokerPlayers[index].Model = *poker_player_02.mlm"
pokerPlayers[index] .Skin = “poker_player_02_blue.bmp'
pokerPlayers[index] .Anim = *sit_idle_male"
pokerPlayers[index] .CurCash = 550

pokerPlayers[index] .Aggressive = 1

TEX A F o, BATEIE T —1 pokerPlayers 1%, JEH(LFEHTAR Texas HoldEm bz
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MM XmEEE, RERERIIN 1|, ZFHA pokerPlayers[index] = { | i ] AH
Fheo

BIEAUET TR, REWT LIRS R RS SR A xR
PULAER, AR TFRAREfaUs, BAEIZALRARRNY, XLmikR s
THE, HREAAAL, WEA, LSBT, £ Lua o QA0 MR R 0
ik, fERBEEANMENE S RFEE TR

AT RRARE, RO LS 70 AR TRMENARE T
BREATAREE

pokerPlayers|curPlayer].CurGash = pokerPlayersicurPlayer].GurCash =
curBet

MREEERE (RS R HEaE), ROATEEHRRAK A Lua XK,
Xt FARMARENAE, TR ipairs i R 8L, S5 F HARH -
function PrintAll(t)
for 1,v in ipairs(t) do

print(*Player #:°, i)
print(v.Name)

print(v.Gender)
print(v.Model)
print(v.Skin)
print(v.Anim)
end
end

TSR A pokerPlayers “HERBILA RS, ELBI EREATA TE B B E R0
index (i) Ml value (v). iX&, BBIOBEAS R R, B LGETE 4 B R
-

10.3 (FH Lua BEBREE

FATHH Lua RAFMBRIFRMIIE 2 /G, BT RRINFE DREFMEANRHLLE,
hr b, AN AER R, ARERZERET A Lue X,

— MR & LI EIR G AN R ARG EEEA . DREEA C ++ BRMER
RV B, TURFHEEES, HE, RITET&LPRFGEERTEN (E0HE
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FABEL) . XAHR, BFRTEFERTERAMELHEOER, RITAEFEHAL
B4 45 V8 il A BARFE A B R BB A T B

BT, RATRE Lua AT &ZE, B0 LUFA Lua fEH 170 T e BEEEE &
o RMHGRESHAEERRA T S0 EE, LRl LA dofile( ) A%
#7T.

T TR 5 B L0 AR R .

myFile = io.open{"c:\\lua_scripts\\test_savegame.lua®, "w")
if myFils -- nil then
myFile:write(®-- Test Lua SaveGame file")
myFile:write{string.char (10})
myFile:write(string.char {10))
myFile:write(string.format("%shs", *-- File created on: *,
o0s.date())) -
myFile:write{string.char (10}
myFile:write(string.char (10})
myFile:write("myValue = 10°)
io.close (myFile)

end

R ETTXBAA, S EE Y Lua SO
-- Test Lua SaveGame file

-- File created on: 02/23/05 15:08:27

myValue = 10

BRI, AEEBY Lua SCEFREAT LA dofile( ) BLEEA . TATIF E M0 2IL
XMLMHEAM, BEEETA MRS TRE. R EEFRE (Take Avay)
WG TRARHUC S e Rt AR AN R B -

--Initial player values

myRotation = 1
myX = 380 --Player's x-ciordinate (#)
myY = 200 --Player's y-coordinate (#)

myXThrust = 0 --Player's thrust along the x-axis (#)

myYThrust = 0 --Player's thrust along the y-axis (#)

alive = "yes" --Player's lifs status ("yes' or "no')

T e BB WA PR R, AT AT LA — 1] B Y o B8 £ £ T e A ]
PSR EAMREF Lua SCfF. RIS AT S5 {UE I R 10.4,
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ENR10.4 HERETFNY Lua THOMNF

function WorldSave()

myFile = io.open{*c:\\lua_scripts\'\sample_savegame,lua®, "w")

if myFile -= nil then
myFile:write("-- Luf SaveGame file for limited Take Away data”)
myFile:write(string.char (10))
myFile:write(string.char (10))
myFile:write(string.format("%s%s", "-- File created on: ",
os.date{)})
myFile:write(string.char (10))
myFile:writa(string.char (10))
myFile;write(*-- ship data values"}
myFile:write(string.char (10))
myString = string.format("ws%d®, "myRotation = *, myRotation)

myFile:write(myString)
myFile:write(string.char (10))
myString = string.format('sshd”, “myX = °, myX)
myFile:write(myString)
myFile:write({string.char (10))
myString = string.format(“%s%d", "myY = *, myY)
myFile:write(myString)
myFile:write(string.char (10))
myString = string.format(*%s%d®, "myXThrust = *, ayXThrust)
myTilewrite(myString)
myFile:write({string.char (10)}
myString = string.format(*%s%d”®, *myY¥YThrust = °, nyYThrust)
myFile:write(myString)
myFile:write(string.char (10))
myString = string.format("%s%s%s", "alive = \*", alive, "\"")
myFila:write(myString)
myFile:writa(string.char (10))
io.close(myFile)
end
end

AR, FENETARERTFOERENFAT X, & IrErsa Eams
B Lua IRAIAFATE, OTRAJEETTIT ISR A, FRAT# A string. formar( ) R8O fi 44
¥, EESRYCKEWS, XBREGEFHRNTRMTIE. BT ERGER L T, EF
TR PLBIERRFSCER () W55,

AR R R -

- Lua SaveGame file for limited Take Away data

-- File created on: 02/24/06 16:30:58

ship data values
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myRotation = 1

myX = 390

myY = 290

myXThrust = 0

myYThrust = 0

alive = "yes*

{4 dofile( ) EEEHITIEMA )G, SRE\EMFNEATR, HRANTIHEER—
B EEFOT R, WTRARA R AR AR, LR o R R R

MEFANVHE I BT B IARRF R, LURA (Take Away) IFFRE 18 BFAT #E .
BEABMAREK (SHAMER 105 ~ RBFR 10.9), FURISE-TIETPE(]
B,

TERBATR—8Bar, MEHAEIHT A session 58 (R iEMERIFQEREAR).
RIE, W EAE LT RS e R B . AR AR R myValue {RAFH(E,
I string. format () BR¥CH write Sy 458 HES R

REFRLI10.5 WRFEFES (8 1859)

function SaveGame()
--8aves tha current game

gSavedGameDate = os.date("%wm/%d/%Y SI:%Mup®)

--Greates the pathway for the file

local fileMame = "Take Away Saved_Game"

--Writes the current game to the specified location

myFile = io.open(string.format('xsksks®, "SaveGamesi\®, fileNams,

*.lua®), ‘w")

if myFile == nil then --File exists
myFile:write("-- Take Away save game file");
myFile:write (string.char {10))
myFile:write(string.char (10))
myFilo:write(string.format(*%a%s®, *-- File createc on: *,
os.date(}});
myFile:write(string.char (10))
myFile:write(string.char (10))
myFile:write("--Initial player constants”)
myFile:write(string.char (10))
myValue = myRotation
myFile:write (string.format( %s%d", "myRotation = * myvalue))
myFile:write(string.char (10))
myvalue = myX
myFile:write(string.format("%skd”, "myX = ", myvalue))
myFile:write(string.char (10))
myValue = my¥
myFile:write(string. format( %ssea”, "my¥ = ° myvalue))
myFile:write(string.char {10))



100 FloF

myValua = myXThrust

myFile:write(string.format( %s%d", ‘*myXThrust = " ,myValue))
myFile:write(string.char (10))

myvalue = myYThrust

myFile:write(string.format('%s%d”, *myYThrust = ",myValue))
myFile:write(string.char (10))

myValue = alive

myFile:write(string.format( %s%shs%e”, "alive = ", string.char
(34), myValue, string.char (34)))

myFile:write(string.char (10))

myFile:write(string.char {10))

myFile:write("--Initial limits®)

myFile:write(string.char (10)}

myValue = respawnInterval

myFile:write{string.format|*%s%d", "respawnInterval = * myValue))
myFile:write(string.char (10))

ite("--Initial setting of counters®)
myFile:write{string.char {10))

myValue = respawnCounter

myFile:write(string.format("ss%d", 'respawnCounter = * myValue))
ite{string.char (10))

myValus = score

myFileiwrite(string.format('ss%d", "score = " ,my¥alue)}
ite(string.char (10))

= timeCounter

myFile:write(string.format( ss%d", “timeCounter = * myvalse))
myFile:write(string.char (10))

myValue = targetDoneCounter
myFileiwrite(string, format( %s%d", "targetDoneCounter =

*, myValue))

myFile:write(string.char (10))

myFile:writa{string.char (10))

myFile:write{"--Preferred gime speed”)
myFile:writa(string.char (10})

myValue = refreshRate

myFile:write(string.format( %s%.2f", “refreshRate = * myValue))
myFile:write{etring.char (10))

myFile:write(string.char (10})

PR T — ARSI 4 th myEnemies 3¢, @3 Lua BI7R3-H i RATETH key A value, [HY
RPN EE, AL s R, AR B,
RERE10.6 HRRFEY (W2 85)

myFila:write("--Enemy infornation®)
myFile:write(string.char (10))

myvalue = enemyCount

myFlle:write{string.format( Se%d®, "enemyCount = ", myValus})
rite(string.char (10))
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myvalue = enemyFireInterval
myFile:write(string.format("%s%d*, “enemyFireInterval =
* myValue))
myFile:write(string.char (10]}
for indx = 1,enemyCount do
myValue = myEnemies|indx].ID
if type(myvalue) == ‘number* then
myFile:write(string.format( %s%d%s%d", *myEnemies[",
indx, "]1.ID = ", myVelue))
elseif type(myValue) == "nil" then
myFile:write(string.format( "%s%d%s”, "myEnemies|®, indx,
*].ID = nil"})
end
myFile:write(string.char {10})
myValue = myEnemies|indx|.XTHRUST
if type(myValue) == “number® then
myFile:write{string.format( %s%d%s%d", “"myEnemies[",
indx, ").XTHRUST = ", myValue))
elseif type(myValue) == 'nil" then
myFila:write(string. format [ “%ws%dhs”, ‘myEnsmies(", indx,
"] .XTHRUST = nil*})}
and
myFile:write(string.char (10))
myvalue = myEnemies[indx.YTHRUST
if type(myValus) == *number’ than
myFile:write(string.format( *%shdeshd®, "myEnemies[®,
indx, ").YTHRUST = *, myValue))
elsaif type(myValue) == 'nil® then
myFileiwrite(string. format("hs%dus”, *myEnemies(”, indx,
"]-¥THRUST = nil*})
end
myFile:write(string.char {10))
myvValue = myEnemies(indx).EX
if type(myValue)’ number® then
myFile:write(string.format( %s%dsshd’, “myEnemies|",
indx, *].EX = *, myValue))
elseif type(myValue) == 'nil" then

myFile:write(string.format | "%s%dhs’, "myEnemies[®, indx,
"1.EX = nil"}}

end

myFile:write(string.char (10})

myValue = myEnemies[indx].EY

if type(myValue) == “number” then
myFile:write(string, format("%shdhs%d®, “myEnemies(”,
indx, "].EY = *, myValue|)

elseif type{myvalus} “nil* then
myFile:write(string.format( %s%dvs’, *myEnemies[*, indx,
*1.EY¥ = nil"))

end

myFilemwrite{string.char (10])
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myValue = myEnemies|indx].ROT

if type(myValue) == *number® then
myFile:write(string.format(*%s%dyshd", *myEnemies(",
indx, *).ROT = * myvValue))

elseif type(myValue) "nil" then
myFile:write(string.formet( %s%d%s", "myEnemies[", indx,
"1.ROT = nil®))

end

myFile:write(string.char (10))

myValue = myEnemies[indx].FIRE

if type(myValue) == “number*® then
myFile:write(string.format( %s%dushd’, "myEnemies[”,
indx, °].FIRE = *, myValue))

elseif type(myValue) == "nil* then
myFile:write(string. formet( %s%d%s", “myEnemies(", indx,
*].FIRE = nil*))

end

myFile:write(string.char (10)}

myValue = myEnemies|indx].E_TOW

if type(myvalue) == “number® then
myFile:write(string.format( %shdhshd”, ‘myEnemies[”,
indx, *].E_TOW = *, myValue))

elseif type(myValue) == "string" then
myFile:write(string.format{ "%shdbshenshs”,
“myEnemies[",
imdx, *].E_TOW = *, string.char (34), myValue,
string.char (34)))

end )

myFile:write(string.char (10))

myvValue = myEnemies[indx].MAX

myFile:write(string.format("ss%d%s%d", "myEnemies[", indx,

"1.MAX = ', myValue})
myFile:write(string.char (10})
myValue = myEnemies[indx|.REACT
myFile:write(string.format(*%shduskd®, "myEnemies[”, indx,
*]1.REACT = ", myValue))
myFileswrite(string.char (10})
myValue = myEnemies[indx].TYPE
myFile:write(string.format( %shduskd®, "myEnemies[", indx,
"]1.TYPE = ", myValue))
myFile:write(string.char (10))

end

myFile:write(string.char (10})

myFile:write(string.char (10})

T AR SR T 0 myEnemies FMEIRI T, $ith myTargets 32+p BT A7 #1049
BiEo
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myFile:write(*--Target infornation®)
myFile:write(string.char {10})

myValue = targetCount

myFile:write(string.format("%s%d", "targetCount = * myValue))
myFile:write(string.char {10})

for indx = 1,targetCount do

end

myvalue = myTargets|indx .T_LD

if type(myValue) == "number® then
myFile:write(string.forsat( %s%d%se%d”, "myTargets(”,
indx, "].T_ID = ", myvalue})

Blseil Type(myvalue) == ‘nil° tnen
myFile:write(string, format ("%s%hdbs®, "myTargets[®, indx,
*].T_ID = nil"))

end

myFile:write(string.char (10))

myValue = myTargets[indx).T_X

if type{myValue) == "number® then
myFile:write(string.format( *%shdbs%d’, "myTargets|”,
indx, "].T_X = ", myvalue))

elseif type(myValue) == 'nil" then
myFile:write{string.format(*%s%d%s”®, ‘myTargets(”, indx,
T1.T_X = nil"))

end

myFile:write(string.char (10))

myvalue = myTargets[indx .T_Y

if type(myValue) == "number” then

myFile:write(string.format({"hshdesed”, "myTargets[”,
indw, *).T.¥ = *, myValue})

elseif type(myValue) == 'nil" then
myFile:write(string.format( %s%des", “myTargets[®, indx,
"].T_Y = nil®))

end

myFile:write(string.char (10})

myValue = myTargets[indx].T_TOW

if type(myValue) == ‘number® then
myFile:write{string.format(“%s%d%s%d®, "myTargets[®,
indx, *].T_TOW = *, ayValue))

elseif type(myValue) == *string* then
myFile:write(string.format | "%shdhckshshs ",
“myTargets[®,
indx, "1.T_TOW = ", string.char (34), myValue,
string.char (34)))

end

myFile:write(string.char (10))

myFile:write(string.char (10))
myFile:write(string.char (10})
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T2 myProjectiles %, it ETH B9 key H value. 25 /7 @ EEERE OB (L7 o B0,
T LS B A 1) key/value 89 FHEIF, ZESUA RPN ARTEHIIF NG, 0T LLEE—
i, Gl EA R R MRE e A R R R LR, SR RTR AT
HEFE CSV SR R BGRRE .
REWL10.8 BURFIH (W48

myFile:write("--Projectile irformation®)
myFile:write(string.char (10))

my¥alue = pCount

myFile:write(string.format(*es%d”, *pCount = * myValue))
ite(string.char (10))

= pIndx .

ite(string.format(‘ss%sd”, ‘pIndx = *,myvalue))
myFile:write(string.char (10))

myValue = playerProjectiles

myFile:write (string.format("%s%d", "playerProjectiles =
* myvalue))
myFile:write(string.char (10))
for indx = 1,pCount do
myValue = myProjectiles|indx].PROJ_ID
if type(myValue) == “number” then
myFile:write(sTring.TOrmat | “sSsawssa’, "MyFrojecriles|’,
indx, *].PROJ_ID = *, myValue))
elseif type(myValue) == 'nil" then
myFileiwrite (string. format("%s%d%s®, "myProjectiles|*,
indx, *].PROJ_ID = nil*))

end

myFile:write(string.char (10))

myValue = myProjectiles|lndx].PROJ_XTH

if type(myValue) == "number® then
myFile:write(string.format | "%s%d%e%d’, "myProjectiles[®,
indx, "].PROJ_XTH = ', myvalue))

elseif type(myvalue) == 'nil® then
myFile:write (string. ‘ormat("%s%d%s*, "myProjectiles[*,
indx, "].PROJ_XTH = nil®}}

end

myFile:write(string.cher (10))

myValue = myProjectiles[indx].PROJ_YTH

if type{myValue) == "number® then
myFile:write(string.format( %sskd%std’, “myProjectiles[”,
indx, "].PROJ_YTH = ', myValue))

elseif type(myvalue) == 'nil" then
myFile:write(string.’ormat{"%s%d%s", "myProjectiles[”,
indx, *].PROJ_YTH = 1il"})

end

myFile:write(string.char (10))

myValue = myProjectiles|indx].PROJ_X
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if type(myValue) == “number® then
myFile:write(string. format('%ss%d%s%d”, “myProjectilss(”,
indx, "]1.PROJ_X = ', myValue))

elseif type(myValue) == 'nil® then
myFile:write(string.format( ssha%s’, “myProjectiles|”,
indx, *].PROJ_X = nil*))

end

myFile:write(string.char (10})

myValue = myProjéctiles[indx].PROJ_Y

if type(myValue) == *number® then
myFile:write(string.format (*%s%d%s%d®, "myProjectilas[’,
indx, *].PROJ_Y = *, myvalue))

elseif type(myvalue) == 'nil" then
myFile:write(string./ormat( %s%ds’, 'myProjectiles|,
indx, "].PROJ_Y = nil")})

end

myFile:write(string.char (10))

myValue = myProjectiles|indx].PROJ_SHIP

if type(myValue)} == “number” then
myFile;write(string.format(*%s%dus®d”, *myProjectiles[”,
indx, *].PROJ_SHIP = *, myValue})

elseif type(myvalue) == 'string” then

myFile:write(string. format( “Sshdba%shshs”,

‘myProjectiles[*, indx, *].PROJ_SHIP = =, string.cnar

(34), myValue. strino.char (34)))

and
myFile:write(string.char (10))
end
myFile:write{string.char {1D])
myFile:write(string.char (10])

B — R RAL AN MRS E GUL I, b HE BB A, BT LR A< R AL
HRE.
RERP10.9 HREFEN (H585)

myFileiwrite("--Initial GUI setup”)

myFile:write(string.char {10])

myFile:write(string.format( $5%shsbata%skststishs”,

*ItemCommand (GUI_INGAME + 201, ", string.char [34), "SetString",
string.char (34), *,", string.char (34), "Projectiles Fired: *,
CosmaFormatBigInteger (playerProjectiles), string.char (34), ")"))
myFile:write(string.char {10]}

myFile:write(string.foraat | "9a%s%s%s%shshsthaha®ss”,
"ItemCommand(GUI_INGAME + 202, ", string.char (34},

"SetString",
string.char (34), *,", string.char (34), “Targets Lost: *,
CommaF ol (tar er}, string.char (34), °}*))

myFileiwrite(string.char (101)
myFile:write(string. format( "3shskshshonatbothshshs”,
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“ItemCommand (GUI_INGAME + 203, ", string.char (34), "SetString®,
string.char (34), *,", string.char (34), *Score: °,
CommaFormatBigInteger(score|, string.char (34), ")"))
myFile:write(string.char (10))
if targetDoneCounter == targetCount then
myFile:write{string.fornat( "$5%5%s%5%8%5%a%5%s%5 ",
"ItemCommand (GUI_INGAME + 204, *, string.char (34),
"setString", string.char (34), °,*, string.char (34), *Your
Final Score Is ', CommaFormatBigInteger(score), string.char
34), ")"))
else
myFile:write(string.format ("kshshshehehehehs®,
“ItemCommand{GUI_INGAME + 204, , string.char (34),
"SetString", string.char (34}, ",", string.char (34},
string.char (34], *)}"}}
end
myFile:writa(string.char (10))
myFile:write(string.char (10))
io.close(myFile)
end
end

FUERBRR, R RS TR A, WRER RS (CLnERE R EBLK R
18) o SCHFRYIT USRI B . St AR Y DUSTRY CAR SR (BIRAE T R EWEAER
EEHER S RER) . BF, TG 7 for JFRE H RFR PP CAAOMIE. 24
AbRRE R TARK MW RO, PRI RE. 2FRHE NHREREE, BER
RHMEAR (IR KA .

MiH dofile( ) RABICIEE, TRAREMRNTRRE, REFAREOLE, Bt
Jrm FETA .

R AP AR RAS — PR LIRS, RO W MR, T
VARSI BRI A a0, R A B R RE A,

FLpo AT LR SR B R AR SO (R D R 0 Lua SC) SRR
Wl s A R R .

AT LU RO 2O R B I AU, MR TE R —, HEMRIFEN
—HRBRAI YRR, UBACARE TR A MG iaRet, RRERANE SR
P

10.3.1 2# 1—— {Frontrunner)
TEFF A (Frontrunner} HEkat (£HE 10.4), RAVTELET MRS AOTI0E, Wk
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FHHAEEREBRTERFAM C FFRGBRLH b, RITBL—2 LuaGlue HELT
MER, —AEENRZT, HERRFEREAH R RS T .

B 10.4  {Frontrunner) i

REMBAWREMFRNTE, FAARERTEMNFEMNESRT. BY), XER
YEIEFFINR] , (B W B A T It RV R T R M, RATWERE
ML) Lua B RAFHFRDRE (IMBRSETE 06 75 30 2 ph BB, RERHSMAT TILR
%)

BT R AR AR BRER (B LuaGlue B8 LRI RN
FRA BRI HE G RESE VA A AR Lua R R, SRXBHER T —ITRMEL, T
SR TR, R, YRS A N R e, ROABRILBRERE
TR TSR AR S T [H.

TR A T AR T AR O 77 R TR VR A L, TR AN O L U o] 7 D K 2
o TR, WIITHZEAER Lua R0 FEORFRBAN RS EORE.

10.3.2 =Efl2—@ESXF
FEf@ LK (Fitness Tycoon) BUMMERET, ZWME 10.5, BAIFHE T EEMHHFHE
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G LSRR E A &, R A AR M K TR . PSR AR 5 A
CBFRAREYEIEMMX ALY, 5 TWEEENSE ((Frontunner) HFxRASLE), RITHR
FE U Lua FFRFH RS

E10.5 @#SKT

WA save o BOH AU Lua BOZASSCHF, AT LARAL MG R AFIT I, BATHEEM 7%
RIS R B W B A . SRR/ A AR U AT SR — 1 Lua BHL,
B AR HE 0 TAE Lua B BRAEFEA.

B HOEA — SRR . BIVUPRTFR RS THR S Lua B4, BrLIR
A] L S M R — S B RRS E E E A WA ek PImE R AT IR, R
AT USSR SO FLE FAE R S0 H il — K, R EA LR i,

10.4 FENG

FEAE D, WATIEAEME T IFTEEA Lua £F R8s fToHEER 8 = B MR T R
PRI ARFREHEE RIF 22 TT S B P AR A B A TR, %, BRBBET RS
HEETY, BFFLZHNST2ERFHARNERER, BAiakm LEEEn
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FrRAES . JEXED TR Lua B0 AT LR AR T 5 AN o B AR SR A 0,
FERERH R RATIRE BT R R B O O T AT R, X2 Lue A ATLALEE, WH
W AR AT LA E R A R R iR A

Lua BEAT LASESP T A 9IE, BT LGES Y B, WAMSMmFREXHRE G a®
BYRE SO, R A0 AR .

R, BATEST T AT Lus B8R B BRI R AFE] Lua 30HF, HEHER Lua Rk
HREBA . MTHE.

FATRETE, BRETREET (Take Away) MRMBURLH, ETFT 8D, RN
SR GUI R, FMREACHEH Lua B P % 3 T SCER A R



s

£11%

Lua 3K zh ) GUI

EEER

BMGUl 261 E

W GUI# C++ %
W GUI LuaGlue i #
| B b A
W Lua #RRE

Lua FERFRRTT & b il — £ 2 g ROl S CUL £ELEEME -T2k
W, FXGIERAEE cUlEl, FHRMNAZSHMHREZLNTE, Rik24, &
SA A (Take Away} WARAYRE, URETIMTHEEMLE .

1.1 GUI RGBS

8 MO g CUl REN—ERF. ArAmEsEEEFNRS, FaITI
WS P AE E Y Lua AUHS. TERBIN GUL BB, H 3 MEREFTUERH, FRAEMH
O 5h R SR 1

3 # GUI =4

GUI ZE LI T Sprite, 4 FRRB MMM A+, Sprite REPIEE 2D BB K4,
Hedl R AR R FE RS R Sprite R, AR REHEE FIRE R X AR B,
AT IR 3 FhEiE, WRAR Skell BT B AHF Sprive Fe B E A (R0, Sprite %
£ CSprite; FHIHIL CFont, IHFFE UL LT CD-ROM 9 DXO TE T, £ 3 4
Frl AL AT LA S0 B R A ) GUT i,
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11.2 GUIRYC ++3%

GUI R EE R C++ 38, Lua ISR MHRR GUL fF, FHMAREC++
{5+ . COUlObject 25 RLAFH GUI #3fFaIRE . HAMT LS ERMBIER1L],
HEiNE11.1 CGUIObject 3

class CGUIObject
{

public:
CGUIObjest();
virtual =~CoUIdbject();
virtual const char *GatObjectTypeName () ;
virtual bool Update(float fSecsElapsed,
CUserInterface *pParent);
wirtual bool Render (void) ;
virtual int ItemCommand (const char *pCommand);
wvirtual veid SetPosition(float fx, float fy,
float fw, float fh,
float z);
wirtual bool SetFont(char *pFontMame,
float normalSize);
wirtual bool KeyHit(int ascii);
void SetlD{unsigned int id);
uneigned int GetID(void);
RECT GetSereenRect();
virtual bool StealsMousa(int x, int y);
woid Enable(bool bDisable,
bool bKeepDrawing);
bool isDisabled();
bool isDrawing();

H

(1) #7&: Update
o NG e S R M, I RAER PRI S A T AL B, R4 AT EAAER B
FEhe :
(2} 757%: Render
EABERRER P A, S0 CUl B, SAMMEEREINETR Sprite RA,
MBEATHERR LH. ABMHLHNERT DX9 Framework,
(3} A5 ltemCommand
BT LuaClue BBCPHEA, HHRHAXMER, BRI 20, RilE
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12 AL R T e FIBI R T ik

(4) Z3%: SetPosition

FEARRBEAERE LR AAE. FEOSH T AMRERER A0 BT,

(5) 77k SetFont

TR EMFERTR. ZERREE TexField 2087,

(6) Fik: KeyHit

FA R R SRR, RS TE MR MR tue, BEE L
e, HNEM false (BRIVRE) .

(7) %i%: SetiD 1 GetiD

RE P EAEIAM— D, X4 1D 7 Lua (CHEEE TR, £ C++
TPt T L B 1D,

(B8) 7ik: GetScreenRect

S AR [ Y R R X

[9) Hik: StealsMouse

B vk PR A IR T v B A K B e BT A

(10) 7Fi%&: Enable

AR RN HRE. R AREMARAAEN SRR REERE
b C++ 4R (F LuaGlue BB¥) 7] LAMEH isDisabled #1 isDrawing 77 3% e #R L AT FARZS 1
£EiE.

U4 ) GUI Bk B -2, FTLUEiH R iE. fitn, 4184y
4 prite MR AR FR.

FATH A AOFE AR PO MIDRER LR A s, HAHEHMEGEB MRE A CHTF
BRIfE.

11.2.1 GUI 4, Sprite

Sprite FEPFROBT A DIREMAERE (CCUIObject) FEBT . HRESFEENT Get-
ObjectTypeName 77 3% fE R B M RO, RREMP R (INEER, AMRETORE) @
SHRK, BHELSH TR .
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class CGUISprite : public CGUIObject
1{
public:
COUISprite();
virtual ~CGUISprite();
virtual const char *GetObjectTypaName();
+

11.2.2 GUI #f4: TextField
TextField ¥EFETERUNT, SAEMEAIRRIT ISR LAF, KHELSH T HRRH:

class CTextField : public CGUIObjsct
{

public:
CTextField();
virtual ~CTextField();
virtual const char *GetObjectTypeName();
virtual int I const char H
virtusl bool Render{void);

b

TextField # 4 WY T ItemCommand Jy ., 7w e, B E I FRHABHAE.
B LuaGlue S0, MEMT N LY. Render HEMBEE T, BHilk, &
HAHY Render it /G, SHFEAFROIE.

11.2.3 GUI #%: Button

Button 242 sprite HIFBERIA. WA RAMESET, Bunon 2RBRLHII R LR
R 3 FE G TR —F. Buton GRS NER . BEMET. REHSEREHL L i
AR ENEL, BHELSETENFR.

class CButton : public CGUIODbject
{

publiec:
CButton ();
virtual =CButton ();
virtusl const char “GotObjectTypeName();
wirtual int I {const char Vi
virtual bool Update(float fSecsElapsed,

CUserInterface “pParent);
virtual bool Render(void);
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% Button £ &5 T Update F ik, KA S RBAFH LR PSR HEHRE,
Button # 3 #% sprite, AR A E—4, E4lded i Fifid hemCommand F kit ., #&4
Tk 4 g GUI_EVENT_BUTTON_UP #= GUI_EVENT_BUTTON_DOWN ¥4 . M F i T
4aot A A “down” P4, BFRAEA “ap” T4, “up” FHASRmMEE,

11.2.4 @
IEWRTERT B0, AW EFSuaEESm b, F—a6ERE - “HiE"
(active) REMFE, ERBR. EHIFRBIAFLBRLZHMAI, A0E LTSER

iR L2,
RE#HE 1.2 CUserinterface 3¢

class CuserInterface
{

public: ¢
CuserInterfaca();
virtual =CUserInterface();
bool Init{const char *fname);
bosl Update(flaat fSeceElapesd);
bool Render{vold);
woid AddCUIOb}zet{unsigned int id, CGUIObject *pObject);
void DeleteGUIObject(unsigned int id);
woid S8tGUIODjsctPosition (unsigned int id,
float fx, float fy,
fleat fw, float th);
vold SetGUIObjsctFont{unsigned int id,
char *fontName, int fontSize);
int ItemCommand (unsigned int id, const char *pCommand);
void EnableObjsct {unsigned int id,
bool bDisable, bool bKeepDrawing);

void SetEventHandler{const char *pHandlerame);
canst char *GatEvanthandlar (vaid) {return m_pEventHandlerbame;}
boel KeyHit{int ascii);
void StartTimer(float fTime);

h

BRI RE R YEY CGUIObject AF@ I He, 424 &1 GUI # ka8 —380 .
(Take Away) fFRRB9FFA 5 GUI BRI SELE 111,
F11.1  {Take Away) Wateh5 GUI RN

L #oE

LA E O T . R A T A b e T F LT Lua R GBI R MR GUI
124, FEHE LR moP TR, MR ST /PR

It
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(i)
A & W E

Update BOTEERINGE A ER R M. W SERIET CUL B8 Update JEE, WARE-T-IFT

Rendes PG FRIEAERA T, £ 0HEREDPFH GULE IS Reoder ik

AddCUI0bject AR CUI B

DeleieGUIObjeet BERREAT i CUT

SetGUIObjectPosition BRI ET A CULE A RANE LB R R

TtemCommand P AR T A BB O R 5B ItemCommand 77k

EnableObject TR 1D B R0 E RPRE

SetEventHandler AEICSR 6 i Lua B HFAEERRH 3R

GetEventHandler R Lua SRR RERE B

Keyllit ENERRARREAPET TR, R0 SRR A GUI R, iR
RERR, £6F ML EE LY GULKEY_PRESS ¥ if

SeactTier FARE AR Lo AR MR Ee, B EITE, £ TiE
SERIE, MBI E AR GUI TIMER_EXPIRED B¢, Z /&8 e mimkinits

11.2.5 GUI ¥
GUI BHIER C ++ (R HEA CUI REMEN, © RATFHPFTA M AEA Luatlue
H#. CGUManager %R $ {52 (singleton), [FAtAREA 2t E. RATTLLEMS XA %
VIlRlEE 4~ GUI i, %m0 L BELEHR11.3,
fFWA 11.3 CGUIManager 2

class CGUIManager
{
private:

static CGUIManager *m_pInstance;
publie:
static CGUIManager *GatInstance();
public: i

CGUIManager();
virtual ~COUIManager();
bool Init(cLua *pContext);
bool StartGUI (const char *pFilename);
bool Update (flcat fSecsElapsea);
bool Render();
void SendEvent(int iEventCode, int id,

float argl = 0.0f, float arg2 = 0.0f,
float arg3 = 0.0f, float argd = 0.07);
bool KeyHit(int ascii);
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(1) W&Fi%: Getinstance

BT EALRATATLATE C ++ AR AT T3 5 K 0L CUL A B8 31 @ 4t . B EHE
X & BH R BT R BT E S, EfE 7T M A] CCUIManager; ; Getlnstance( ) ] L4
EUEAEEr . BOMFHELL GUI BG4 TT LI A 81 e, 3F Bk 8 IF 0 LIRS B MM sk
IR R

(2) AH&E: Init

Init kR sh B YeH BLAT ELIAIA) Ry Lua 3R88, RENMBILTERIE, £WAT Star-
GUL lua B# 3 55 5h Lua SEa iG L4k 28,

(3) Ai#%: Update ¥ Render

Update 77§41 Render J7i% 52 BTAY2EHHEL. 8 FH 24107 55 R BR A S840 0O X R i .

(4) #ik: SendEvent

BHEED R AT,

(5) 3. KeyHit

BEBEWATSIFE,

11.3 GUI LuaGlue R¥{

¥l CUI #4060 LuaGlue FRECIATETRY C ++ (CEEH M, CUI B Lua AAFERKR
B il AT SanGUL lua liAd1inik. EMAELHFERSH -+ FREEIDHERE. F
i GUI Z4E Lua %560 LuaGlue sR¥,

(1) RunGUI (filename)

1220 ) R ) ) 3 () 2 T R ER AT 0 SR 4 ARG R QR R T R R LA
AbFRFFAY Lua A,

(2) SetEventHandler (name)

AR AR Lua PR AN, REMSRATABRRELONEESF, @
AR EEA R F RS, PEA RS R, CU B R
HISHANTF

function Sampl ler{iteaID, , pargmi, psram2, param3,
param4)

«= event handler code hera
end
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(3) Createltem (id, type, item specifics)
RN A E . L BFRASE MR ER—0 D, FABHLR
(sprite, text field ¥ button) , FHEEREHHSH., WMTFHR:
W Sprite: E{QMLHE
B TextField: £
M Button: 3 FuREEN G E@CF#, B normal, hever, pressed
(4) Deleteltem (id)
e Bk S P
(5) SetitemPosition (id, x, y, w, h)
BUE GUI BRI .
(6) ItemCommand (id, command, ---)
PR LR command HREEM, SRR T TR command 27D, F R Y
command I :
M Sprite: T
M TextField
@ SetString: #2 F—H 2B BRFEF.
(2) AddString: FEXR] B FRHEEMNFEN .
@) GetString: & [l 41 BRFH .
@ SetColor: ¥ BRFIFAEL,
B Button; T
(7) SetFont (id, fontname, fontsize)
PR EEATR, HERET TexField 4, WolLIATFHAGT BEN, 0 lis
% edit box,
(8) EnableObject (id, enable, draw)
RS E R T ARERSHRE. SANEGTUREATEHERRGHEP
WL, MERE N,
(9) StartTimer (time)
BRHE# CUI a2, PIME &% GUI_TIMER _EXPIRED 30448 7 M 37 ¢ £h 8 iR
B, R (TR R P B A MR o
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GUI ¢
AT LA K 55 T RO A GUI B F i
GUI_EVENT_BUTTOM_UP
GUI_EVENT_BUTTON_DOWN
GUI_KEY_PRESS
GUI_ENTER_INTERFACE
GUI_REENTER_INTERFACE
GUI_TIMER_EXPIRED
(1) GUI_EVENT_BUTTON_UP
FiF o GUL R R RS . S%0id YRR TS d,
(2) GUI_EVENT_BUTTON_DOWN
P GUL S M R AP R %8, B80d DR SR id,
(3) GUI_KEY_PRESS
APETEAEEEREETE. S8 id HEE K ASCI Hid,
(4) GUI_ENTER_INTERFACE
FREEHNOE - BEE. &5 e ABXRFAES—RET, TEM—EWHE
Lig:
(5) GUI_REENTER_INTERFACE
REEERTRE LHMIEE LR T,
(6) GUI_TIMER_EXPIRED
StartTimer pRECHE A RIETE B0 5 & 06 4.

1.4 #—HE0HEA

Bl TR AR PR GO B R U TP G, AR RO AT LA R P R R B WETH
Bt APETLUBRAEER TR, SR EETSER 12,
F11.2 TFREM GUI 4
GUI " W
Semlling List B TetField SR MOFIRE, LB FHR, HET L LT HTIR
Test Edit/ Entry B A A LU TextField o iy




Lua 885 #5GUI 119

(&)
GUI {2 #® W
Text Banner BUE B A TextField
Pic Chart R SR B A
Progress Meter 5 A B EE A R R B
Radio Buttans b, AREED N CEP" RE
Check Boxes Mk (F “on” M "o FMRE), il BIRAHEEFRE
Rotated Sprites {EF DXS rotation S84 88 sprite FE4F
Animated Sprites FA spriee LA, draw BYEEFIL Y -, ERERZE T ) aprite
3D SEF DXS SIRRRRESTEST B 3D SR K R e sR

EE R T B gk AR ¥ CGUIObject 3 A ¥ % emCommand 74 8., Ll TextField E7ft
S, MEEIFHMNAE, TEHEMAME LuaClue BBH Createltem 1 LLBI B4R, —
B, APMRTLE Lus BEDEHEERT.

11.5 Lua SR E

HMNESFERTECH+ PRIATES Lua REFEFHH T, BEH2ES DAEH
Lus HER W, F—HERT, M85 R. BEZMGET, TUEZRRENSSHY
T Lua ScBL, JFHMERSE T 2800 A LB AL,

ARRREGIGEAE (Take Avay) BIFFSE, 6455 09FF & b BP0 07 LR A RCRD 5 B
it Lua B B OVEE R 2100 B P A B A SRS, SR LR A E S
i, W EAR R B

SERl FHFRFFRIE, fr—EREakes "1, HEFEME, ARTELALE
AR, LA EETRAGE N BRI M #MEE. FEEHZHRUTE, WRIEM
FFME “REERT, BEREAR AR AR, tR PRk s e,
BIETRMNGHERE, FRkNEHE.

11.5.1 FEigitEn

REERITHAEMEREFLEMEBATR. FHERFEFRPER, KHE., &
TG EE. HREBEMETEHATHER A S AR REORE, EXEREE
BiTE M. — {89 0 E # HEE{0E Joel Spolsky #9 { User Interface Design for Pro-
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grammers$ I Jacob Neilson f] {Designing Web Usability} ( F8JE Web @i, AR Tk
FREAEESE) , FRER—S SR

1) RIEREAME: FEWRITEL0, AR MR, (85 R E R TLE
PR FEAER D EPEEEENE L.

2) EitFIERARG R, FRILABRESRME L HRE. o, REo kK
B EHERL B EA AR, FEHRAZATGMENSEHT

3) ARTEEMNES: NARBANFKFEIMTFHNRE, BFELER FHKE. A
AL AR HER s S B IR (R

4) RUFENMER: MRENE A0SR, iIERFRE TR R X ME BT
R, o, TR R ECATERER) , (RIEN e R A R R AR

11.6.2 trigs/ERE

FmENES, BRATFEHEREOLAREY LT, FA— ST RATLIRE a1
Fm (ARARF L Programmer art XM FHBARMTAEET) . BATER Microsoft Visio
(HUPE 111 fifaR) QIEREEE, MR T HGR A (3 FER word I0H) . EBATLL
ik PR e B R AR TR, ST NE RO, RERIMEER sprite 414,

Vol gana tgo

campany iy goes har
[ PLAY ;

E1L 1 1 Visio chiREAIER R &4 R
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eEQRATES, FTLIFIHTE R AR R TR T DGR P iR e R,
BERRHAEE, BEETHRE TEENES, XETESERILI/DE,

11.5.3 #HARE

KA BB T N TR T K ERARM, £ (Take Away) WpakohEfId &
R A, WREEMPTEE R RRAR TN MRAMNAE, (Take Away) R RN
WERE, JUP A R ARE, {E 5 R AT LU e T

EAATRIFRESEHEE R, EoRmiWRER. WEGSAMEER (REam
— B ] 30F) .

 GULA A, RAITEIRAEFMAT GUI MR dofile () AL, BTRAR
HAREXE, FLUXERSREEM. 20, RIOEMAEPEMT SabventHandler
( “LoadingMenuEvent” ) pA#IEE SF AR H ML BIEN, 2ERNE T RMEHK
T g5, B R EPIALL GUI it

AR PE R EEE N 2 SenCUL ha 3, I biray &, &
WAL PO B A8 UL R 1D W&, W8, CUIZE Lua B4 bR
P37 B BT ——GUI SCIFAR ] sprite AT LASEE FELME GUI RS fFAEEAY ID, AaEH
MR, AL, ChTEFMES T, RIISMEFELEE K CULID ¥E, MK
E#HBIET 10004~ 1D HACHENS (MFFRERAM, ZFE2EM). (Take Avay)
WFkAY GUI i L anF .

-- Sub-interface constants
GUI_INGAME = 0
GUI_RUNTIME_SPRITES = 1000
BGUI_MATN_MENU = 2000
GUI_ESCAPE = 3000
GUI_KEY_SELECT = 4000
GUI_LOADING = 5000
GUI_END_GAME = G000

StartGUL lua AR AR A R @G shifezk, BT,

--8tart with the loading scresn
RunGUI { *GUI_Loading.lua®})

BERE CULLoading. lua U, HEREFRER:

Createltem({GUI_LOADING + 100, “Sprite’, "ui_bg_loading.bmp')
EotItomPosition (GUI_LOADING + 100, O, O, 800, 600)
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Wit ag, WAIQET CULEM, A SanCUL lua shE MR &, GIET Sprite
FetF, FHEE T H R ui_bg bading. bmp, 2 J5H| A SetltemPosition( ) ¥R E T E 4L
8 (0, 0) (FEELM), FRf800 &K <600 % (£5).

FY LAy GUI R IR ID MBI, RAI1E sprite #{F ID RE T
100 FEE, ARENeFHAETREFAEFTcK. BELREQTESH
sprite, TREBEERM ID.

1. X&EFF

RAFR WA ROREN, BRITREE OMlE., XAEENEERAE, &
AT HEaMA .

Createltem(mylID, "TextField")

SetltemPosition(myID, 335, 20, 0, O)

SetFont(mylD, “Arial®, 16)

ItemCommand (myID, 'SetColer”, 188,20,231,255)

TtesCommand (myID, *SetString", "Hello Worldl®)

FRLHTF AP, RIOTECBE T TextField #4F, D HER mylD, RIGEHEALE
( TextField B/MEBEFF A/, B SetltemPosition () TP AU BB H LIRB L) ,
BHRETE (XERAFE HEETIRNRE FHECERTE, FATUET
il AR ) .

TR EESa—N M RCBA . #i3 ¥ 7R RCB Bl (0-255), %4
AL SO alpha BUIEE, 255 REREH,

BEHREEASBRELRRREOCE, BITUEERRESANE, Fanf®
T T AT, REZERERRERFH, TLUTEFIZSIA Lua B4
SEE (A Lua [RAM B XD EEREIFT)

TERA WA, G Tew. lua ARA —HEER, RPQFTRERROTE,

Hitt, BATHEHEQR—BM, WTHR, TLURES MBS TASE.

function GetText({locallD)

return textTable[locallD]
end

PR M R P . RFEUERA TS AR TARIE, TLEXT
PRECPSERL, MR T 7EH MBI T TR textTable {51 H,
A PTG exTable, #5587 FIAH R 649 R #i%E § 6 GUL ID #E Dl i %
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(7% SanGUL lus MAChESHATHME) . BAFATE FTEMAE:

--define empty table

textTable = {}

--Loading text

textTable[GUI_LOADING + 200] = "Version 1.0°

textTable[GUI_LOADING + 201] = "Copyright 2005, Charles River Media"

TEXE, %) Key ZETF CUI REMKH, 2EMFEREMD Key, A2,
Lua R — T HERECROIER, WERERE N AMOEORRAS, BERNA
IR I T S AR AT 2 AT =5 ]

Lokl il 4o e a3 v o

--2008 Text items

Createltem(GUI_LOADING + 200, "TextField")

SetItemPosition(GUI_LOADING - 200, 335, 20, 0, 0)

SetFont (GUI_LOADING + 200, “Arial®, 18)

ItemCommand(GUI_LOADING + 200, "SetColor®, 169,20,231,255)
ItemCommand(GUI_LOADING + 200, "SetString®, GetText(GUI_LOADING + 200))
Createltem(GUI_LOADING + 201 "TextField')

SetItemPosition(GUI_LOADING - 201, 220, 555, 0, 0)

SetFont(GUI_LOADING + 201, *arial®, 16)

ItemCommand (GUI_LOADING + 201, *SetColor*, 169,20,231,255)
ItemCommand (GUI_LOADING + 201, "SetString®, GetText(GUI_LDADING + 201))

B XLt ES, 20T,

loadString = *."

Createltem{GUI_LOADING + 202 *TextField")

SetItemPosition(GUI_LOADING + 202, 212, 500, 0, 0)

SetFont {GUI_LOADING + 202, ‘Arial®, 48)

ItemCommand{GUI_LOADING + 202, “SetColor®, 177,174,255,255)

ItemCommand{GUI_LOADING + 202, *SetString*, loadString)

HEEFREEENFRS, FOEMHE BRI loadSuing i ( Hf 14T
TEMEELLESEERERSLE), WTILEFET, SEBENEPaisy
SEEERIF.

2. MAFWATAE

BARE DT EL A R B8 0F, AR TSR, RITEE
StarTimer (0.25} (LuaGlue %) Fiditedadh. HE¥ONF G GUI T EE, HEEE
% GUL_TIMER_EXPIRED H{ (T & 0.25s), FLEbAEHIMT RS
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function Loadi (id, ]
if eventCode == GUI_TIMER_EXPIRED then
if string.len(loadString) < 21 then
loadString = string.format("%s%s', loadString, ".")
ItemCommand{GUI_LOADING + 202, "SetString”, leoadString)
startTimer{.15)
else
Aun@UT( "GUI_MainWenu.lua')
end
end
end -- event handler

AP ERER, E SRR loadSuing BY KHER &/ T 21 (20 T REWDLNT),
WRANTF, SEFFIAE loadString SIS, AEER TexField, RS HH 13t
B, SEHIITHERLERE.

—EHEBERREK, suing len( ) BECHBLE il RRISHH A else 847, WALETE
Him GUIL

3. BAFR

B, ROERT P RRR LA P&, ool LUERARE 0 57
FARBIR EREB MR T RARENRIR, SHXTEROHT, RN TR

if periodCount < 21 then
if periodCount == 1 then
LosdSounds { )
end
if periodCount == 5 then
AddImageToCache ('female_thin.bap®)
AddImageToCache ('female_normal.bmp®)
AddImageToCache('female_heavy.bmp*)
AddImageToCache('male_thin.bmp*)
AddImageToCache ('male_normal.bap® )
AddImageToCache('male heavy.bmp®)
end
if pericdCount == 10 then
AddModelToCache (*female_heavy.mlm")
and
if periodCount == 15 then
AddModelToCache (' femsale_normal.mlm®)
end
loadString = string.format("%s%s", loadString, ".")
ItemCommand (GUL_LOADING + 202, "SetString®, lomgString)
StartTimer(.15)
else
RunGUL [ *GUI_MainMenu lua®)
ond
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TG A R AR e A e A BLIEAT T B Ak AR, KR AR AR 4
AR,

WRITE A CH LuaGlue ¥, AT LUEM Lue SRIHRRAA, X HEETRD,
FRTF . MAWRYE VRESIEIA) NFild dofile( | EENAT Lua 7.

11.5.4 F¥BERME

WFRE {Take Away) AYEFEGRF @, WM 112 FiR, EBoSH AWM A %H 15 K.
EEFET, RIOVTLAEITIE . FEHIR. SMARREE, BHdEEHERELE
B Hi FIE B Windows SLETSF %,

NMew Bame

Saved Game

Top Scores

FI1L2Z (Take Away} FEHEAE

{Take Away) FHEBERWMETTHEREN . L& TextField ( BRPAHENEHSAMN),
LAB 4 A, HRE R TetField Mi%E MM A R@AR, SEAHENA. TEEEMN
2, EACRER NSk AR, LR AR PR, R ER R
Wi (BETHNEY).

(1) &4

R ERARETAFEMRRE, (Take Away) B “FFHRFTIAE" (New Game) Heffl
AT
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--3008 Buttons

-« to start a new game

Createltem(GUI_MAIN_MENU + 300, "Button®, "uib_newgams_up.bmp®,
"uib_newgame_hv.bmp', “uib_newgame_dn.bmp" )
SetltemPosition(GUI_MAIN MENU + 300, 452, 123, 293, 67)

AT GUI button £, IFHRET 3 MM, SHIXE up, down Hl hover IR,
W 11.3 s, AR E MR

New Bame

E1L3 RN B up. down H hover IRE

Bl E#HRHATE, ANAERFEAFREL XD —K, FHNLEH DireetX ¢
Aahiafb it @ KA.

HTEMF A, RITMIK GUI_EVENT_BUTTON_UP S #{H, ZI 4l
2 1D i GUI @9 ID, TTLURRE B A E e A Wl i Bk F, SRS #E AT Hncak
W, JFEREERET EEeE T AR T .

if eventCode == GUI_EVENT_BUTTON_UP then
if 4d == GUI_MAIN_MENU + 300 then
PlaySound (1, "button.wav®)
gFromEscaps = "mo"
RunGUI { "GUI_InGame.lua")
and
end

ATLAE B F R AR T AR AT (D, ARVCEMIEAATAE 3 17 Lue B, X BB THHE
iR OMAEN, BETLEZER (2% nCame REPHER) , HHIT GULInGame. lua
B, FbniveRE.
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(2) #ASFRE
EERLREFFLESHEPAFAENT .

GUI_ENTER_INTERFACE
GUI_REENTER_INTERFACE

ER—RBAF A RN LR, B FHERFETLES, HREA RN
#ii. REENTER FMHEZFEFRHEAZREM ZE. BARXETEERHA T LR
AP E FET— R SR BETOTE LA,

P {Take Away) WeREeP, B3 #9FIRY R WOARE L7 LuaSupport. lua 3CfF, BSCfHHE
BEFHNTEA (XEBERRENTFPRIEFH).

HEHVETAAER (GUL_ENTER_INTERFACE) , £MUnT ibs.

LoadSettings()
SortScoreLists()
UpdateMainMenu ()

E—TRMMAHmT.,

function LoadSettings()
--Loads the current setting and high scoras
--Creates the pathway for the file
local fileName = io.open(|"SaveGames'\Take_Away_Saved_Settings.lua®),
oy
--Checks for the file's existence
if fileName -= nil then
--Reads the file, closes it, and begins the action
dofile("SaveGeames\\Take_away_Saved_Settings.lua®)
fileName:close()
else
gsavedGameDate = ""
gThrustKey = 32
gShootKey = 112
gTurnLeftkay = 81
gTurnAightKey = 83
gHighScoreNum = 0
myHighScoresDate = {]
myHighScorasAmount = {}
EnableObject (GUI_MAIN MENU + 301, 0, 0}
and
end

BB A RN BRSO, BRI R EFE, EAEREE KT
ZHERAREXFR . WRIMIE, R dofile( ) BERAIETE. WRATE,
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AT R E BB B (L.
B A AR A S A L

function SortScoreLists()
if gHighScoreNum > 0 then
for indx = 1, gHighScoreNum do
for i = gHighScoreNum, indx+1, -1 do
if myHd i) = [i-1] then
--swap rumbers
t = myHighScoresAmount([i]
yHi [i] =
myHighScoresAmount[i-1] = t
--gwap dates
t = myHighScoresDate[i]
yHig esDate[i] = esDate[i-1]
myHighScoresDate[i-1] = t
end
end
end

g [L-1)

end
end

Z IR AT myHighScoresAmount 38 14 B J:BK 89 myHighScoresDate FHEFF, I F B HF—
A, LA table sort () %Y, BHoAi W EME O BMMMLK, FUTEFSH
HIF.

RefE, {fRF R EBCES R mEmN GUI #:

function UpdateMainManu()
--This updates the Date and Score portions of the Main Menu
for indx = 1,10 do
if myHighScoresDate[indx] == nil then
ItemCommand (GUI_MAIN_MENU + 200 + indx, "SetString®, "")
ItemCommand (GUI_WAIN_MENU + 210 + indx, *SetString, "*)
else
ItemCommand (GUI_WAIN_MENU + 200 + indx, "SetString",
myHighScoresDate[ indx])
ItemCommand (GUI_WAIN_MENU + 210 ¢+ indx, *SetString",
Commaro g1 i [1ingx]))
end
ItesCommand (GUI_MAIN_MENU + 200, “SetString", gSavedGameData)
if gSavedGameDate == ** then
EnableObject (GUI_MAIN_MENU + 301, 0, 0}
else
EnableObject (GUI_MATN_MENU + 301, 1, 1)

end
end
end
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%9 $GH T myHighScoresDate # (83 10 M 4ciE, AEHFHAHE) . MPLEMH, 3t
AW TextField, HEE A PMAE. fn, & “BANR" SETFRRES RFHREN
HiA.

Wtk “ FARERIERR” #n ¢ (RTFNERE” (Saved Game) HHIEIH{IFMAE, SEBAH—
SRR EERR” A nCame B G A LoadGame( ) ., B %e#A InGame FE 2
FHR A, M. ASEAERER T nGame RE M —H 4. BAFRTEE LRZE
InGame T E#FERE, FEYN R TR ERE.

LoadGame( ) B# AT

function LoadGame ()
--Loads a saved game
--Creates the pathway for the file
local fileName = io.open((*SaveGames)\Take_sway_Saved Game.lua"},
'y
--Checks for the file's sxistence
if fileName -= nil then
--Clears all projectiles
for indx = 1,pCount do
if myProjectileslindx].PROJ_ID -= nil then
Deleteltem(myProjectiles|indx].PROJ_ID)
end
and
--Clears all targets
for indx = 1,targetCount do
if myTargets[ind:].T_ID -= nil then
Deleteltem(mTargets[indx].T_ID)
ana
end
--Reads the file, closes it, and begins the action
dofile("SaveGames' \Take_Away_Saved_Game.lua®)
fileName:close() %
StartTimer(refreshRate)
end '
and

EARBAEHE R, NRRMERESLEEE, MREE, WA HiRK
6 CRPRECR B ILTERRGEITRAS O T MBIk, AR RE RIS 70 P B H R A 0 2 B i
ERE i atl) o B TAETEALE, i dofile( ) MR MTFRICH (InGame HHE L4
M T BTAT M, WERAF RO R W S ) A REUE ., BJ5A 3) InGame
TR, EREH ERETH LB

“Controls” HEH T LARA GUI_KeySelect. lua 3+, JEH 2r 4 h iX-MH& HTFF 8 Con-
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trols £

“GEH" (Exit) fEEHVA SaveSettings( ) ¥ (&% LuaSupport. lua 3CHF) {RAFFTA 7
Wi, HRAEMTA— L SaveGame( ) ¥, X BIFEIFMEE, AWES-TH
ICAERERT LA KE B (T (R A MU I (I SRR .

&5, BT A LiaClue B3 QuitProgram( ), JCHI K Shell Al Lua 3548, If
iR Rk

11.5.5 Controls fi

Controls 1 SLVFELACEL E FEHIHEAREY 4 MR (2%, 68, WML . HFGE
et Bt ot X R RS AR R SR R G . R 7 GUI_KeySelect. lua J4
PREX, B 114 fR.

B 11.4  Controls £

BoEFozRl—4, QEWRER, &EEAM TexFild, J# TexField 5 X4 4 2
i, WATUITTEE:

ItemCommand (GUI_KEY_SELECT + 200, ‘SetString",
ASCIIToString(gThrustKey))

B BAE LuaSupport. lua SC{Fe, §8 ASCIT 4585 &b B 2471 77 LA B4R 04 7 4F, WF
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B

function ASCITToString(id)
if id == 8 then
myString = “Backspace”

elseif id == 9 then
myString = °"Tab"
elseif id == 13 then
myString = "Enter”
elseif id == 32 then --Space Bar
myString = "Space Bar®
alse
myString = string.char(id)
end
return myString
end

BR B A sring, char( ) BHGE Bl FHF 4 TexiField, BAIMAT —2HW, —®&5k%
PR (InEaEt. FIER) FEREM swing. char( ) BBALHE, TRiE B E % 5 E#RH
FRB RV,

HAERAFAE, XEFHBREERERA. k@MW LR TS
o RIGER— BRI EEE, #I0H keySeleot T fk, FHAABBANT -

if id == GUI_KEY_SELECT + 301 then
PlaySound(1, “button.wav')
keySelsct = 1
HighlightText(GUI_KEY SELECT + 200)
and

19738 R i R RS keySelect (3R IRE mode, JRISINAT HighlightText()
¥, {5 ABAY TextFiled 44 ID, RHAVHINT

function HighlightText(id)
for indx = GUI_KEY_SELECT + 200, GUI_KEY_SELECT + 200 + 3 do
ItemCommand (indx, °SetGolor®, 178,173,254,255)
end
if (4d > GUI_KEY_SELECT + 198) and (id < GUI_KEY_SELECT + 204) then
ItemCommand(id, “SetCylor®, 255,0,0,255)
end
end

BRECH SO W EATA TextField MBI R, REHHEANEN D R
TextFiled #FFE M. REBRBTEMAN ID BE, REGENOREE N ERGS6.,
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LEHE AT Ak AT T FF A E NS, AT EA A HighlightText (0) 8 ATH 0 TextFiled Jy 8k
AE-
G, BRI 8T keySelect #128, ZRMEEMTTAIT T MBI .

elseif keySelect == 1 then
--Thrust
if (gShootKey -= id) and (gTurnLeftkKey -= id) and
(gTurnRightKey -= id) and (27 ~= id) then
gThrustkey = :d
ItemCosmand GUT_KEY_SELECT + 200, "SetString",
ASCTIToString(id))
end
keySelect = 0
HighlightText(0)

AR EFRE T EEMER, NERE, HMEREIFER Todldd, TE
keySelect #5030 0 (FoR A IABENE) , BFWE TedFicld HIBRIABIE,

11.5.6 InGame i@

FT—BRMLIEAN R nCame R4, QFAEERERNATHE. T~ H
W B AT

InGame W] (4% .00 422 TextField % GoRitH M-8, Lo FHsLI L LT
ZRNEH

BT HLEE R, AR ABRMNEBM RN TImE. EiRHNER
W, - SR AT LA TR AH Ak B, QR AR D . RS RE E5E 4 A
i

A, ERE B F, TR A F A R S AR FE A F, A ERAHR AR
GEME CRRATEME BT A4 AR F ) o AnSRAR 76/ 81 O ob S on B 3 A AR 4 A MlE, [P
AR A b A e — 2 RO RUR ORI B R, RMEBL T, BRI EAEITF
B, EAVETICRETRBAHNEEFRE. — T A A F A 115 B

FREGEMET GUI A MRAY ID JEEACH pY IR L FREE . TERTIAY BN ohr, JRAT T 48
F|1D 7¢ StartGUL lua FPREIESE Rl 70, BCSCfUREY, R b g e i 1D 8 RH TR
AWFEAM, FEEAEEE 1000 L0 LA D, BATI LUE AT A S8k EH GUI B
7~ (%% LuaSupport. lua {UF %) «
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function ClearGUI(id)
for indx = 1,1000 do
EnableObject(id + inde, O, 0};
end
end
function RestoreGUI({id)
for indx = 1,1000 do
EnableObject(id + inde, 1, 1)
end
end

e o 1 LRI T BT AT RERY ID ., I A LusGlue s EnableObject ( ) #0702
HEFARE (RAERS D S8, RETEMGATLENY D LNERE, B4
BRI 0 RF R B, BRI A

M1Ls FREGAT. —FRLHSENAE, K6 hCume FEIIALFHERE
#E GUI_InGame. lua SC{FE98 b, £&F T misa.

dofile("Scripts\\GUI_Escape.lva’)

A ERA Escape S (CHEUER, WTLURE . SEM R HER) . FH, nGame
Svfy GUL_ENTER_INTERFACE HF2 R A InitialSewup( ) ¥, ZEERKRE, BT,

ClearGUI{GUI_ESCAPE)
gEscapeon = 0
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BeRBLr T Escape F . FF S HEHBIRIEESRER ghscapeOn k0, X
W Escape RERTIEERT
PR T InGame L EARIITHETS, A T OAMBEH.

if EscapeEvent(id, eventCode) -= 1 then

énd -- ascapa event

Wi A LAE T 8 InGame BYSH(HEBRY, €8 AT BE EscapeEvent ( ) 3431
R, BEHE RFHAT InGame (93 oMM .

1€ GUI_Escape. lua P, # — ¥R R (LB EH (BRMA MM SelEven-
tHandler( ) SRS E T AT F4 B ) . 7€ Escape (B FAM R B IEEE 4, 5E result
RO, WMEERERAREE result 4 1, EESES InCame B TR, HHH
AR,

E AR EMEM LR (F R AFRETERATAFRL), TRHRER AR
mfri A, WADERERN R ELE,

o] LLFF| nGame BB HONGT « Fae > HrE, INFERR.

if id == 27 then --Esc
if gEscapeOn == 0 then
RestoreGUI (GUI_ESCAPE)
gEscapeOn = 1
end
end

ISR Escape H ML TRERRE, ELHER, HELRER gEscapeOn. L,
1f Escape PR BRI, WRET <Escape >, ST TEAMA.:

if id == 27 then --Esc
if gEscapeOn == 1 than
Cleargul (GUI_ESCAPE)
gEscapedn = 0
StartTimer(refreshRate)
result = 1
end
end

B B R, E mode BH, IR 1, B InGame 344 B oG B S ARG M
FHAE., A% E R SartTimer( ) B, 7F Escape X hEHEE, CESEAHFH
i3 3
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11.6 FENE

HEARFED, BT T A Lua 75 GUI ES PHBEA@ES. AdHEasm
LuaClue eR¥BYIERE, ATLATE Lua BYAS R QB A E] GUL 43¢0 i R 5%,

KRIENET (Take Away) WRETHTERE, F T X LF @EWNAENREH LT
BiEFTEEMA. TSR ANRERMB RS RE, KRR LA Lua 3R5EH
IR T .
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Lua jiff X% 44 F2

EEEX

W R
W EHE

W {Take Away}

TEME R, EAIEM LuaClue BB T GUL BRI, 343 T il 4B R EH 4,
PR -8 BT, BN TFHRIT AR BLE AR, EMNROURIF L ke — .

e T, RAVBEFIMA Lua FRENWRMBERGS, HoPaFH—EEHb
ARFEPRTHFRE {Take Away). EEMFRETFHIRE, WU MR EES, HRERTER
MIFB B RRRNR . 1454 3 Ak 005 LU R IR 3h i R B AR 1AL BE,
H—BWANFERTEE (Take Away) BEREISIZHTIEL

121 BREBIR

FIENCAE, RIIEEAT (Take Away) WERRAEES LI, 5K EME AR
1, BEBATAENELE, MFWREEL Ede X, BRNTFERA HEERMTE, W
BhERA T iR FF AL RO 554,

H-ERTRERAER. FTH (tictactoe) . WA R T AR ] K
#AH 30s, HitR - THERMAF. EXTURE, oLUESIMAWRREO TR
BAFETEA Lm0 3F X F5, SR 3 MRS R SRR
T BN (FIR) BFREsH.

BAMERA F SRS, DR RAFEA. BRI FrRR LIRS R e R e S
7E {Take Away}y ERgeP, HALEN T EEHLIF T LR OB H G, HA I
SR RRES HCUEAR (DR AY AR W R ES O 4 B o WA AT —FHEAT, HEIFRA
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AR,

FUIE BB AIEAE Lua BIAREY LT oh s S MFRRAHER . 45 WERRAR o B SRR B ER B
MERMEFRESES , F00E N (R (Take Away) SFFEIEIRHIRR) A SR
M, P, RIEERAFIE R,

12.2 H=#E

RO SRR —HREEEE, REH-FBE, AE, HIENRE
W, SRS R LIS E A 0 R, TR

W BOEALE 3 <3 MRA FRE A CHAS (X R 0).

B REER 3 A TER LR (B, B R IR

W ARHE— 776 3 - HPERIPE S b b i RS SR ER).

W WCREEH TSR B3 MRS, A AR,

=R, BEEHSETRMNEEN. RNTEQAR - RASEANER, LUEESR
BEATLUERRBLRR A (B 12,1 BR) . Sl B, FRATIRT LA AR 0 K 2 AT
Ria

B2 S F sl Rk s iR E N R T
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InRAAIE Lus $OREHEICERM 12. 1 f08LE, TTLMEM FEAMRE.:

myBoard = {0,0,0,0,0,0,0,0,0}

XEABRAIRT R T M. SMERTEN, BEERIHRGIERE,
EREERESNBE, WREEEIMN K.

12.2.1  HERaamBiL

) EHFREROE TS, ROSECENEEPHFTTRAEETE (HhAER
"D 0), ZEEREREOREREERFRER BT, £ CD-ROM §) GULInGmae. lua S f
o, ALEE TR
--board
Createltem{100, *Sprite", "beard.bmp")
SetItemPosition(100, 250, 150, 300, 300)
--X pieces
EX = 110
Createltem{EX + 1, "Sprite”, "piece_x.bmp")
SetItemPosition(EX + 1, 270, 170, 60, &0)
EnanleopjecT(ex + 1, 0, 0)
Createltem{EX + 2, "Sprite", "pisce_x.bmp")
SetItemPosition(EX + 2, 370, 170, B0, 60)
EnableObject(EX + 2, 0, 0)
RIGESEMETERURT X MO0 FS, DRMAERTER MR, E%, XS
sl R/ MNERE R B A FEK. #)5, 5] EnableObject( ) o ¥ M
T3, £ EnableObject( ) BR¥ET, fEAME—SYOR GUI I ID, /528 HE A
ABFREE, WTFER:

EnableObject(EX + 2, 0, 0)

HMRE SR 1, MAHWREERE LR, MEB=TSHR 1, MWERAFALIE
W FEA .
ZETT LG R R R R N AR AT A 8 GUL IS, MR 12,1 Fim,
fLEmR 121 S GU R &

function InitGame()
--turn off graphics
--7irst, the picces
for indx = 1,8 do
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Enabledbject{EX + indx, 0, 0)

EnableObject(OH + indx, 0, 0)

end

--the bars

for inax = 1,3 do
EnableObject(H_BAR + indx, 0, 0}
EnableObject(V_BAR + indx, 0, 0}

end

EnableObject(D BAR + 1, 0, 0}

EngbleCbject (D_BAR + 2, 0, 0)

--the text

for indx = 1,5 do
EnableObject (GUI_INGAME + 200 + (indx * 10), 0, 0)

end

--88t up the game data

myBoard = {0,0,0,0,0,0,0,0,0}

thewinner = .1

--set up for the first tum

if math.random(1,100) > 48 then
curTurn = EX
ItemCommand (GUI_TNGAME + 250, "SetString®, "X's turn: left click
to place’)

else
ItemCommand (GUI_INGAME + 250, "SetString®, "D's turn: left click
to place")
curTurn = OH

and

Enabledbject (GUI_INGAME + 250, 1, 1)

end

RRBOH SRR T BA R R, JRE T RN, SRt
it theWinner 8 (RUIBRER B, MRRFRL -FkE), &5, RGN
EFH—F. WERITE (ZE GUI_InGame. lua [y GUI_ENTER_INTERFACE 3444
30) WPRARAT IR T, BEREATHY, AR R L.

12.2.2 HMESLE

TR T WRENEESE, BIERE — T WA BRI E S, EIEFT AR, HA—HT UiT
B, —EfBERE PRTHT, IRRESHEIURE, RERTERERSRELBIT 1
Brg. “fEHLE PACEHT CREERCE, FNER LA S AFSE. AT, I
FEE A LR e B —— 2% GUI_MOUSE_BUTTON_UP 35t SuSA9obesin F .

if eventCode == GUI_MOUSE_BUTTON_UP then

if theWinner == -1 then
Makebove ()

end
end



i40 FAIE 3

FAIHE AT i EAIRIE theWinner TRACE -1 B, RUIPAREL AT, HELMERE
BT, SRt I R, T LU i ek 0] B AR FRES . AUAGHE MakeMove
Oe¥eh, i 12.2 fim.

WL 12.2 MakeMove( ) Hsl

function Makeove()
thePos = GetBoardLocaticn{GetMousePosition())
if thePos == -1 then '
--turn on the space
EnableObject(curTurr + thePes, 1, 1)
--change text

if curTurn == EX then
ItemGommand (GUI_INGAME + 250, "SetS5tring®, "0 s turn: left
click to place")
else
ItemGommand (GUI_INGAME + 250, "SetString”, "X s turn: left
click to place")
end
--now update the table
myBoard[thePos] = curTurn
--check for win
theWinner = -1
, slashID = i)
if thewinner == -1 then
==no winner
--now swap turns
if curTurn == OH then
curTurn = EX
else
ocurTurn = OH
end
elseif theWinner == O then
--cat's game
EnableObject (GUI_INGAME + 210, 1, 1)
Enablelbject (GUI_INGAME + 240, 1, 1)
EnableObject (GUL_INGAME + 250, 0, 0)
else
--we have a winner
EnableObject (GUI_INGAME + 250, O, 0)
EnableObject (GUI_INGAME + 240, 1, 1)
EnableObject(slashlD, 1, 1)
if theWinner == EX then
EnableObject(GUI_INGAME + 220, 1, 1)
alse
EnableDbject(GUI_INGAME + 230, 1, 1)
end

end
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EH LA E— T AN, SO THFIORMELLES, TR BRNES
Zfaf (Take Away) HFAREH. Hi, MBI RHE IS THAMNTAMLE, E5TEN
R

thePos = GetBoardLocation(GetMousePosition())

GetMousePosition( ) ®#( C ++ H5 A LuaGlue ¥ (M 13 W LIFAAA), HE
H0E 5] HETRUBRRY x 70 y 45, RATHFETR LB % GetBoardLocation () ¥, E£EM B
Fah e R (AN EER 1) . ¥R 12.3 Fin,

i 12.3 GetBoardLocation( | & #r

function GetBoardLocation(myX, myY)
--gset default response (rot valid)
myPos = -1
--modify values to make it easier to comprehend
myX = myX - 250
ByY = myY - 150
--now check for the click area
if (myX > 0) and (myX < 100) and {my¥ > 0) and (myY¥ < 100) then

myPos = 1

eng

if (myX > 100) and (myX < 200) and (myY > 0) and (myY < 100) then
myPos = 2

end

if (myX > 200) and (myX < 300) and (myY¥ > 0) and (my¥ < 100) then
myPos = 3

end

if (myX > 0) and (myX < 100) and (myY > 100) and (myY < 200) then
myPos = 4

end

if (myX > 100) and (myX < 200) and (my¥ > 100) and (myY < 200) then
myPos = §

end

if (myX > 200) and (myX < 300) and (myY > 100) and (myY < 200} then
myPos = 6

end

if (myX > 0) and (myX < 100) and (myY > 200) and (myY < 300) then
myPos = 7

end

if (myX > 100) and (myX < 200) and (myY > 200) and (my¥ < 300) then
myPos = B

end

if (myX > 200) and (myX < 300) and (myY > 200} and (my¥ < 300} then
myPos = §

end

if myPos -= -1 then
==if the click is legal, see 1T The space 1s occup.ed
if myBoard[myPos] -= O then
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myPos = -1
end
end
return myPos
end

BERFUR PR b 9 TR R B myPos AR MIR{A, 7E R ML HRATIR Bl

. MRBEFEBTEREA, WER -1,

Rl TR RES, RN Y AT RSN myBoard R, FINARIME R

FHOEAMT, WRANIEE -1,

TSR SRR AT AR ST, WSCE A B S AR K TR RIS, TR

Enableobject(certurn + thefos, 1, 1)

BAMEA curTum 258, FRTME GULEN (EX FOH), HFHEE T AREIHE
FENLH GUL £, Bk, FATTT AR 9 0 o MR (e P (0 o 45 s i B O B R BT GUT

Eidies
BR 7 ECERR BRAE, T SMLARREREERE, BHTEANH.

myBoard[thePos] = curTurn

AR N TIEMETE S, TENLRMEE BB EM (EXA0H),
T TEFRFEER G OuEENRE, EHTAE:

thewinner, slashID = WinCheck()

WinCheck ( ) s%0E B BURRE (1€ theWinner Tt eh) LI R HH AL 1D,

BAN{CIR L 12. 4 FiR,
PR 12.4  WinCheck( ) &8

B

function WinCheck()
--sat default for on-going
theGame = -1
thelDd = -1
--first, check for cat's game
openSpace = false
for indx = 1,0 do
if myBoard[indx] == O then
opanSpace = true
and
end
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if openSpace == false then
--N0 open spaces, 50 cat's game
theGame = 0
end
--now check for a win
- -rowl
if myBoard[1) == curTurn then
if myBoard(2] == curTurn then
if myBoard [3] == curTurn then
theGame = surTurn
thelD = H_34R + 1
and
and
end
--rowg
if myBoard[4] == curTurn then
if myBoard[5] == curTu~n then
if myBoard [8] == curTurn then
theGame = curTurn
thelD = H_BAR + 2
end
end
end
--rowd
if myBoard[7] == curTurn then
if myBoard[8] == curTurn then
if myBoard [89] == curTurn then
theGame = curTurn
thelD = H_BAR + 3
end
and
end
--gal1
if myBoard|[1] == curTurn then

if myBoard[4] == curTern then
if myBoard (7] == curTurn then
theGame = curTurn
thelD = V_BAR + 1
end
end
and
--col2
if myBoard[2] == curTurn then
if myBoard[5] == curTurn then
if myBoard [8] == curTurn then
theGame = curTurn
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thelD = V_BAR + 2
end
end
end
--cold
it myBoard[3] == curTurn then
if myBoard[B] == curTurn then
if myBoarg [8] == turTurn then
theGame = curTirn
thelD = V_BAR + 3
end
end
end
--diagl
if myBoard[1] == curTurn then
if myBoard[5] == curTurn then
if myBoard [8] == zurTurn then
theGame = curTurn
thelD = D_BAR + 1
end
end
end
--diag2
if myBoard[3] == curTurn then
if myBoard[5] == curTurn then
if myBoard ['?I == zurTurn then
theGame = curTurn
thelD = D_BAR + 2
end
end
end
return theGame, thelD
end

FRRE AR ANUERSERETHF, DRENATERNRE, &
theWinner {5370,

BT RS MELE (B8 H), FUIRFETAI MHRTER
—&, WA 12.2 R, R 3 MEEMABFER 2, BE theGame H4 curPlayer FHt
BU{E, thelD ¥5E Jgnd REAY MEFRARLR 1D, 8BS IRE M ER,

% C 55 h 43 WinCheck &l

FEHFHIERT, BHLREE W LuaGlue lEE—MBIFA R, o LIE—H5
TRAFRRMFAEREH. LuaGlue BRHOMRBIEDS — 23 WHE LuaGlue & 30 A
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Yo Prugri
{tic-tac-toe}

tap the space bar to play again

H12.2 OmFKR, 13 MHFIERLTER R, E 0 EmBrREERRAMA

. HREERFNRENEAR, TELRHTR.

HFPBARRT LuaGlue % WinCheck () FIA 7 &4 9 MEMAIBERX Lr LA, MR
fi17E Lua REYMEEAI . 3100 1. 2 BB CHMAET; 3. 4. 5 BPEMKEF; 6.7, 8
B FHMRE . 0 fHfor “AAT SEREN, HEEIHRRF D, 477> 8ESH
Ja, FILUGE TR R &, I F B

const int winningPositions[8][3] =

{0, 1, 2},
{3, 4, 81,
{6, 7, 8},
{0, 3, 6},
{1, 4 7
{2, 5, 8},
{0, 4, B},
{2, &, 6}

H

BRI R REFE, RIITTLAFFIGHE LuaGlue A WinCheck () . WURBH
R BB AR 2 (U R, MBGER -1, FEEGE 0 IS, BORRR, BHKETEK



146 EXrES

AT (i, B MRER, B EREA SR ARG, AR,

extern “C" int TTT_WinCheck(lua_State *L)
1{

clua *lua = g_pBase->Getlua();

int winner = -1;

int argNum = 1;

int board[2];

for(int i=0; i<8; i++)

board[i] = (int) lua->GetNumberArgusent{argNum++, 0);
}

A clua 3R, FFBARBBLELRA, ML AR 9 S¥0RE B P RE board ¥4l
for(i=0; i<8; i++)

if (board([winningPositions[1][0]]==board[winningPositions|i][1]] &&
board{winningPositions[1][0]] == board[winningPositions
i1r21])
{
winner = board[winningPositions[i1[0]);
}

if(winner == -1}

i
fididn't find a winner, check for draw
bool bDraw = true;
for(i=0; i<@; i++)

if(board[i])
boraw = false;
iilbtlruwj
winner = 0;
}
RMATA Bk RS, BERETADKEE. MR E &4, Wik O#%xE D,
MREEE, WENHARSTEAEME, WRAEME (0 FoRat) Wigaks, sz
THAENEE EHIE , R ] X S R R, AR .

lua->PushNumber (winner);
return 1;

}

FEW AT RIS, PTLARAEA AT T B/ Lua, f+ARMRMEA C ++ 9 LusGlue
B fF WinCheck () BT OIFH, MRS, BRER C++ BTREER,
{BRAEFE TGRS B0 AR R, T MRS T, mEEsS
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BRMARRLE, fRRPEE LuaClue pAM (M CIEE) #E Lua B2

12.2.3 HHREE

A WinCheck () B¥(G , WREAHMETS (theWinner fHl - 1), HMHEAR—TEE
MEE, WREEAR, WErdioRnES; MRk, GREFEREYNEE.
IS theWinner BT -1 (SEWR), TR ASLEBA I RFEHBH, I
FFRLAH, GUI_MOUSE_BUTTON_UP H{FeyRIMi Rt MM 25 a9 A . RATATLLE L
THEEEEER, AHNWT.
if eventCode == GUI_KEY_PRESS then
if id == 32 then --space bar
if theWinner -= -1 then
InitGame()
end

end
and

TR TR, RATEM T B4 6 B e i E0ER, el R A A L Bl
o BFRE B (Take Away) BFRY, 5570040 FHANRHUGRE 0 T 25

12.3  (Take Away) BIREVCRFRIE

{Take Away} REDEIHERE, RERKRTAMRE, WM BE. ROHAHITEM
StartTimer( ) eR$H | B MR, StanTimer( ) B 8(7E CUL_InGame. lua l¥hBAM, 22k
% GUL_TIMER_EXPIRED H{F. fe/FEmsR TS, HiL%3 Wk =/mF,

12.3.1 InGame

RAgE FRRME, H CULInCame. lua Bz P E 40 MA, Z3E% #HT Lua-
Support. lus W3 L ES, KT EEHIR (Take Away) HEaReiLM, BRAISHEAL—
ARBGWRSE S, WRPENE SR, FTRAEE, BT 2R A
WEEREFFLERE, EXBEHIBFETHTL,

GUI_InGame. lua B 5% — Yo AT ed, BAIQIE — 2R WEkR, 25 THEN
1k

world = {}
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#02F

A 40 %30 BIFEHE B00 %600 R38R LA T 20 x20 QR M EHTE. ERRNR
BRI R S M. R, SEET EA R R
511 Eitiend, AT FREE, GUI_REENTER_INTERFACE/GUI_ENTER _IN-

TERFACE S8 1895 — S8 nitialSetup( ), SHALHH 12.5,
®EWME12.5 GUI_AEENTER INTERFACE/GUI_ENTER_INTERFACE &%

function InitialSetUp(}

end

--Initial player constants

myRatation = 1 --Player's rotation (#)

myX = 380 --Player's x-coordinate (#)

my¥ = 280 --Player's y-coordinate (#)

myXThrust = 0 --Player's thrust along the x-axis (#)
myYThrust = 0 --Player's thrust along the y-axis (#)
alive = "yes” --Player's life status (“yes® or “no®)
--Initial limits

respawnInterval = 20 --Number respawnCounter must reach to respawn
player (#)

--Initial setting of counters

respawnCounter = 0 --Player's death period (#)
score = 0 --Player's scora (#)
timeCounter = 0 --Passage of time (&)

targetDoneCounter = 0 --Targets stolen by enemies (#)

--Preferred game speed

refreshRate = .1 --Seconds between timer expirations (#}

--Initial GUI setup

ItemCommand (GUI_INGAME + 201, *SetString”, GetText(GUI_INGAME + 201} )
ItemCommand (GUI_INGAME + 202, "SetString", GetText(GUI_INGAME + 202))
ItemCommand (GUI_INGAME + 203, "SetString”, GetText(GUI_INGAME + 203))
ItemCommand (GUI_INGAME + 204, 'SetString*, *0")

ItemCommand (GUI_INGAME + 205, *SetString®, *0°)

ITtemComnand (GUI_INGAME + 208, "SetString®, '0")

ClearGul (GUI_ESCAPE)

gEscapeln = 0

masterQellID = 100000 --Gonstant used for the IDs of the world's
boundaries

ek B P B B AR P EL A U R T B R F AR . fRid T BTk
FHE" MERECT A Y. R (ORI R (GXEe SRR
HERELE ) .

“HEER RN R R AR A EE T S AE. F, timeCounter H res-
pawnCounter JEZEF I E A, WM AY &0 score A targetDoneCounter JEAR 47 7 3+ & 4 945
EHmAR. CREVOREE" RRNERITMISFERAE, LB Rai. B
*EZHEE GUI_TIMER_EXPIRED BH{43¢, FFLL refreshRate (H 2B RAHiZITo0 X8, &
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J&, “GUIHiiE" S0t BEME TexField HBRIAE,

] 33f 3k b 5 6 ] b 2 R ) A BRI PR, MakeWorld () B 3080 18 F B 42 3 InitialSetUp
() Bi%., Makeworld( ) EE#{ F world Fe 0 DrawCell( ) BB#EE % {Take Away) HExEaidnfn
g, AT,

function MakeWorld()
for x = 1,40 do
for y = 1,30 do
it worldfy][x] == 1 then
DrawCell{x,y)
and
end
and
and
function DrawCell(x,y}
--x% is the x-coordinate
--y is the y-coordinate
Createltem(masterCellID, 'Sprite’, "box1.bmp®)
SetltemPosition(masterCelllD, (x-1) * 20, (y-1) * 20, 20, 20)
masterCellID = masterCelllD + 1
end

LWFRNES, WCome FE M Encmylnit( ) e HEIER T TEM. A FFATATL B
WARTFAE myEnemies 2eeh, XTKREPRAF T U4 AR S0 B8 . R WL A G
FTWEL—, RITH LuaSupport. lua X fF+p, RBWT.

function EnemyInit()
enemyCount = 5 --Number of enemies in the game
myEnemies = {} --Creates myEnemies table
--Creates table, one entry per potential enemy
for indx = 1,enemyGount de
--Creates a table to hold the data for each enemy
myEnemiss[indx] = {}
==Now initialize the eneamy
EnemyRespawn (indx)
end
end

F11 MakeWorld( ) B¥(—F, Enemylnit( ) E¥7E for fHEF P8 AEM. HP EnemyRes-
pawn (indx) BEEOEYEIEA HHEAE B myEnemies %, GI#%E MG, myEnemies F R ¥ iHF
WA P RBEESW. T8RRI R, HLEHE T EnemyRespawn (indx) &
., ERFFEE LuaSupport. lua SCiEp . T EERE, RIGBLRI, HER “Wkk",
N FATAR .
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function EnemyRespawn(indx)

--Fills/refills myEnemies table according to indx

--indx is the myEnemiss table index assigned to the enemy
--Initiel values
myEnemies[indx] . XTHRUST = 0 --Thrust along the x-axis (#)
myEnemies[indx] . YTHAUST = 0 --Thrust along the y-axis (#}
myEnemies[indx] .ROT = math.random{1,8) --Rotation of enemy ship (#)
myEnemies[indx].ID = GUI_RUNTIME_SPRITES + indx + 100 --Starts GUI
identification at 101 (#)
myEnemiss[indx] .E_TOW = *no* --Towing flag (target ID # or *no")
myEnemies[indx] .FIRE = 0 --Projectile firing time interval (#)

T3 AR R 52 L EEAR 6 R [F] &% XTHRUST, YTHRUST 1 ROT A3k b BE &N
MR EE AT, 1D RHGEEARAY GUI fRifl, E_TOW Fnii A MATREHEHEISE. mE
HAMEHBEEMAMEE, BARMERRN “ro”, HFNEEHFMHEHE CULID, &5,
FIRE {7/ & M Al #£ EnemyFacing (indx) ¥ 55757 k et 8], $Z{EM enemyFire-
Interval LhEE R4S S He 38 X 09 FF K [R1 PR .

FET R AMA RS E S RO A, SRS RHI. EH Lua # math. random R¥,
WE entrySide HIEN 1 ~4 Z [ EPLE B A BB M5 HEEROIEBRNT, &
SESARAIRIEG « My S8R, (MO RSO, SR CH RS MR BB KA B R
WARFGLE. ATEEITR, XA MU, WFFR:

entrySide = math.random{1,4)

--if entrySide == 1 then --Left
myEnemies[indx].EX = math.random({-40,-20) --X-coordinate {#)
myEnemies[indx].EY = math.random(-40,620) -Y-coordinate (#)

fEEnemyHespnwn (indx) PRELAOSE 84, BITELTHMSEAE, RFEvmidkae
1o SRR SR AR (AT E AT, BRI 2R IS timeCounter 1814 1 45
{6, kWY refreshRate £ 0. 1s, BEEE tmeCounter Fn 76X 32 F 0 SRR BT A9 K
¥, BefER, IF imeCounter {2 100 (1%, 7 XATEE T RR R AL T 10s,
LU e

if == 0) and { er < 100) then
myEnemies|indx] .REACT = § --Reaction time interval (#)
myEnemies[indx] . MAX = § --Maximum thrust (#)
enemyFirelnterval = 8

elseif (timeCounter >= 100) and (timeCountar < 200} then
myEnemies|indx] .REACT = & --Reaction time interval (#)
myEnemies[indx] .MAX = 6 --Maximum thrust (#)
enemyFirelnterval = B
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4 EnemyRespawn (indx) RECHUHFANES OIS “HES" ORMET, 2:H4E MaiF
F 025 3 e [R) ET S AR 24 9 REACT 1 MAX S3{8. enemyFirelnterval {if £ 5 Wk
FRA RN, REACT {EFR7E AL AR SRS, TSGR E 4 ek . B/ mEEREE
PSRRI, MAX (REEMRIRE S, BANERR e,

AEE 5 RIEE A TYPE H (S8 FEMHF). ESHRE T LM Al
HA, RIS RALMFERT, DA 48 AL KR, DEIEEMAFART. RERETLI
SE M) TYPE {H7E55 240 8 G E EARA spinte XS, FFAER S EX F EY JE{000 77 thvtE {i i
ERATATEARE TYPE 0 3 09 CAA A RIS . BRI RS7E/S T EnemyFac-
ing (indx) PRECPIFEILY.

and

myEnemies[indx].TYPE = math.random(1,4) --AI type (1,2,3, or 4)
if myEnemies[indx].TYPE == 1 then
Createltem(myEnemies|indx].ID, “Sprite*, "e1_shipi.bmp®)
elseif myEnemies|[indx].TYPE == 2 then
Createltem(myEnemies[indx].ID, *Sprite*, *e2_ship1.bmp")
elseif myEnemies|indx].TYPE == 3 then
myEnemies[indx] .MAX = 10
Createltem(myEnemies[indx].1D, “Sprite®, *e3d_ship1.bmp")
elseif myEnemies|indx].TYPE == 4 then
Createltem(myEnemies|indx].1D, "Sprite”, "e4_shipi.bmp®)
end
SetltemPosition{myEnemiss|indx].ID, myEnemies[indx].EX,
myEnemies|indx].EY, 20, 20)

AR R MR RA T Targetnit () . % PR¥EIEFIRI Enemylnit () 36401, #RM A8
PR B B . FEWRLT, Targetlnit () FRECE SIS GHERUR. AR T
sprile R AMRAEFRRT, MEREN, TLISSMEE. A HSYRATIE myTarges F
o, BESAMEHECE S SR (&S HA uaSupport. e ), I{UASHTA 12.6 BT

fREWR12.6 Targetinit( ) &

function TargetInit()

targetCount = B --Number of targets in the game
myTargets = {} --Creates myTargets table
startID = GUI_RUNTIME_SPRITES + 200 --Starts GUI identification at
200 (¥)
startd = 360
startY = 260
--Creates/fills table with initial values
for indx = 1, targetCount + 1 do
myTargets[indx] = {}
myTargets[1nox].T_1D = STArtio
startID = startID + °
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myTargets[indx].T_TOW = "no* --Towing flag (enemy ID #, “no®, or
*done”)
myTargets[indx] .T_X = startX --x-coordinate (#)
startX = startX + 30
if startX > 420 then
startX = 360
end
myTargets[inax].T_¥ = startY --y-coordinate (#)
if indx > 2 then
if indx < & then
starty = 280
else
start¥ = 320
end
and
end
--now delete the middle target, so the player can spawn in
table.remove (myTargets, §)
--Creates targets (as sprites) and places them
for indx = 1,targetCount do
Createltem(myTargets indx].T_ID, "Sprite®, *box2.ipg"}
SetItenPosition{myTargets[indx].T_ID, myTargets[indx].T_X,
myTargets(indx].T_Y, 20, 20)
end
end

TEAE5Hh, 48 T_ID, T_TOW, T_X, T_Y SWE/ET o MMaf (B pfm
H targets) . FERALHIX BAATHEE0R, DA T_TOW BAEE, FAHM T_TOW R7RH#
FFHHAR UL ID S E A FHMEIRA (no 803 done) . M9 S —HUBMERE T
], Fid B4 8 P RAM, & LIE tagetCount BB, Mk, fEiFEFhet, B4H
table. remove @IEEBPEIME T, BMTHES .

InGame R H MG — B¥E Projectilelnit (). FHALGERSHE, EH—i
TRz 4k, pCount AARHHRS FeHAl LI BRAY T4, FMBEET B8R, MUEETHE
KRR THE BB, plndx 2 HFHEMMMHES| . 2 pindx 25K pCoum B, HiF
0, FFLL pindx REFRGY, HLHEEAF pCount F plndx {f, H AR P FHMREETFE,
{ARS M IEFF . playerProjectiles T B {RIF T IR KA — B B 5 a0 ¥, B Tixe
£, myProjectiles #th1fy PROJ_SHIP 28R Fi Y, AT A THARE CATSATM
Fil. B MR AL E7E FireProjectile (ship, xThrust, yThrust) sE¥dr, EHE S4B,

12.3.2 {ERAitrdER
WL ZIE, InGame FwEYES (] 4h 2 08 B2 P A StanTimer () FFRAMEAR, HES2R 2
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{T:ke Away} BERAYBLLRSS, EACHGIEWNRGEME. SocEn, 8Bl
TR - WRWORE (FEC++ o, —Aul o R Goited 38 S R 18 R B BT M 4T
ZALER) .

Bk refreshRate Y7 0. 1s, HERFSEREMN, FTLLLRFHEFRBAWKER,
H TS, RITEFE GULInGame. lua AR GUL_TIMER_EXPIRED % —&84y, inTF
Biam

if eventCode == GUI_TIMER_EXPIRED then
if gEscape®n == 0 then
if alive == "yes" then
--Refreshes the player's ship image
DrawShip (myRotation, myXThrust, my¥Thrust)
else
--Respawns the player after a certain period
r ter = ¢ +1
if er == nterval then
myRotation = 1
myXThrust = 0
myYThrust = 0
myX = 380
myY¥ = 280
respawnCounter = 0
alive = “yes'
end

end

& GUI_TIMER_EXPIRED 3 % 4 af, BI{MMKEIRFE CMET “BHE". WR
alive{E yes, 0% DrawSkip (myRot, x, y), 1#mAE0RESTRE I mAHEN 1SR
AR AR ER, FEHE ML SRR T . W alive (35 no, respawnCounter 113
254800 1. 24 respawnCounter {25 F respawnlnterval {6 ( Shik2 20) 8, HEEF CHHS
o Rin, R CATERFTMENER, alive REN yes,

{4k 35 oA MY S SR SN timeCounter ZF R AN, W F AR, ZATEHRBIE, Eim
BT AR SE SR A 56, AN RE b e A At T HE BRI AR R A O

--Directs each enemy based on its own REACT setting
timeCounter = timeCounter + |
for indx = 1,enemyCount do
it (timeCounter/myEnemies|indx].REACT) ==
{math.floor({timeCounter /myEnemies[indx] .REACT)) then
EnemyFacing(indx}
end
end
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fEZF P, timeCounter i 1l REACT (B Al BUEBM B NI pt (], #BRRt, iEH Ene-
myFacing (indx) ILEMFFHE HFS. M TR L4HRBEHMERTNE, 0F
7% «

--Updates entities
DrawProjectile()
DrawEnemyShip()
DrawTargets{)
--Checks for various collisions
EnemyHitCheck()
EnemyTowCheck( )
end
--Resets the timer
StartTimer(refreshRate)
end

end --Escape Sub-GUI

end

e MRS EREEMRN, AT ReH BN, XBHARE-TEMNNILE,
DrawProjectile( ) , DrawEnemyShip { ) #1 DrawTarge ( ) 68 802 2 45 S8 60 (0 8 0 35 00 52 0
sprites RN L HRH B HRA M. EnemyHitCheck ( ) Rl it F UMM RENE, I
I MBR BT . EnemyTowCheck ( ) F s KB SOB A L5 85 MO8, dndr o0 O e R,
5, TR GUI e,

BIHATYL, RINCSEE T (Take Away) WM FEH, BRETHEZHHEATH
ERR, HIRNC SR 1IN IFR 8RS

12.3.3 ERBE

[ E] GUI_InGame. lua BiiZk, HA13HF —FRFFENA DRI, 7 GUI_REENTER
INTERFACE/GUI_ENTER_INTERFACE B{4f5, ©H %] GUI_KEY_PRESS H{Em 4,
B ID Bk M HERS EY ASCIL 485, A — S8 11 BB T A9 < Escepe >
BRIhRE, 45T R LUE B i AR

if id == gTurnLeftKey then --Default [
--Turns player's ship counterclockwise
myRotation = myRotation - 1
if myRotation < 1 then
myRotation = 8
end
end

gTurnLefiKey (7E Controls F il *Fi#iE) Wi/ myRowton i, LLEHH BEFILIM K
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#o 2 myRotation 5 0 Bf, FREN 8, LMREFRRE&IEEERTM (1, Fi. K. FE
%) B ERE T RATE CARN 8 k(1M M4 myRotation f){i 7T LA % DrawShip
(myRot, x, y) RS CARRI T, IXARBUIRIE gTumRightKey (EIMRYFHAEFE i, 1B
ATLLF R 7. gThrustKey BEHCH WAL (] 15 myXThrust £ myYThrust (9, #EH
By -5 =50 XAHEBRE T BBt R F . JtSh, ShootKey DhfiER LN«
if id == gShootKey them --Default p
--Fires a projectile from the player
if alive == 'yes" then
FireProjectile("player®, myXThrust, my¥Thrugt)

end
end

% gShootKey B3 W BB BAE T od, MM ERAREN CMETEREL, HEA
FireProjectile (ship, xThrust, yThrust) ¥, S8 THAEMTAMA, HTREDRHF
2.7 MEREL (HE LuaSupport. lua 3C4FH)

{EHH12.7 FireProjectiie (ship, xThrust, yThrust) &

function FireProjectile(ship, xThrust, yThrust)
--ghip can either be "player’ or the myEnemies index of tha enemy
«.xThrust is the projectile’s thrust along the x-axis
-.yThrust is the projectile's thrust along the y-axis
pIndx = pIndx + 1
myProjectiles[pIndx].PROJ_ID = GUI_RUNTIME_SPRITES + plndx + 299 -
Starts IDs at 300 (not dncluding offset)
if ship == "player’ then
--Player's projectile
playerProjectiles = playerProjectiles + 1
myProjectiles|pindx] .PROJ_SHIP = "player=
myProjectiles[pIndx] PROJ_X = myX
myProjectiles[pIndx] PROJ_Y = myY
Rot = myRotation
createltam(myProjectiles[pIndx].PROJ_ID, “Sprite”, ‘box2.jpg")
else
--Enemy’'s projectile
myProjectiles[pIndx] PROJ_SHIP = ship
myProjectiles(pIndx] PROJ_X = myEnemiesiship].EX +
myEnemies|ship] . XTHRUST
myProjectiles|pIndx]).PROJ_Y = myEnemies[ship].EY +
myEnenies[ship] . YTHRUST
Rot = myEnemies[ship|.ROT
createltem{myProjectiles[pIndx].PROJ_ID, *Sprite*, ‘box3.jpg")
End

FireProjectile (ship, xThrust, yThrust) of#${8/ERF¥#H sprite BR, HXEEFHED,
RECABETR R FENRBR X T F MO EN, o8 DR T e
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R, ERBITTEES, H plndx KLY myProjectiles TAE BRG], 5, BRI\
ARE A E R T A A, 2 S N A B N ) myProjectiles b, F 1A
KA AT T B 7%«

--8et the projectile’s position and thrust

if Rot == 1 then --Up
myProjectiles[pIndc).PROJ_X = myProjectiles[pIndx].PRGJ_X + 8
myProjectiles[pIndx].PROJ_Y = myProjectiles[pIndx].PRGJ_Y
myProjectiles[pIndx].PROJ_XTH = xThrust
myProjectiles[pIndx].PROJ_YTH = yThrust - 10

end

B, EHRGRA UM ERHE AMER. REBRERT, FEOSWEN
PRREFE AN T M. 2 plndx 35F] pCount R, SHEHO0, UW0FHx:

--Update the display
SetItemPosition(myProjectiles[pIndx].PROJ_ID,
myProjectiles[pIndx].PROJ_XTH, myProjectiles[pIndx].PFOJ_YTH, 4, 4)
if targetDoneCounter -= targetCount then
ItemCommand (GUI_INGAME + 204, "SetString",
CommaFormatBigInteger(playerProjectiles))
end
if pIndx == pCount then
plndx = 0
end
end

RESYTHEMAO RN HT LR, FRES R BEE LE g
AR TR SR TR AR AR, X plndx KB SO 0, it “HE” myProjectiles FAY{H,
TEAWIRA R T MBRGRIRTRT , AT LB B3 TR 7M.

12.3.4 FHIED
BIESERT 7, ELHAEMENENIES., TFAEHF CUI_InGame. lua B4 HY
GUIL_TIMER_EXPIRED #4}, £ %% DrawProjectile( ) i $E B M h#BMA T, W&
# (#f LuaSupport. lua C{Fh) —BEERMFERFAHFRER, B— for IFFRALFE,
R 12.8 .
e 12.8 DrawProjectile( ) H&

function DrewProjectile()
for indx = 1, pCount do
if myProjectiles[indc].PROJ_IO -= nil then
Deleteltem(myProjectilss | indx].PROJ_ID)
if myProjectiles|indx].PROJ_SHIP == “player" then
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--Player's projectile
Greateltem(myProjectiles[indx].PROJ_ID, “"Sprite",
"box2.ipg")
else
--Enemy's projectile
Greateltem(myProjectiles[indx].PAOJ_ID, "Sprite”,
"box3. jpgt)
end
myProjectiles[indx].PROJ_X = myProjectiles(indx].PROJ_X +
myProjectiles[indx].PROJ_XTH
myProjectiles[indx] .PROJ_Y = myProjectiles(indx].PROJ_Y +
myProjectiles|indx] . PROJ_YTH
SetItemPosition(myProjectiles[indx].PROJ 1D,
myProjectiles|indx].PROJ_X, myProjectiles[indx].PROJ_Y, 4, ¢)

DrawProjectile( ) B ¥l i myProjectiles 3, -3 3 ¥R b #y BT A7 7 ¥, & 8GR AT 89
T U A Sk e n F IR, AnBE 12,3 Fian. EAbER IR BT A M E
. Rt AR —MTEASERINRX L B QT A AYEENOAER? HREWFR
BAEP.

F12.3 fF (Take Away) WFRRCRMmMETH, FTLLESEM, TFMAMEHEH
FHGE ) QLA B R X 2 sprite 7] LITENEE A, AT AT ID S LBBHLE, W
FBARFREEE b A PROILID (£ nil, BEASBEH . IRE—HEMET, &
2 HEhIH A DrawProjectile ( ) s ¥ 818 3 B2 T30,
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SR RMIRE RS, RBEEW T ARG F AT, TR T AR,
AMBET Y sprite FFHERERTRIBAR, 0 FHTR.

--Deletes projectiles when they pass the world's boundaries
if (myProjectiles|indx].PROJ_X > 780) or
(myProjectiles|indx].PROJ_X < 20) or
{myProjectiles[indx] .PROJ_Y > 580) or
(myProjectiles[indx].PROJ_Y < 20) then
Deleteltem({myProjectiles[indx].PROJ_ID)
myProjectiles|indx].PROJ_X = nil
myProjectiles|indx].PROJ_Y = nil
myProjectiles[indx].PROJ_XTH = nil
myProjectiles|indx].PROJ_YTH = nil
myProjectiles|indx].PROJ_ID = nil
myProjectiles|indx].PROJ_SHIP = nil

R DA R, B R TR R RE RS TR, Wi R
BT, ATLUBMERRS AZ 0 F 3. SORPRERTRE NG FF 3R RE AN, HhE RHEMR
B

12.3.5 wME

{Take Away} WEXRPAD CAF, SLIREARMDIEDY, HAMHSRM, FRARE
TEB8 S 3475 (6] Y CollisionCheck (ship, x, y) HR¥ZWN, AUOEEHF-TEMN—TEHE—
GetTravelDirection (xThrust, yThrust) B#{ (7E LusSupport.lua Cfeb), fnfLESH 2 12.9
Him.

fRENM 12.8 GetTravelDirection (xThrust, yThrust) &

function GetTravelDirection(:Thrust, yThrust)
-«xThrust is a ship's thrust along the x-axis
--yThrust is a ship's thrust along the y-axis
direction = 1
Af math.abs(xThrust) >= path.abs(yThrust) then
--Left/right
lrPercent = (math.abs(yThrust)/math.abs(xThrust)) * 100
if lrPercent < 30 then
if xThrust < 0 then
diregtion = 7 --Left
else
direction = 3 --Right
end
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else
if xThrust < 0 then
if yThrust < 0 then
direction = 8 --Up/left
else
direction = & --Down/left
end
else
if yThrust < 0 then
direction = 2 --Up/right
else
direction = 4 --Down/right
and
end
end
alse

GetTravelDirection (xThrust, yThrust) ¥R T —Z 5 if-then if4], 4 xThrust
1 yThrust B8, BT R SATOIE . HHH xThrust #1 yTarust §9 3 IePercent B # udPer-
cent (FMBR), WX EAHRAER CATA T B, direciion (£ CMAY 8 Ty A4 E
#¥E, REEGIER direction {5,

WiiE CAREEE A, RATE LA fe 8 R R T, Rk R
AR ORT A 7 5] BT LA B R A X4 A R MG . 69 M BEYE LuaSupport. lua B Y Collision-

Check (ship, x, y) ST, RATFBHRY, SHAIHR 1210,
70NN 12.10 CollisionCheck (ship, x, y) &H#

function CollisionCheck(ship, x, y)
--ship can either be "player" or the myEnemies index of the enemy
--x is the ship's x-coordinate
==y is the ship's y-coordinate
collision = NO
if ship == “player® then
--Player
if (y <= 20) then
my¥ = 25
collision = HORIZONTAL
elseif (y >= 560) then
myY = 556
collision = HORIZONTAL
elseif (x <= 20) then
myx = 25
collision = VERTICAL
elseif (x >= 760) then
myK = 755
collision = VERTICAL
end
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travelDir = GetTravelDirection (myXThrust, myYThrust}
--8et local variables to gplobal values
XThrust = myXThrust
YThrust = myYThrust
else

B, ERARIE ship fH ( %5F player B myEnemies F9EEME) S8 REF AT
. ST, WA B ASEGA R B e R 2R, HORIZONTAL RREEE TS
GhHGEE (REERY £, THH), VERTICAL #mse®| T HFRiies (BEML, G,

TREEME, SMAHTE CRNESNARHF TR EMFATHEeRIZRG AR
£7 60 LA AREESTE (A7 40 REATFRSL) o %k 5 G i %5 (6] T LR 4 e ) T B AL
T KA FRSL, AT LURE BT E AR, Rk i MR IR A T E W
Bl BRI — T R,

RHCEEH AR bR, e IRRERT MR EE S . IR gThrusKey #FEREET, X4
Heoh el LALL G AR A el Rl . B BAURDIR S MRS OE wavelDir, Xthrust $i] Ythrust 358
RS R BE— .

B EE W SRR collision 1 travelDir () f{i%(AE Xthmst #1 Ythrust ({H, AFMT .

if collision > NO then

--Set thrusts based on travel direction and collision

1f collision == HORIZONTAL then
if travelDir == 1 then

¥Thrust = YThrust * -1
end

R 43 4 55 AL 3 wravelDir (9 8 # FTAEAY{E LU B VERTICAL REfE. £ W A H
{Take Away) WBFRZHIREREH RN GREFEM LAYEEEE, ABRNTFIUR:

--Set globel variables equal to local values
if ship == “player® then

myXThrust = XThrust

my¥Thrust = YThrust
else

5, CollisionCheck (ship, x, y) WREEHEBERMME, MERER LA, UK
F myXThrust # myYThrust ZEfit, WUREEM, NEH myEnemies 2 HI3T LR,

LR N RREER, ETHRAUESI T LEEH: Dawship (myRot, x, y),
DrawEnemyShip( ) # DrawTargets( ) . ‘E{/1#{#EH T DrawProjectile ( ) BEHREMEHE, &
BRITHBHENAR GRS



Laa 3 2 4% 7E 161

12.3.6 SHiEshahtnik

DrawShip (myRot, x , y) H¥CF DrawProjectile () HM AR M Z 4T, SHEAT
CollisionCheck (ship, x, y) ei#H CasualtyCheck( ) pE#Y (B — T HMHMNEN, RE5S
W) o TR AT SR, T LR A A R R T LU O, 1s By R
LT

4% DrawEnemyShip( ) 84 (7 LuaSupport. lua J{Fh) T MBLAE myEnemies
R, FLUFRRESK Drawship (myRot, x , y) BEHE L0, Fid Kk B E—#.
FEMESSREQETE— for EFN, HHIE ROT {44 XTHRUST 1 YTHRUST $%4E
Ao Ay B, TR

--Determine enemy's new thrust

newThrust = math.random(0,2)

if myEnemies[indx].ROT == 1 then --Up
myEneaies[indx].YTHRUST = myEnemies|indx].¥THRUST —
newThrust

end

if myEnsmiss[indx] ROT == 2 then -.Up/right
myEnemies|indx].YTHAUST = myEnemies[indx].YTHRUST =
newThrust
myEnemies(indx) . XTHRUST = myEnemies|indx] .XTHRUST +
newThrust

and

ZEEHRME D BB A Y MAX R, B XF T, FRIENRMHEEMTE,
TERFHEEZ R, TR,

--Checks for collisions and displays the new enemy ship
shipMame = string.format (*%s%dbshdss®, “e",
myEnemies|indx].TYPE, *_ship®, myEnemies|indx].ROT, *.bap®)
myEnemies|indx].EX = myEnemies[indx].EX +
myEnemies|indx] . (THRUST
myEnemies[indx] .EY = myEnemies|indx].EY +
myEnemies|[indx].fTHRUST
CollisionChack{indx, myEnemies|indx].EX, myEnenies{indx].EY)
Createltem(myEnenies[indx].ID, "Sprite", shipMame)
SetItemPosition(nyEnemies[indx].ID, myEnemies(indx).EX,
myEnemies(indx|.EY, 20, 20)
and
end
end

BAMEENR, ERHT, REKMHEENLEAN, B —KRPRIFHEM
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B s, HATTLIMER G SO | IR, AR R R AT
B i RS AR R S LR R0 RRA S .

DrawTargets( ) ¥ Y 5t A AL P s 3 —#F . &P for fEF. B4R T_

TOW BEHMTTHFHMESIRER, BEESEPLRIPLE AR MM (RARE
BT O A R B R LT LB E R M) . B T HSR TR m, "L

THAE, WTFHR:

--Postition target behind eneay

if myEnemies{i].ROT == 1 then --Up
myTargets|indx].T_X = myEnemies[i].EX
myTargets{indx].T_¥ = myEnemies[i].EY + 20

end

if myEnemies[i] .AOT == 2 then --Up/right
myTargets|indx].T_X = myEnemies[i].EX - 20
myTargets|indx].T_Y = myEnemies[i].EY + 20

ona

WA 2 M R myTargets &, QUERAMGHIREQIFREMR, (LENEEERERN

FIGTE . X BN AH DrawProjectile( ) ¥ [ MIL5H, T FTR:

if (myTargets[indx].T_X > 800) or (myTargets[indx].T_X < -20) or
i(myTargetsiindx].T_¥ > 600) or (myTargats{indx].T_¥Y < -20) than

Deleteltem(myTargets|indx].T_1D)
myTargets|indx].T_X = nil
myTargets|indx]. T_Y = nil
myTargets[indx].T_ID = nil
myTargets[indx]) . T_TOW = "cone”
myEnemies[i] .E_TOW = *no"

2% X T_TOW F E_TOW £46F £ 4 53k 4 done Ao no, A FEMMAL M
A TAME B LI Tz & dhAh 855 .
HAbHE & 5 £ 4F EnemyHitCheck (), EnemyTowCheck ( ) #l CasualtyCheck ( ) BE¥ U5 L

Bl ARG — TR R TRRR — R T ERMARS, AFRDL AR, ST

--Update stolen target display andfor display geme over string

targetDonsCounter = targetDoneCountar + 1
ItemCommand{GUI_INGAME + 205, "SetString",
o igInteger(targ: or))
if targetDoneCounter == targetCount then
for indz = 1,pCount do

if myProjsctiles|indx].PROJ_ID -= nil than
Deletelten(myProjectiles|indx].PROJ_ID)

end
end

Deleteltem(GUI_RUNTIME SPRITES + 100)

RUNGUT ( *GUI_EndGame. lua“®)
end
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B4 I targetDoneCounter TH#(2%, EEFAMAMES (tagetCount) HEFTHE, M
B, WFRAAOMAEEE W ET, XEHERTAT N TR EN AL, U
WHIF YR, BEIMIT GUI_EndGame. lua B,

12.4 FEBNG

el T GUI H w384 dY EDR BE a8 (Take Away) MW, FHES
FT AR RENE SRR FROTE. FHXBEFE, TUEH—T 0
6 ) B R I AR B O O 2 ) [ 5 R A L

BT XEEW, RIMETEREEIER Lua I EZ i EHEMOMTE, GREATE
BE. EF—EH, BEELIFFHM (Take Away) #RF B, IS HMAIEFRIE
TR A Ao { A Lua £ ey ST B AL RSB 00 F



EREE
{ii il Lua & S fufsif Al

EEER

W F R
W21 xR
W T

W {Take Away}
W AR AL F
W AR AAL
W EEFH

M —Th, RONFRT WA E RN, HRE AR R, &=
RN CEARRIER R IET, BRI R iR A B AERITAEERE T,
B A A iR, RIS Bk R KA. Rl A MR
Al—E B ARF RAATEE (AD,

AR RS BT M E. AR, HHEERS SN,
BLBAEEARGE, fHR LR < b SRR I B4R 8 O L O R TR . SR i I
i, BadEmEae “Bs,

TEAEED, RA1S%ETMHM Lua & AL, F{UTE {Take Away) B, 7EHMHF
L eifit, MERE 7RI RAARRENSEFE.

13.1 EEERVFIR

ATHREAAREAFAETHR D, HAEEoFERL. A TUAERRSE,
BT, FEBACHRR T FIE T — A Rl ibsh, il 7k, 21 ﬁiﬁﬂ‘#
EREEEM, 7R MEENNE I RRRBES.



1t M Lua X FfEHAL 165

wAERETS, RNSNME-SATEROZFER, a5 HPoiReFEaen
RO TS, BITECEE— S0 Fr BRE TR E R O REE. £ITR
HE, BoEFERENTER Lua R PR TR Fo X SRR L
Bidich B C WUFPRRTF R AL RE.

EFRF R PREWE - XRROBE, Al FSRETEE, ERAFMM—FRIA, 3
FTEIORR, AR BRAPREEIEGNE (WA ER w0 E Rt B s .

LWRFEEFE—TRAXEHEA, HRFRU LR, FFTTAHED
EBEEN. HRNERNRAFRTEIHSERPRTORRERERENTHIE. €
AREURERGALTHAREREA 2 EMRE, SibRFRsE SR R,

KT AVER—AE R F T LM R T RR R RESHEE (WERETE
PR EMERET R IFARN S ), XRENRREFSTREF. BRI H0
AAERHAREE: REAERERAREC, IRERTUHREESY, 78K, SA
FARRF I XA SRR 0 o, RRRTTITE . s R ST R (8L,
i AR AR BARRE R 2 8Bk, MAMERTLESR, TiEeg
B, ERATLIEM,

13.2 21 ik

RHBFRRES A Lun MATTRAA THIIRAAZ —. FRRMR 00 R,
B, AR, HLEAREOAN EFRETHA-FM), Lu BEKE KA,

HiE, HE—MRNPIT: 21 AW, % CD-ROM @RS, H— /i 21 $S
AW, FTTURERSR, 55 ALZH, SRERELWEN. WRURTARE, X
LA A AT 0,

--blackjack constants
SPADE = 1

DIAMOND = 2

CLUB = 3

HEART = 4

ACE = 1

JACK = 11

QUEEN = 12

KING = 13
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BRI, T Lua PRSI RAME, WHHR:

function CreateDeck(}
curDackLocation = 1
myDeck = {}
cardiua = 1
for suit = SPADE, HEART do
for card = ACE, KING do
myDeck([cardium] = {}
myDeck[cardNum].suit = suit
myDeck[cardNum].card = card
cardium = cardium + 1
end
end
end

ERHCH BRI MREMEER T M (WelLGREHE) . TSR, TR

function ShuffleDeck()
shufflevalue = 1000
for indx = 1, shuffleValue do
card! = math.randos(1,52)
card2 = math.random(1,52)
hold = {}
hold = myDeck[cardi]
myDeck[cardl] = myDeck[card2]
myDeck[card2] = hold
and
end

R 1000 Y, B UOA— BRI PREALAR A KA R e B, S5 AT LR E—E)
TEESREYLAA, SRR IR B MR R L AR, A 131 TR
fitfa, WREEF AR T, (AT F AR A R

function InitHands()
theHand = {}
theHand [DEALER] = {}
theHand [HUMAN] = {}
end

BEMAE T SRR BT RATENGF (DEE) W, FHREER my-
Deck ARG HIUR . SRIG T LUAT T o 0 SR Bk 42 Wb s i

function GetCard(player)
if curDeckLocation > 52 then
print(“Out of cardsl Start new game!*)
slse )
table.insert(theHand[player], curDeckLocation)
DrawHand{player) -- draws the card on the screen
curDecklLocation = curDeckLocation + 1
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B30 RATIEREY 21 AAWRRE, FEE AU

end
end

FAT1{EH curDeckLocation BB R, ISR, DrawHand( ) HE
TERBE L, SMMmE, Ll CEF M.

BTG, RATET LR R R A Y R B R ML AL S
“RAT, 7221 SUARP, FRRE A MEEREREAGET A xR ERmEE 30
i o PR B MM R A 15 B

RENE13.1 CheckHandValue ##%

function CheckHandValue(player)

myValue = 0
numAces = 0
for indx = 1, table.getn{theHand[player]) do
1ue = myDeck| player][indx]].card

if curCardValue > 10 then
curCardvalue = 10
end
if curCardValue == ACE then
--we have an ace
numAces = numAces + 1
else
myValue = myValue + curCardvalue
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end
end
if numaces > O then
--deal with one ace
if numaces == 1 thes
1f myvalue + 11 > 21 then
myValue = myvValue + 1
alse
myValue = myValue + 11
end
and
--deal with two mces
if numAces == 2 them
if myValue + 12 > 21 then
myValue = myValue + 2
else
myValue = myvalue + 12
end
end '
--deal with three aces
if numAces == 3 then
if myvalue + 13 > 21 then
myValue = myValue + 3
else
myValue = myValue + 13
end
end
--deal with four aces
if numAces == 4 then
Af myvalue + 14 > 21 then
myvValue = myValua + 4
alse
myValue = myValue + 14
end
end
end
return myValue
ana

TERRHT, BATEE T HRFHAM, mRER “ALE" (hEH#], Q. K) &
W 10; MRE A, MATAGSY, SMEFHELMA. REEETREAH, A5
FIERT A BSTATTRE, BARA LR, (RO LR Tkt i M TR A shab 38 A 4
L.

EMFWRIEFPET <H > (ETF GUIKEY_PRESS {4, # GUI_InGame. lua 3T
), ERERBREET A —KRERT “RR" (BEd 21 &),

R EURE, RRES, R EMFRET, ER—TH8— KRR,
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MARTEGH . KE—-BET <S>8F, EXRFH "85, LBIRMT KA
i

function Think({player)
result = THINKING
if CheckHandvalue(player) < HOUSE_STAND then
GatCard(player)
else
result = DONE_THINKING
end
if CheckHandvalue(player) > 21 then
result = busl
end
return result
end

BRI R R L T L AT 4 F—— FE LA R Y 5 B0 SLFE R HOUSE
STAND /7 (584 17 Q—7EMss, R BT 17 G B ES0MEm) ., ERMEF
MR R, A 3 WS, MRS, mRRE e,

RATMEAT BB ER B MR, ABUT.

if eventCode ==~ GUI_TIMER_CXPIRED then
progress = Think(DEALER)
if progress == BUST then
EnableObject (GUI_INGAME + 205, 0, 0)
gameState = DEALER_DONE
DrawHand {DEALER)
ItemCommand (MESSAGE, "SetString®, "Dealer busts... YOU
WINII®")
elseif progress == THINKING then
StartTimer(1.5)
else
--dealer is done...process results
EnableObject (GUI_INGAME + 205, 0, 0)
gameState = DEALER_DONE
DrawHand (DEALER}
if c dValue = G lue {DEALER) then
theScore = tostring(CheckHandValue (HUMAN) )
ItenCommand (MESSAGE, *SetString”,
string.format("ts%s%s", "You win the hand with a =,
theScore, "1°)}
else
theScore = tostring(CheckHandValue(DEALER))
ItemCommand (MESSAGE, *SetString®,
string.format("%s%s%s", "Dealer takes the hand with a
score of *, theScore, *."))
end
EnableObject (GUI_INGAME + 202, 1, 1)
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end
end

WA T Think() B, REEEEEERGER. MRERE “"HESE",
I BRI B AT IRAT R XA

e EWAPIF A, BT R R S AL BUTT LA B KR 0 45 A
o BEREREE T E SRR, BN

13.3 HFH

HTE B i — B R Bl BeRR, AE NSRS RSO T, XREA
C++ JFF & LuaGlue ¥, RERFOBE.

Wk, ERENAMENAFEPES SR ETEHEMt 4. ERERRE
Eeak e, BRAMEA T A RS R B T A E

thePos = GetBoardLocation(GetMousePosition(})

EREGER 1 -9, ARRAUTFHME, -1 RrRATUESNOME. 2/5, Make
Move( ) B MFTELHIBT, MMUMAMBFARAFEE. EEMERT, HEVXFAILE
ZREPIT— R — RO B B, LR ROTE, BT AT L AR MakeMove( ) o
HhEA, RERTRESFAHMUE.

LuaGlue pR¥L2 FEAIFET

thePos = GetMove (myBoard|1],myBoard[2],myBoard[3],myBoard[4],

myBoard[§] ,myBoard (6] ,myBoard[7],myBoard[8] ,myBoard[9],0H)

XA RECP, RONEARBMYRE (RILATFHEAL, HY C TRERL
B Lue RAEWMSH), W 13.2 P,

EFHFHROF TP, TR O BT, HRESH X 3UF, WRmsLn, HlRE
KT, EEWNBLEEE, MATIHE.

if eventCode == GUI_ENTER_INTERFACE then
InitGame ()
if curTurn == OH then
StartTimer(1.5)
end
ana
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B13.2 FERI—REAHFHNRA T LuaGLue &80T 1L LER IR LR

B RN YATIF RS N OH Bua, MARWIFmitad . F40EEHini
T H 13.2 fiw,
fERRL13.2 SWTHENENEE

if eventCode == GUI_TIMER_EXPIRED then
MakeMove( )
end

This is really all we need to change in our GUI_InGame.lua ligic. Now the
revised MakeMove() function looks like this:
function MakeMove(}

if curTurn == EX then
--X human player
thePos = GetBoardLocation(GetMousePosition())
else
--0 AI player
thePos = GetMove(myBoard[1],myBoard[2],myBoard[3] ,myBoard[4],
myBoard(5],myBoard(8],myBoard(7],myBoard[B],myBoard[9],0H)
end
if thePos == -1 then
--turn on the space
EnableObject (curTurn + thePos, 1, 1)
--change text
if curTurn == EX then
TtamCommand (AUT_TNGAMF + 250, "SetString”, "0°'s turn: AT
thinking®)



else
ItemCommand (GUI_INGAME + 250, "SetString®, "X's turn: left
click to place®|
and
--now update the table
myBoard[thePos] = curTurn
--check for win
theWinner = -1
theWinner, slashiD = WinCheck()
if theWinner == -1 then
--no winner
--now swap turns
if curTurn == OH then
curTurn = EX
alse
curTurn = OH
end
elseif theWinner == 0 then
--cat's game
EnableDbject (GUI_INGAME + 210, 1, 1)
EnableObject (GUI_INGAME + 240, 1, 1)
EnableObject (GUI_INGAME + 250, 0, 0)
else
--we have a winner
EnableObject(GU1 INGAME + 250, 0, 0O}

EnableObject (GUI_INGAME + 240, 1, 1)

EnableObject (slashlD, 1, 1)

if thewinner == EX then
EnableObject(GUI_INGAME + 220, 1, 1)

else
Enablodbject{GUI_INGAME + 230, 1, 1)
end
and
end
if {curTurn == OH) and (theWinner == -1} then
StartTimer{1.5)
end
end

BT Y BRSO W R R b (L ) R B A ], BR T IR LB AR . AnRETE
Sl AFEHAY (EX), BRiM GetBoardLoacation( ) E%; MERhitBHEH, #MA
GelMove( ) ¥

ERYMRE, BUNRE (RI1CERH) AFRIHNER, FABRRTEHR
fr. MAEREE, WATHEER GEMER TIEASESTRNE M enfEx “E57,
BREARL), @ET—1 MakeMove( ) ¥,
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LuaGlue H¥# GetMove( )

ALESHIRARNETA, FERANGAERN, b THFRETGRNME, HLUE
TR e e S A7 RS & . XD B R E R B U MR, TR
FREEH CIRTRE RN

extern "C" int TTT _GetMove(lua State *L)
{
clua *lua = g_pBase->Getlua();
int move = -1;
int arghus = 1;
int board[9];
for{int i=0; i<@; i++)
{
board[i] = (int) lus->GetNumberArgument(argNum++, 0};
}

int sigetomove = (int) lua->GetNumberArgument(arghum++, 0);

BT Y IR AT R ER T L, B 9 A BT R SR, R EEEERER
WS, IRRITETL ML FRREED . A5, ROITELR— A& TEBIN
Fid, T PIRIAER .

std::list<int> legalloves;
for(i=0; 1<B; 14+)
i

if(board{i] == 0)
1legalMaves . push_back{i);
}

BT & R S B RE STL R eh, T — S E, RESANEM IR, WE
REE, RmASHBETIE. hBRE, WHTFANAFREER.

int bestval = 0;
std::list<int>::iterator it = legalMoves.begin();
while(it 1= legalMoves.end())
i
Il look at each winning mowe and count the
/! spaces (with this move made) that are in it
for(i=0; i<B; i++)
{
int val = 0;
Af{{(*it) == winningPositions[1][0]) ||
(board[winningPositions[1][0]] == sidetomova))
++val;
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if{({*it) == winningPositions[i][1]) ||
(board[winningPositions(i][1]] == sidetomaove))
++val;

Af({{*it) == winningPositions[i][2]) ||
(board[winningPositions[i][2]] == sidetomove))
++val;

if((board{winningPositions[1i][0]] != sidetomove) 83

(board[winningPositions(1)[0]] != 0))

val = -1;

if ( (board{winningPositions[i][1]] != sidetomove) &4

(board[winningPositions[4][1]] I= 0))
val = -1;
AT ((DOArAIWiNALNQPOSITIONS[1]{2]] 1= Sidetomove) &8

{board[winningPositions[i](2]] 1= 0))

val = -1;

if(val > bestval)
{
move = (*it);
bestval = val;
1
}

++it;
}

WA R AR BT, DUkH T REEE. R R LR S
SRR IR A BB AL & R B R R, W, ART
WA, cMBMERMIET R, MREE, RIESHSRENRES. Tk
PRl CRBAMEE", ERESBFHEEHE. FEAABRERNE, RTUSTT—%
T, BERE "WATUBHGMLE", MT R

if(move == -1)
. move = (*legalMovos.tegin());

t

lua->PushNumber{move+1); // adjust for 1 base in Lua code
return 1;
}

MEBRERISEN BT, WEESNENT—THHEE. XTBRRRF

U, AREATLABHNRT . —MRUCET A BN AFEHE RN SNEEa#
LABH ik %t 77 S RER], G0RE AT LS B T A 4 0
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13.4 (Take Away) HEIBISCEL

BUFEEIR] (Take Away) iR, H-FEHEFEETR, MA 13.3 fm, B#H
R EBAR T E .

133 % (Take Away) PRITAEH 4 HEREM A FTH

HARM Al 7 EnemyFacing( ) ¥, GUI_TIMER_EXPIRED 3F{F % 4 545 485 %0 Al 19
REACT S, SRR, X REULNRE BRI A0ERZ —, EnomyFacing( )
O AL 4 BRSY, BB — R AL, 480 AL EnemyFacing( ) EEUEAL
semEm My CHE), SUSTEE SetTravelDirection (indz, X, 1Y) JERHH,
AR, T (Take Away) $, WAITRY 7 4 HEEAFBEM: FHFM (Box Grab-
bers) . Tl (Shooters) , WiliAl (Rammers) FIRAM (Hybrids), TSI,

13.4.1 HFMW

function EnemyFacing(indx)
--indx is the myEnemies tabls index assigned to the enemy
if myEnemies|indx].ID -= nil then
if myEnemies[indx].TYPE == 1 then --Box grabbers
for i = 1,targetfount do
if myEnemies|indx].E_TOW == "no" then --Eneny not towing
1 myTarpets[1].T_TOW == “no" then --Target free
SetTravelDirection{indx, myTargets|i].T_X + 10,
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myTargets[1].T_Y + 10)
end
end
end

WMEAFEMEARR, BEANERREEHAR. EFAXLASHNER, BRME
RINBAPHGENASE, AELEELRE (W), @dER myTargets & FRAE
MEMAME, RIE, AT XHE, TY RSB EMR T RHEHTHPOLR, 2
J&, VA SetTravelDirection (indx, X, tY) M3, W& THFLBREENBHAE (X
M),

13.4.2 IrEmR

elseif myEnemies[indx).TYPE == 2 then --Shooters
SetTravelDirection(indx, myX + 10, myY + 10)
--Enemy shooting script (see EnemyRespawn(indx) function)
myEnemies|indx].FIRE = myEnemies(indx].FIRE + 1
AT myEnemias(indx).FIRE == enemyFireInterval then
FireProjectile{indx, nyEnemies[indx].XTHRUST,
myEnemieafindx] . YTHAUET)
myEnemies[indx].FIRE = O
and
BB — B4R 2 E B ST EMMEMIH KR, MH SetTravelDirection (indx,
X, tY) EHEEARMBIR AN HAR. HolMA A SRt 0 4 T E B R
MR8 . WU EnemyFacing() H, B i) FIRE SHRLRIN, 4 FIRE SH3%
F] enemyFirelnterval B FireProjectile (ship, xThrust, yThrust) ¥, A5 HEH FIRE &
o FREALAFE L enemyFirelnterval A REACT SHE MBS ) Ee @M, XL

ik AL B W AR A HEAT AR IR, VAR UL SR R R R IR

13.4.3 HiEHR

elseif myEnemies[indx].TYPE == 3 then --Rammers
SetTravelDirection{indx, myX + 10, my¥Y + 10)

XELE A AT SFIE AR AR MR P R . B, WXBRBEE,
SRR T S A ER. Aid, hERAORAREMREE (MAX ).
BT RA FA CAPIEMYESE, PrLA s AEE EnemyFacing( ) B¥TPRAEFHRA “ BRARHE"



# Hlua & X FodEHAl 177

B

13.4.4 BR&M

RS LM FRL B R T, Rl AR = R AR, RAMBIRRIEN
FERAGHFABRTEZMAGER. S4E8HE LSRR ARSI S RIH T
ZHBEE, AEERRUTN — 1, WE L5 WA SeTravelDirection (indx, X, 1Y) #3E
N EFREAGE, W

elseif myEnemies[indx].TYPE == 4 then --Hybrids
if myEnemies[indx].E_TOW == "mo" then --Enemy not towing
--Determine distance from player
playerDistance = math.sqrt(((myEnemies[indx].EX + 10) -
{myX + 10))"2 + {(myZnemies[indx].EY + 10) - {myY +
10))°2)
targetDistance = 10000

B, R RER T CETE AP O MIER (playerDistance) , #
Ja#; rargetDistance BE—MBRIME., BCRFHIEIRE T LS5 £ T RHAT:

for i = 1,targetCount do

Aif myTargets{i].T_TOW == "no” then --Target free
--Determine distance from closest target
tempTargetDistance = math.sqrt((
{myEnemies|indx] .EX + 10} - (myTargets[i].T_X +
10))*2 + ((myEnemies[indx].EY + 10) —
(myTargets[i].T_¥ + 10))"2)
if tempTargetDistance < targetDistance then

targetDistance = tempTargetDistance

Tk, 1 for BB HETAH B#MAH, THRAMIBEAMAER (tempTargetDistarce ) ,
NS RTEER (tempTargetDistance) T2 HTAY TR H (targetDistance ) , W8 52 MATHE
By . HFER A targetDistance 1552 19 AU AT LLOR IE R B T AYBE RS, BORERRAT LU
HER RIEMTHEERS RS CAMERT, TR,

««Evaluate for the closest option

if playerDistance < targetDistance then
tX = myX + 10
tY = my¥Y + 10
--Enemy shooting script
myEnemies|indx].FIRE =
myEnemies[indx].FIRE + 1
if myEnamies[indx] FIRE ==
enemyFireInterval then
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FireProjectile{indx,
myEnemies| indx] . XTHRUST,
myEnemies|indx] . YTHRUST)
myEnemies|indx].FIRE = 0
end
else
t% = myTargets{i].T_X + 10
1Y = myTargets[i].T_¥ + 10
end
end
alse
= myX + 10
¥ = myy + 10
end
end
SetTravelDirection(indx, tX, tY)
end
end
end
end

IRER CREEETR, BRE&MNRE BEARE LA AR R4, Rk
SBATE, RETHENEFTERER O, RARAS -REEERER, THER
B iR R S Mok B A R .

13.4.5 EHTHE

%3 T EnemyFacing (indx) B¥UE, {Take Away} HRMATE®RSESRMT 1%
BRI R, X EHOURZ AT E]E A SetTravelDirection (indx, tX, tY). SARZHH
ATRER, ERERMNESHFEHEHFBNAHLEN. SetTravelDirection (indx, tX,
tY) LTTFEERSARM ROT {8, B SAS5RE M E bR W28, DawEnemy-
Ship( ) B H{E ] myEnemies /) ROT {E ¥ §i XTHRUST F YTHRUST {if i1 %A e 738
Bir. BEFTOES DL x BERM K, HRETLMN 3 4848, £ B4R %R
B x S bR/ FROBAY x ABERMENL, I F TR .

function SetTravelDirection{inax, tX, tY)

--indx is the myEnemies table index mesigned to the enemy
-=t¥X is the X coordinate of the goal (target or player's ship)
--t¥ is the Y coordinate of the goal (target or player's ship)

if tX < myEnemies[indx].EX then
if tY < myEnemies(indx].EY then
if (myEnemies[indx]).EY - tY) > 150 then
if (myEnemies[indx].EX - tX) > 150 then
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myEnemiss[indx].ROT = B8 --Up/left
alse
myEnemies[indx].ROT = 1 --Up
end
elseif (myEnemies[indx].EY - t¥Y) > 30 then
myEnenies[incx] ROT = & --Up/left
else
myEnemies|incx] .ROT = 7 --Left
and
elseif tY == myEnemies[indx].EY then
myEnemies[indx] .FOT = 7 --Left
#lseif tY > myEnemies[indx].EY than
if (tY - myEnemies[indx].EY) > 150 then
if (myEnemies[indx].EX - tX) > 150 then
myEnemies(indx].ROT = 6 --Down/left
else
myEnemias[indx].ROT = 5§ --Down
end
elseif (tY - myEremies[indx].EY) > 30 then
myEnemies|incx].ROT = & --Down/left
else

myEnemies[indx] .ROT = 7 --Left
end
ena

A AR x MATATER (4RI, B0 B

elseif tX == myEnemies[indx].EX then
if t¥ <= myEnemies[indx).EY then
nyEnemies[indx].ROT = 1 --Up
.L“Iyil\lmlsslindli.l\w = 5 --Down
end
BB AR H AR x AR TEAMA « Siratagib B, FEATEaERaa—
BESRAER, ATRUX BRI . BET o mEER, RRuEF—-EBE=Nr6

A LI A ERAE.

13.4.6 mEEsR|

BERIIKT H— T InGame ZhEHRE —H EEHHr: BT . LR RS xR
REHEAY 3 R4 B JE EnemyTowCheck( ) , EnemyHitCheck{ ) #l CasualtyCheck( ) » 3X# Lu-
aSupport. lua ERFCEME 240, R InCame TREEHHTE Y. RESHAFR, A4
HUEAEeLAY . R4 56 B EnemyTowCheck ( ) BB REMEIR (7E LuaSupport. lua B p
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W) . BRRRNRFARERSNASHE THARENNET, MBEHAE
EE.

function EnemyTowCheck()
for 1 = 1,enemyCount do
if myEnemies[i].ID -= nil then

i=1

while ((myEnemies[i].E_TOW == "no") and (j < itargetCount +

1}}) do
if (myTergets[j].T_TOW == "no") and ({(myEnemies[i].TYPE
== 1) or (myEnemies[i].TYPE == 4)) then --Enemies are
bus grablers or hybrids & the larget is free for towing

REE R for FERA, MLDG T 9FRE MR MM, WRE T EUREERR DGR, R
THERI—~ while iF U ABRETH B4R . HATEALE E_TOW RBWRE while 5480 Hy
FfF, EPAREE (E_TOW RS MEFE b o 7 8) GRIE T 23R o] LLAL B B4 fdr #h
54, FIRTHEBR B AT . while SREHTEX BREE, FEHEMRIRS E_TOW #eik
HWhka RN, 76 for EF P, E_TOW iR R&Hli— % (EMEFMFTH), SiTie
HIEEF —H o BHTEMEHRE, TR .

if ({myEnemies[L].EX + 20) < myTargets[{].T_X} or
(myEnemies[i].EX > (myTargets(§].T_X + 20)) or
{{myEnemias[i].EY + 20} < myTargets[j].T Y} or
(myEnemigs[1].EY > (myTargets[j].T_Y + 20)) then
--Ng collision
else
--Collision
--Indexes the ID of each entity into the
eppropriate portion of the other's table
myTargets(]].T_TOW = myEnemies[i].ID
myEnemies[1] .E_TOW = myTargets(j].T_ID
end
and
j=q+1
and
end
end
end

B R R R A A B R ST R R WUR R A . AT RIEAL
ID AR F s ES . BE, FHEMANEI M, BT B0, Rikk
B, REEEARGTNE . X R, X ETAT ol sl Tt T e G0 SR R
4, REMEEN E_TOW 1 T_TOW {8 i 5E A RE i 5 A= (AU, #RIG %8 1F% while B8535, &
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T B Ak % for IR RLFA N,
EnemyHitCheck( ) % (£ LuaSupport. lua JC{F) 0] AT B LAY 54
AFAREC A, BRI FG R A R, IR

--Collision
if myEnemies[i] .E_TOW -= "no’ then --Enemy
was towing
for k = 1,targetCount do
if myTargets[k].T_TOW ==
myEnemies[i].ID then
--Makes the target available for
towing again
myTargets[k].T_TON = "no®
end
end
end

W AR, RWEARFAE M E, RENLEMEFE—FREREH
frl. REEHHR, T_TOWSEEENT o, BABEFERATHEBREL, FUF
A done R, BFE, WFEEENP T, AT 15.3 Bk,

REHRL 3.5 WRERHFARE

--Deletes the enemy and clears its table

indaxes
Deleteltem{myEnemies(i].ID)

myEnemies(i].XTHRUST = nil

myEnemies(i]).YTHAUST = nil

myEnemies[1].ROT = nil

myEnemies[i].EX = nil

myEnemies[L].EY = nil

myEnemies[i].ID = nil

myEnemiea[i].E_TOW = *no’

myEnemies[1].FIRE = nil

--Respawns the enemy if the game is not over

if targ ter -= targ then
UpdateScore (myEnemies|[1i].TYPE}
EnemyRespawn (1)

end

--Deletes the projectile and clears its table

indexes
Deleteltem(myProjectiles|].PROJ_ID)
myProjectiles(j].PAOU X = nil
nyProjectiles[j].PAOM_Y = nil
myProjectiles[j].PROJ_XTH = n.
nyProjectiles[j].PROJ_YTH = nil
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nyProjectiles(§].PROJ_ID = nil
myProjectiles(j].PROJ_SHIP = nil

SRS I EHR AR B B, B TIAR R Y AR B nil. A0 T_TOW —#F,
ETOW 2R HERBNAMRE. A4, BHHNRELCTEETH (24 cUl_
InGame. lua SCF 7 ) UpdateScore ( enemyType) BR¥C) . WIRMERE R A LK, KA Ene-
myRespawn (indx) A%, SECHRIMMMEMES . X+ RLMIE TR T EMEE S
— BRI AR A (BRI R4 B BAT SR AR

SR R WA 5 — T R R CasualtyCheck (), & AR NI MEMRE
F 2 B fEEE . 7R [F T EnemyHitCheck ( ) A1 EnemyTowCheck ( ) i #i(#E GUI_TIMER_EX-
PIRED $h 5 il WA, S ATE Drawship (myRot, x, y) S#ih, BfEBid KATE
TEMEHRMA . RE RS, B Wb AT R MR, 3 At MR 3G
Bt . B2 23 o ARG B AR AT I (I 25 R EnemyHitCheck ( ) 284B1, 55 8550 AN
B RR R, X ERIRTEH o RIA, IFFR.

function CasualtyCheck()
--Collisions with enemies
i=1
while ((alive == 'yes") and (i < (enemyCount + 1})) do
if myEnemies[i].ID -= nil then
if ((myEnemies[i].EX + 20) < myX) or (myEnemies[i].EX > (myX
+ 20)) or ((nyEnemies[i].EY + 20) < my¥) or (myEnemies[i].EY
> (myY + 20} then
--No collision
else
--Collision
--Delete the player's ship
DeletelItem(GUI_RUNTIME_SPRITES + 100}
elive = ‘no"

X EEE SRR while IR KR, 1EHR aive [RFE, ERLEHN, B
A AETETE R P, B, WREE AR, TR, WA EMR T
EEGRARR OREA R REEH S RERN, RFERENERTUHAE
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bR

EREARMEREY TS AEAGRBMEN. 7T nGame /53X — 55 a0 24,
{Take Away) WERGEYPREBEoERE T FRfM 3 S Rua W b0y o 8, BUERTFEN
ZEMEMEOI AR ERT . WARAE, CUL R, Bl &, SRARBERLR
Lua i REM TR, RIVFET —TAARMEK, BURERR ZHEMZTRE, FH%¥
TE A9 S AR AR A P B 2T REREH A AT,

13.5 Hib Al g3BIF

HEBNESARSERE—F (Take Away) AN —LBLHE, RUERRTE Q;:;;
CD - ROM (5% 13 B AL Sandbox {32 F. ATHATICHERM (Take Away) —H#, HEM
FHEEE. Pl FRIET 8 ARFM ALTN, @derEME, o LCFE S GUI_Main-
Menu. lua (KR4 S0 I SRR A,

13.5.1 MWSER
BHIFRR T EAL TR A B, CEBATE AR (Take Away) #FsE &M
EEFMARAL LR . B Frh B B AR SwtionaryTrackSetTravelDirection ( ) ¥, %R
Wit HAnfr B G, InfRERE A 13. 4 Frm.
AW E 13. 4 StationaryTrackSetTravelDirection | ) &34

function StationaryTrackSetTravelDirection{indx, t¥, tY)
--indx is the myEnemies table index assigned to the ensmy
<-tX is the X.coordinate of the goal (target or player's ship)
--t¥ is the Y-coordinate of the goal (target or player's ship)
if tX < myEnemies(indx] EX then
if tY < myEnemies[indx].EY then
if (myEnemies[indx].EY - tY) > 150 then
if (myEnemies|indx}.EX - tX) > 150 then
myEnemies|indx].ROT = & --Up/left
else
myEnemiss[indx].ROT = 1 --Up
and
elseif (myEnemies|indx].EY - tY) > 30 then
myEnemies[indx] .AOT = & --Up/left
elss
myEnemies[indx] .AOT = 7 --Laft
end
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elseif tY == myEnemies(indx].EY then
myEnemies|[indx] ROT = 7 --Left
elseif tY > myEnemies|indx].EY then
if (t¥ - myEnemies[indx].EY) > 150 then
it (myEnemies[indx].EX - tX) > 150 then
myEnenies| indx].ROT = 6 --Down/left
else
myEnamies{indx].ROT = 5 --Down
end
alseif (tY - myEnemies[indx].EY) > 30 then
myEnemies[indk] .ROT = 8 --Down/left
else
MYyEN@Mi8S|1NAK] .HUT = 7 --LeTT
end
end
alseif tX == myEnemies|indx].EX then
if tY <= myEnemies|indx].EY then
mwyEnemies[indx] . ROT = 1 --Up
else
myEnamies(indx] .ADT = 5 --Down
end

elseif tX > myEnesmies[inde].EX then
if tY < myEnemies[indc].EY then
if {myEnemies[indc].EY - tY) = 150 then
if (X - myEnsmice[indx].EX) > 160 then
myEnemies|indx].ROT = 2 --Up/right
else
myEnemies|indx] .ROT = 1 --Up
end
elseif (myEnemies|indx].EY - t¥) > 30 then
myEnemies[indx) .AOT = 2 --Up/right
else
myEnemies[indz] .AOT = 3 --Right
end
elseif tY == myEnemies[indx].EY then
myEnemies|indx].ROT = 3 --Right
alseif tY = myEnemies|indx].EY then
AF (¥ - myEnemies|indx].EY) > 150 then
if (tX - myEnsmies[indx].EX) > 150 then
myEnemies | indx].ROT = 4 --Down/right
else
myEnamies indx].ROT = § --Down
end
elseif (tY - myEnemies[indx]).EY) = 30 then
myEnemdies[4indx] .ROT = 4 --Down/right
else
myEnemies[indx] .ROT = 3 --Right
end
end
end
end
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o R RS R0 AR B At B 45 Ko, ARBEETRARBY . T —
i, RiTeHHARARLE L.

13.6.2 EEEMEER

TEXABFP, ROESESIPHIUBE TR AR — A ( (Take Away}
R o T <1 > ERLEFARE B RE AT W RO A T, 8 <2 > SRR BT A
F o AT 53 BB I 3 9 B 3 4E ProximityTrackEnemyFacing ( ) @ #P, L 5135
o

EWR13.5 ProximityTrackEnemyFacing( ) &
function ProximityTrackEnemyFacing(indx)
--indx is the myEnemiss tabls index assigned to the enemy
if (myEnemies[indx].E_TOW == "no") and (desiredTarget -= *none”) then
--Efemy not towing and seeking target
if desiredTarget -= "set” then --Initial run
--Determine distance from targets
targetDistance = {}
for i = 1,targetlount do
if myTargets[i].T_TOW == ‘no* then --Target free
targetDistance[i] = math.sqri((({myEnemies[indx] .EX +
10) - (myTargets[i].T X + 10))*2 +
({myEnemies[indx].EY + 10) - (myTargets[i].T_¥ +
10))°2)
end
end
if (targetDistance[1] -= nil) and (targetDistance[2] -= nil)
then
--Evaluate for the distance options
if targetDistance[1] < targetDistance[2] then
nearIndx = 1
farIndx » 2
else
nearlindx = 2
farIndx = 1
end
if desiredTarget == “near® then
tX = myTargets[nearIndx].T_X + 10
TY = myTargets{nearIndx].T_Y + 10
desiredTarget = "set"
elseif desirsdTarget == “far® then
tX = myTargets{farIndx].T X + 10
t¥ = myTargets[farIndx].T_¥ + 10
desiredTarget = "set®
end
ProximityTrackSetTravelDirection{indx, tX, tY)
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end
else
ProximityTrackSetTravelDirection(indx, tX, tY)
end :
end
end

PR B desiredTarget R, EEE 3 FolkE, BITHEN “none”, FARiBEIE
o Bbr. AR RAMTE RS R P A AT, BB IERE “rear” M “far”,

FEAEARBUEE R E Z kR ABER, SRS I targetDistance [index ] PEE
i, PAREB bR EIT. SEYMERAE, AR BT E iR o R Y .,

13.5.3 ZhFEE

FEXEFH, RIBIATEREH L M. RIS, MR, ER
EmeBiR, XRMHABSARARNTXAET R, Bl FRRBERLEEHN, L
EALREFE CAR E B . SRR 4 F7E MovingTrackSetTravelDirection () %
AR TE A1 (] S AT R A B E bR R T

13.5.4 WiHBBEE

FEE Pehat, B EHLME ST LA B B S E Ak s A of . BAEA AL AT
MEATPHTILMERE (ARSEEREREALR), MlFH8 CiTemBHA €
HLTRER AL .

FERAEFrR, RAVAEAMMIMTXAMAES, WA 13.4 FiR, ROEHNEHFOLH
b, fEIEIHG AT MRE b, MR AR .

EAFERTE AnticipationTreckSetTravelDirection ( ) ¥ o PR BRI — 5 ) B A
R, AREFEMSAENGER, WRFHHR 13.6 Fin,

#E@NL 13.6 AnlicipationTrackSetTravelDirection( ) &8

local enemyDistance = math.sgrt(({(myX + 10) - (myEnemies[indx].EX +
10))*2 + ((myY + 10) - (myEnemies|indx].EY + 10)}"2)

local enemyRate = math.sqrt(((myEnemies[indx].XTHRUST) 2} +
{{myEnemies|indx].YTHRUST)*2))

local time = enemyDistance / enemyRate

local playerflate = math.sqrt(((myxThrust)-Z) + ((myYINrust)-2))
local playerDistance = playerfate * time
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if playerDistance > 25 then
playerDistance = 25
end
local playerXVector = math.sqrt((({playerDistance)*2} --
((my¥Thrust}"2))
local playerYVector = math.sqrt({(playerDistance)"2) --
((myxThrust)=2))
local dir = GetTravelDirection(myXThrust, myYThrust)
if dir == 1 then --Up
Y = t¥ - (playerDistance)
elseif dir == 2 then --Up/right
tX = tX + (playerXvector|
Tf = TY - (playeryvector)
elseif dir == 3 then --Right
tH = tX + (playerDistance)
elseif dir == 4 then --Down/right
tX = tX + (playerXVector|
tY = tY + (playerYVector|
elseif dir == § then --Down
tY = t¥ + (playerDistance)

elseif dir == & then --Down/left
tX = tX - (playerxvector
tY = tY + (playerYvector)
elseif dir == 7 then --Left
X - £X  (playerDictancs)
elseif dir == @ then --Up/left
tX = tX - (playerXVector)
tY = t¥ - (player¥Vector)
end
SetItemPosition(GUI_RUNTIME_SPRITES + 150, tX, t¥Y, 4, 4)

B34 fEEAdld, bt RS K AR OT L BT IUR R AR B Eh
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WinHMAER T EANLER, BRESH, EENEMGER, BERK NS
S E TR . BARSEEER o fn oY B9E AR A iR AR, B SO
®a.

EMEEEFP, RBHEMBES, XBR {(Toke Away} RS A YEE, OE
ZE, ReERRFEAEERAEFELES, EASANERESHTR, BEFEE
WES (3 SanTimer( ) M¥EEF) GHRIGLENR. SLXTHFTUER, -
BN S B Y IR o A RERO KT

13.5.5 At

EXAHIFi, ROGIERT —MEE, SHEW% T M RTMEA (7T LR L
FEH A BRFEHN G, e A AREE TR SARAGEESEE
PREIT AR GEA AR E B AR, AR /0 LR T LU B AR
&)

KU A TurretFireTurretFecing( ) IMEGERBGLAELA, AWK R 13.7 iR,

AW 13.7 TuretFireTurretFacing( ) &8

function TurretFireTurretFacing()
--Determine distance fron player
playerDistance = math.sqrt(((turX + 10) - (myX + 10))°2 + ({tur¥ +
10) - (myY + 10))°2)
enemyDistance = 10000
for i = 1,anemyCount do

if myEnemies[i].ID == nil then --Enemy exists
--Determine distance from closest snemy
‘tempEnemyDistance = math.sqrt(({{turX + 10) - (myEnemies[i].EX
+ 10))°2 + ((turY + 10) - (wyEnemies[i].EY + 10))"2)
if tempEnemyDistance < enemyDistance then

ance

end
--Evaluate for the closest option
if playarDistance < enemyDistance then
o= myX + 10
tY = myY + 10
else
tX = myEnemiss[Li] .EX + 10
t¥ = myEnemiss[i] .EY + 10
end
else
X = myX + 10
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TY = myY + 10
end
turFireCounter = turFireCounter + 1
if turFireCounter == & then
TurretFireFireProjectile(0, 0)
turFireCounter = 0
end
end
TurretFireSetTravelDirection( turret®, tX, tY)
and

R AR A & + b° = AHINER (HuE) BIRTA UERE IS SRR e
B, SRS IRE BRI A B FRAEE 3 A TuretFireSetTravel Direction ( ) BB H 7. EHF LK
B, TR I () BRSO 2 AR Y R BCRAR ] ), 7E eR T SRR M R AV

13.5.6 SHBEE
AR, S eaEd . MRSARET A, SMaTEmelTEaEs, m
FEEEENT, TEA I E R, XA 2 R 5L AvoidFireEnemyFacing () B, I{RES
TR 13,8 Bram .
{CRL® e 13. B AvoidFireEnemyFacing( ) SH#

function AvoidFireEnemyFacing(indx)
--indx is the myEnemies table index assigned to the enemy
--Determine distance fron projectiles
projectileDistance = 100
tX = myX + 10
tY = my¥ + 10
state = "none"
for 1 = 1, pCount do
1f myProjectiles[i].PROJ_ID -= nil then --Projectile exists
--Determina distence from clossst target
tempProjectileDistance = math.sgrt({(myEnemies(indx].EX + 10}
- (myProjectiles[i].PROJ_X + 2))°2 + ((myEnemiss[indx].EY +
10) - (myProjectiles(i].PROJ_Y + 2))°2)
if tempProjectileDistance < projectileDistance then
projectilsDistance = tempProjectileDistance
1X = myProjectiles[i].PROV_X + 2
1Y = myProjectiles(i].PROJ_Y + 2
state = "avoid"

end
end
AvoidFireSetTravelDirection(indx, state, tX, tY)
end
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projectileDistance 25 it i} 52 T HAL AT A A p A0 EE . FRATT4l R FIRT I B R ) FE RS
T, WSREERG T HURER, RERRARER Yaveid”,
FE AvoidFireSetTravelDirection( ) sR ¥, BATIA T T 5 CFS AR PRI FhE M -

if state == "none” then
myEnemies|indx].AOT = Ret
else
myEnemies[indx].ROT = Rot + 4
if myEnemies[indx].ROT > B then
dif = myEnemiss|[indx] .ROT - &
myEnemies[indx] .AOT = 0 + gif
end
end

HEAFERE T state {, MARER “avoid”, 21T HFRLriLE MIE H M8k AR
gy m, BT MRS iR R . EARM TR B ah 100 B CEEE
B, Br AR AL R LRI M

13.5.7 Pitgtests

BAGIF MR/ EREARR, KHETHEMSSKBHRRPEER (BAM
BEIR—XTZESRED) .. RN A, EoEREatmRErEE. X
- B e #L ProtectionFireEnemyFacing( ) &, 40°F BR

function ProtectionFireEnemyFacing(indx)
=-indx is the myEnemias table index assigned to the enemy
--Determine distance frem projectiles
projectileDistance = 100
o= 100
t¥ = 300
state = "protection”
for i =1, plount do
Af myProjectiles(i] PROJ_ID -= nil then --Projectile exists
--Determine distance from closest target
teapProjectileDistance = math.sqrt(((myEnemies|indx].EX + 10}
- (myProjectiles[i].PROJ_X + 2))°2 + ((myEnemies[indx].EY +
10) - (myProjectiles[i].PROJ_Y + 2))"2)
if tempProjectileDist < projectileDi then
projectileDistance = tempProjectileDistance
tX = myProjectiles[i).PROJ_X + 2
tY = myProjectiles[i].PROJ_Y + 2
state = "avoid"
end
end
end
ProtectionFireSetTravelDirection(indx, state, tX, t¥)
and




%M Lua & X A HAL 191

BRiAgy X ALY ERRER . ST RADSME, WS E LA
o, MMesdRnd, FNREDES,

13.5.8 Wi

EABTFEIAT E O 8LE, FERMAYEIERPHEMT myEnemies| indx ]. DAMAGE &,
L, SR8 —EHE, BHAFEE 3.9 P DamageFireEnemyFacing( ) A,
HALRIE RO EEE B D 00RE.

fEi#e 13.9 DamageFireEnemyFacing( ) &#

function DamageFireEnemyFacing(indx)
--ingdx is the myEnemies table index assigned to the enemy
--Determine distance from projectiles
projectileDistance = 100
1X = myX + 10
Y = myY + 10
state = ‘none*
if (myEnemies[indx].DAMAGE >= 3) and (myEnemies[indx].DAMAGE < &)
then
print(*Now in Avoidance Mode® )
for i = 1, pGount do
if myProjectiles(i] .PROJ_ID -= nil then --Projectile exists
--Datermine distance from closest target
tempProjectileDistence = math.sqri({(myEnemies[indx].EX +
10} - (myProjectiles[i].PROJ_X + 2))°2 +
{(myEnemies|indx].EY + 10) - (myProjectiles[i].PROJ_Y +
2))°2)
if tempProjectileDistance < projectileDistance then
projectileDistance = tempProjectileDistance
tX = myProjectiles[i].PROJ_X + 2
tY¥ = myProjectiles[i] .PROJ_Y + 2
state = ‘avoid®
end
ond
end
elseif (myEnemies|indx].DAMAGE >= &) then
= 100
ty = 300
state = "protection”
print(‘Now in Protection Mode®)
end
DamageFireSetTravelDireciion(indx, state, tX, tY)
end

FELFT, FMELTEF “IFHTLL" MfM, BER ke h—RF—
s, AUFRELMEP. BT ERENGES, TLRERIPE, 08135 KR,
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B 13.5 ERHT o, SRS S S i R

ETRMFENPEEFIB-HERTELEMERRENTRE, BrHeiEs
MBEXEME T, BEOEF MR RRE AL TR,

13.6 BIRRTN

ARAREVRA TE RSN — R TR, X2 “EAmMmoE", TLILE
FREM—HRETBEHA—ARE, LE-TAR, EHERE-TERERENEY
e, BRI EFR, FRERE - TRRRETL. WHERERSTY, Ak B
fi, 8, Fh, AES. SREEERwERN RN, PRI —E RERRR—
o HFFEMF G LRERARE. SR THREARSE, FUERE, REXAH,
FMEEHTE, RERRMUED T AW —Fe RS L 2WEETHE, 2MEAR
YRR,

BAF RS A RREL T Rl X R B AR A S IR 4 5 R a8
i, EEMERMRETOLE, LA -MREEHIS FRENEME. TLEL—
T End ARy (RTS) WAk, AlFHIMFHRLN LA ZMRAE: Ffrda, &
i AT, EHGGE Rk, ARSI LG s 0 (MBTH IR (0
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Rk, I HAEWR TR A E TR AN N MAT N
REFRREHSRTLUFEY —FRRH B8, BXERNAARDMER Lua
FFE&—A- T B AT BRARAAL. 25T Ty R R

function ProcessState(currentState, stateTable)
it stateTablejcurrentState] -= nil then
return stateTable[cu-rentState]()
end
return “Error®
end

EKIATRUHEEE T MR ENARRE. BEE T4 ~ER.

function HoldFunction()
-=unit holds position
if EnemeyNearby() then
raturn “pursus®
else
return “hold"
and
end
function PursueFunction()
if DistanceToEnemy() > 10 then
return "to_base”
elseif DistanceToEnemy() > 5 then
return "pursue®

else
return "attack®
end
end
function AttackFunctian{)
if EnemyHealth{) > O then
return ‘attack®
else
return “to_base"
end
end

function ToBaseFunction()
if DistanceToBase() > O then
return “to_base®
olse
return®hold”
end
end

PR HULIA T RIS P Tl AT ARRIBATT 30 . B frdr, i BT, B
HERFRE . EREAE, LT EAE LESHRE FOTh, KEMRAT —
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e b iR, TNITEIER AR K.
BTk R (FR—-TAL), WFHR.

unit = {}

Unit.CurrentState = "hold"

Unit ["held"] = HoldFunction

Unit [“"pursue®] = PursueFunction

Unit ["attack®] = AttackFunction

Unit ["to_base®] = ToBaseFunction

AR, FRPURFRENFRHRERORE., HHOELERE, FRRENEE
REfT.

FAE AT LAFE W EIR R T P4 e e R A AT S (LU RATERREME) -

Unit.CurrentState = ProcessState(Unit.CurrentState, Unit)

A EEFRIT CurrentState () B3 (CHAVIRSR B Frar”, RNEH
#2 HoldFunetion( ) i ¥0) , #)5, TR RPIFERE (TTHEE “RibfFa" =&
il ERT) IFRE SECRA NS, B, AL ISR R S BT
PE, ENRMIIY, FEEACHRE, BHXSTnREER ARERLALTR
RN

18.7 BRI

TER A E A s B MRk (BN RSN . P WARR A AR b, REEME
S REE B EALE R YA A B8 B SRR XA BB A I,
R, U TREBIGREETE, HPRCEEAYE AT (EFAR) B #
VFEXREENEL, XBASH—F Lua THRMBERFE, €L, RATLFE
B AR TR,
S,‘;:-,.;ﬁ THIF A LIS % CD-ROM 55 13 $i§ PathFinding 30 #4396, BT RAT L4+ H1 (Take
Away) WeaRAAM, MARMEREREE,

13.7.1 HEBRE
HTETRNA, B5M13.6 PAREER. MRATE (Take Away) Wtk by
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R, VARRUTEE ALPF ey (R — 8, SRR LR TRl E TS (R
W B RIS ERI TR .

RERCEE

[ 13.6 FIFESREF AR EE (SH) WARMIT, FaREEZAmT — e

BAEERRAFIRAR: — T FEFIRN—AH TR FEOIRGARATEN
Wil W, ERTRERRS RS RERETNT N ASARNEAE TREREMTM.

EXAFFH, —PHREET TAER:

1) FEWRGRPEE: 2D HRAE < My H.

2) AW BRABWAME—TWA.

3) VR GE: WET QBT QRS siEg .

4) WREHM: AT ST IR S BN .

THEHEKELGRIEER.

1) FEFHFIFEPFERFET & (SRR .

2) FRHAHMEY OHEPH T LIBEES TR (IR A IBRIAM) . R
REFESIRT, REENHLTRAETN.

3) MWAHFIEGBRETS, HHENRAETIED,

4) FHEER,

5) ERIFHFIRPOFEN S, RMFM (GH+HID BAMHE.
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6) WP BERE A, HHEmMEIA S RED, SR E A

7) K AT SBBTAT RIS S, RN AR i S R A TR I A

8) WRITATEFHS RS, ERYWE G E, WRE TSRS GHED, 3L
MEEMLTA, MRAMERER.

9) i1 Ak HAR Y SRS AR

10) BT &4, WHR W AIFRE, L A ans &l BRI E RRE .

1) A7 FEHE, REEET Lua %L,

13.7.2 BEIRTH

A THAE RG], ATLLE Bl A B AR, BNPE 13,7 BRI
EFFRIEE, b AR I

AL wl’dd‘

3.7 EERMEL AT Lus RN MRFHMH T

PSR, FRERRFE A, EXE RS REE S8 HiRf
B, BFEFETERERE, FRAKAHTRIRE, WE 13.8 iR, # < Enter > @] LI
W,

& LuaSupport. lua BA=, o] L1 B o] {8 FH—4~ ki 8 3l 32 iR im it =T
LIRERY O 0 1 {ERIER [ O 026 S 3 HEA T B
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H13.8 @RETHEFEVAE, BIFeERRERE

13.7.3 lLua £
FERAIM Loa GB0h, AT 3 %, #E LTE itWorld () BECP

open = {}
closed = {}
path = {}

FROIEAMASIIRBET R, RERFFEEOSR . RIEREN x My 245,
YEFEE THGMEG GE RS, 416 T s B FFslR+
DRI

function DefineStart{myX, myY)
startX = myX
startY = myY
--add start location to first item in open list
open[1] = {}
open[1].X = startX
open[i].Y = starty
open[1].Parent = 0
open[1].@ = 0
open[1].H = 0

end
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EMERB—PWH, FUAHEIH G, HlE F IO, EhlaLis,
UM AREERASREBFRYSE, JATTEAREE, FREEEINTH.

function PlaceTarget(myX, myY})

Refreshiorld()

DrawStart{startX,start¥)

DefineStart({startX, starty)

myX = math.floor(myX/20)

myY = math.floor({myY/20)

if (myX < maxX-1) and {myX > 1) and (my¥ < max¥-1) and [my¥ > 1) then

if world[myY][myX] -= 1 thean
DefineTarget (myY, myX)
DrawTarget(target¥,target¥)
--is the line below needed?
--open[1].H = 10*{math.abs(startX-targetX) + math.abs(starty-
targetY))
repeat
targetFound = FindPath()
until targetFound
BuildPath{)
DrawPath{path)
end
end
end

A —H T8, BRREAGT MRS R, BIFSHikEmRira
MRS FREE. BRI RIEHREH S, T FindPath () 6380, 53 tar-
getFound Wi W true, 2J5, A ATIEE MBS, HEHIERE L,

BT A —F FindPath( ) B8, IRFSHE 13, 10 AR,

EAR 1310 FindPath( ) &

function FindPath(}
targetFound = false
openlndx = FindLowestF{open)
closedIndx = table.getn{closed) + 1
table.setn{closed, closedIndx)
closed[closedIndx] = {}
closed[closedIndx].X = open[openIndx]. X
closed[closedIndx].Y = open[openInox].Y
closed[clesedIndx] .Parent = open[openlndx].Parent
closed[closedIndx].C = cpen[openIndx].G
closed[closedIndx].H = cpen[openIndx).H
- -Dump{ )
--now check out the squares around it
cur¥ = closed|closedIndx].X
csury = closed|closedIndx].¥
- -sguarel
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if not targetFound then
myX = curX - 1
myY = curY - 1
if (myX > @) and (my¥ > 0) and {world[myX][myY] == 1) then
--in bounds and in play
--does it exist?
ProcessNode(myX, myY)
end
end
- -square2
if not targetFound then
myX = gurX - 1
myY = Gury
if (myX > 0) and (my? > 0) and (world[myX](my¥} -= 1) then
--in bounds and in play
<-does it exist?
ProcessNode(myX, myY)
end
end
--square3d
if not targetFound then
myX = curX - 1
myY = cur¥ + 1

if (myx > 0) and (myY > 0) and (world[myX][my¥] -= 1) then
--in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
end
--squared
if not targetFound then
myX = curk
myY = cury - 1
if (myX > 0) and (myY¥ > D) and (world[myX][my¥] -= 1) then
--in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
end
--squares
if not targetFound then
myX = curX
myY = curY + 1
if {myX > 0) and (myY > 0) and (world[myX][my¥Y] -= 1) then
--in bounds and in play
--dogs it exist?
ProcessNode (myX, myY)
end
end
--squares
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if not targetFound then
myX = curd + 1
myyY = curyY - 1
AT (myX > O0) and (my¥ > 0) and (world[myX][myY] -= 1} then
--in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
and
--square?
if not targetFound thenm
myX = curX # 1
my¥ = cury
if (myX > 0) and (myY > '0) and (world[myX][my¥] -= 1) then
-=in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
end
--squarad
if not targetFound then
myX = curX # 1
myY = cury & 1
if {myX > 0) and (myY > O) and (world[myX][my¥] -= 1) then
in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
end
--Dump(}
table.ramove(open, openindx)
return targetFound
end

R SRR IT P R P 4R F R DT . BT T i R AT ER

function FindlLowestF({nodeTable)
count = table.getn(nodeTable)
minF = 1000000
minFIndex = 0
if count > 0 then
for indx = 1,count do
curF = nodeTable[indx].G + nodeTable[indx].H
if ourf <= minF then
minF = curf
minFIndex = indx
end
end
end
return minFIndex
end
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7] P e R T P B AT W, HRBEERIB F I (VR C R H 2 F
Bl e F o, FAREFHMW G, ATRLERE gD F AR AR .
A TENWAMRT], FindPah( ) RECEEMPIA IR B GHA “ SHA6E".

kAR EEH ARG E 6 Dump () B HHBGERFET, HAEBHT A d T L,
WanikA T Rk AT T,

SR, B SESE RN SRR ARG 8 T, WA AR

--squarel
if not targetFound then
myX = curX - 1
nyy = eury - 1
if (myX > 0) and (myY¥ > 0) and (world|myX][my¥] == 1) then
--in bounds and in play
--does it exist?
ProcessNode (myX, myY)
end
end

A myX FlomyY BEEEERRO N AOE, AERMNEFELRA, UEE
R, WARR, WP 13, 11 PAYRBAN B S
£®# % 13. 11 ProcessNode( ) &8

function ProcessNode (newX, newY)
targetFound = falsae
exists = AlreadyExists(newX, newY)
if exists == -1 then
--it's a new open node
--is it the target??77
if (mewX == targetX) and (newY == targetY) then
--target is found
targetFound = true
print{"target found")
else
--it's a new open node
NewOpenEntry (newk, newY)
print{*new entry®)
end
else
--the node is already in the open table
print("existsi®)
existingG = open{exists].G
curvalue = 0
parentG = clesed[closedIndx|.G
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if (open[exists].X == closed[closedIndx].X) or (open[exists].y ==
closed[closedIndx].Y) then
--NOT diagonal
curValue = 10
else
curvalue = 14
end
newd = parentG + curvalue
if newG < existing@ then
--open[exists).Parent = openlndx
openfexists].Parent = closedIndx
end
and
return targetFound
end

W5 AlreadyExists () B¥HR I W A B FA . WRRBHAFE, HUZHRNEE
BHREEHTE (NRE, HAMBEHR). WRARBEY A, S0 T M0 Hikm
BIFFEIE

function NewOpenEntry{newX, newY)

myIndx = table.getn{open) + 1

table.setn{open, myIndx)

open[myIndx] = {}

open[myIndx].X = newx

open|myIndx].¥ = newy

open[myIndx].Parent = closedIndx

openmylndx].G = FindG(open, myIndx)

open[myIndx].H = FindH(open[myIndx].X,open[myIndx].Y,targetX, targaty)
end

ERWILE R, BT RE-FIHTATEYSAMCHEMHAME, B CHE, AT
F AL

funetion Find@(nodeTable, node)
parentG = closed(nodeTable[node] .Parent].G
if (ncdeTable[node].X == closed[nodeTable[node|.Parent].X) or
(nodeTable[node] .Y == closed[nodeTable(node].Parent].Y) then
--NOT diagonal ¢
curvalue = 10
else
curvalue = 14
end
myG = parent@ + curvalue
return myG
end

GRS i G (E 5 W R 1AW S BE AR . X B R e it
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W, EHRHATRBEY SERR R 10, HERERRN 14,
ETEREEREAFLE (NER, SHAEROR) MBI HFERETHLEE
fEnr.
HEEHRE, ER TR

function FindH({curX,curY,tarX, tarY)
--manhattan distance
myH = 10*(math.abs(curX-tarX) + math.abs(cur¥-tarY))
return myH

end

BRI YR B B AR AR BATIIE T B PR — R A
P EITER B R Ot BRIRUTE S PRI AT AT B, RN EERER . R AT R
B EART R R T OBRER (BA5ERBERER), dTRNMLEERR, RE
B oA

1 2] ProcessNode () %, X BICHINIFFBFIRREIFEET A, WREE, KHC
EREH WA, MR, R ITHIRPOLT R, MREHRES.

FRFA FindPath( ) pR#, FEIIFTAMSE T OMZE, 2 AW S ENAFHEE
PR R, R, MR EERITEE MATY G, R E R E R
s

WEEHUE, RIVEBEIT WA ERMAEFIR, HPRAHERBINBAMEE N
Vi, H-MaAi. BRZ8YS, TRMHASGFIREWT bR,

function BuildPath()
--once the path is found, this will build the path table
--load the first node, the target

count = 1
path[eount] = {}
pathlcount] .X = targetX
path[count].¥ = targetY
--load in the last node in the closed table
eount = count + 1
pathlcount] = {}
pathIndx = table.getn{closed)
path[count].X = closed|pathIndx].X
path[count].¥ = closed[pathIndx].Y
newPathlndx = closed[pathIndx].Parent
--now walk through closed table
while newPathIndx -= 1 do

count = count + 1

path[count] = {}
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pathlcountl.X = closed[newPathlindx].X
path{eount].Y = closed|newPathIndx].¥
oldPathIndx = newPathIndx
newPathIndx = closed[eldPathIndx].Parent

end

path = ReverseTable(path)

- -Finalbumpi )

end

EERECH AR RP A A, BB SR A, I EEM x # y B
BFIFE. X newPathIndex H-F L B, FEMITEY A BIBHETIR, SEAALE., KB R1HEH]
T—FRINEENS LR, EIRFEMTFREIE RGO RS . FRRMENYRE—
o e T T S o O B B A

function ReverseTable{myTable)
hold = {}
endCount = table.getn(myTable)
for indx = 1, table.getn(myTable) do
hold[indx] = myTable[endCount]
endGount = endCount -1
end
return hold
wnd

R ERFPHHATE (RYREMRE, FUEbEsaHEH). EXE, ®
TR T WITEE AR 2] BARCE B, nTLUEF F i dY ek diree il 70 «

function DrawPath(myPath)
-=% is the down coordinate
--y is the across coordinate
if table.getn(myPath) > O then
for indx = 1, tabls.getn(myPath) do
Createltem{masterCellID, "Sprite®, *box_path.bnp")
SetItemPosition(rasterCelllD, (myPath[indx].Y = 20) +
worldoffset, (myPath{indx].X * 20) + worldoffset, 20, 20)
masterCelllD = masterCelllD + 1
end
end
--now draw the end as the target
DrawTarget{myPath[table.getn(myPath)).X,myPath[table.getn
(myPath}].¥}
end

RERAFFERGFEGR, BRMNEEMET —TESERNTR, TLLER G
MEGAR (B THRE AR El Rt b ad i h®) . BRrRE—
PN E, RATRANETEEAE. P, Yl EEahdiEet, o LTEE
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BHRICP AR, YEREYEBSLRPEN ST BRI R, RILETLL
VEEET AEURE, TR, ETUERTRT S A E—RE S HRTLEE
e AL HAR, It AR M PR R TAR A1 S B AT QAT A R BT

BAEC LA TRTMELER, TR LHEA Lus EEEFE P ETREREMN
FH.

13.8 EF/NE

AR HRF R REM L THATH RN — S RRERNH 7. ERIOTHEZERE
BOMERE, (A Lua FFAZEY AL MR 45 BAIEEBSRHENR, EMIME. @500,
AR R R R R, Lua B Al B FEHRIET, AWEMSTEHE RS LuaGlue
R, #PEELLIRtR R TF & A . WO Ee AL SRk, SR LA AR AN TR R
i,

A E R AT LA MRS A SRR L BRIt L T, BT —Fh, B
(BB A B 2 GUT R BEH Sprite 25, JHYRAEE £ AT RCE M Lua 75,



A 1.
Lua fiifE &

XEER

W AT E T
| 8c2 2

| Ko 234
W2DHTF EE

TR —TEH, R T (Take Awayd BARGIHEE, IFEMHE T B EHNY
sprite BB B CAR, #MARSY, R Lua REMATFEPEESEMN TR, RN E
Fi—% LuaGlue sf#, ERLIEA—4+23AH 2D MR RS .

FERBES, BIIFERE M I HIFEE, T"RT {Take Away) Hpakpoftis, W TH
ZHERET, JFHEE T 2T BT LR T & TN AR i 2D ek

14.1 E{TEERE

(o5 % CD-ROM f35 14 BEMYSAESEF , WTLURE) graphics demos SCHES . R BIEYTTIAT X

"M MR (Take Away) Witk B, BUTHCXHERT LTI T R BN, Rl RTER R
TR RERTATFR, REEFER A, G5 T CIREED, TR FH
ST LA S — B R A BRI A S 6 £ Lua 50 %

BEETRART, TREXFELAMEH. BHM, ¥ <Esc>8REERE,

14.1.1  $8§80RH|

F—MFUH HBFH LuaGlue sR¥, TRETAE i MR BER E, FRT—
ARATBAFEL OO S B R . fF Texures B3R F, AILEBIX-TEHmA 17 @i, W15
BEOAT LR, X R R W QT E R AP L T Eh, B 14,1 FFw.
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Ea 0 e REsREE, L FRERURANSERR

FAMER StarTimer () MBHEHER, E2EREH - RKEARMA, ETE-REE

GUI_TIMER_EXPIRED J{ch = i3, I FETR.

if eventCode == GUI_TIMER_EXPIRED then
if printDir == POSITIVE then
printCounter = printCounter + 1
if printCounter > 17 then - max number of 2d pics, so
reverse direction
printDir = HEGATIVE
printCounter = 16

end
else
printCounter = printCounter - 1
47 prinTCounter < 1 Then -- MiN NUMDEr of Za pics, SO

reverse direction
printDir = POSITIVE
printCounter = 2
end

end
AnimatePrint ()
end

ZREFEHR T ER . $—1FRE pinDir, ERAEMHMESFELTHBH, #8
B 2 TR A1 T A7 234 i o el 58— A it ——printCounter, E{RTF T YAIT 2L H A 2h

A E .
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ZEEATENRELHESR, EEEHERGRE A ZEN, wERLnF
Hf?l_'\'-:

function AnimatePrint()
local pic = "ui_tp_01.bmp"
if printCounter < 10 then
pic = string.format(‘%swd%s*, "ui_tp_0",printCounter,*.bmp*)
else
pic = string.format('%s%d%s®, "ui_tp_*,printCounter,”.bmp*®)
end
Createltem(GUI_INGAME + 101, "Sprite, pic)
SETITEMPOSLTLON(GUL_LNGANE + 107, 264, 12U, 272, 360)
StartTimer(.08)
end

R EE A string, format( )} B2 AR 24 B WIAT B BHR FISUIF S . RE, Ri1aE—1o
sprite R E YATE R, BAARE—TCSEEN GU E{ iR Createltem( ) pE#L, FTLL
HEB BB A L RAT0Y Sprite GULE . ZBRSAA T StanTimer( ) g%, FHK[E 5|
FeMiEE.

14.1.2 1BHERSG
FERARB S, SEFRERLR T ERREAE, BTty 13 W, AR
TGA U (5 BAN tga), K alpha i, fEEBHEMEAQER,

RN PR AENGENEHE, EAREY DR DA FAELS R, i
M A S, B4 CUL i d] ID ey it

Bor il AR R AL iR I BOR BRI, EE R LB Ma &% GUI_TIMER_
EXPIRED #{HU#H, X FR-SIERE, EARMEFN, Ro@l—iK. 4SHET
P, BRIGESBAETTATSE, DERERERE. X8 HE4E VUSRI E £ sy
A ERESEE T MRS, W AR

if eventCode == GUI_WOUSE_BUTTON_UP then
if id == LEFT then
if explosionFrame == 0 then
tarX, tarY = GetNousePosition()
explosionFrame = 1
end
and
end
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Ve BB R— a3, ROTAE T — 1 ##9 LuaGlue B3 GetMousePosition( ) ,

1. RiFRa®Re

AT MERE, RIFEMKRR ST, ENEnEFRaXR. YlnEen
FTHFRER, £4% GUI_MOUSE_BUTTON_DOWN {4 fl GUI_MOUSE_BUTTON_UP
Bttt Blbnabze. ATEESCRE, R EIY ID FRE BARERE I T,

2. GetMousePosition @&

C ++ R Windows (HB RAMEZRITA (R . LHFTEES, Windows KB4
MA#ERF. C++ (UG REH S AR R E S LA 4 T ik Lus RESIAE
HEHE, WERTHK LuaClue B GetMousePosition ( ), Jf FLIEM x fly (€. M Lua
AELERIZA-S, FLRES LA, GetMousePosition( ) FIA T X F4EHEIER x Ml y &0
fi. Windows {f{ B RIHRALF (F8 WinMain, epp XfFH) T

case WM_LBUTTONDOWN :
4_mouseButtons |= MOUSE_LBUTTON_DOWN;
CoUIManager: :GetInstance| ) ->NotifyMouseButtonDown(1);
break;
case WHM_LBUTTONUP:
CGUIManager: :0etInstance( ) ->NotifyMouseButtonUp(1);

g_mouseButtons &= -MOUSE_LBUTTON_DOWN;
break;
case WM_RBUTTONDOWN:
CGUIManager: :GetInstance( ) ->NotifyMouseButtonDown(2);
@_mouseButtons |= MOUSE_RBUTTON_DOWN;
break;
case WM_RBUTTONUP:
CoUIManager::GetInstance( ) ->NotifyMouseButtonup(2);
g_mouseButtons &= -MOUSE_RBUTTON_DOWN;
break;
case WM_MOUSEMOVE:
g_mousePoint.x = LOWORD(LParam);
g_mousePoint.y = HIWORD(LParam);
break;

TR B T B A RSN ERNH A BahfF B, g_mouseButtons Fl g_mouse-
Point R 2 FLEH, FERFHREMRITHER. XNDEEA GUI RS @ MbRA
HMAT. CUL REZIE S5 Lus FHERBRRRHOIME, | RREGER; 2 ZREE
Hite K Tk Lua ARIARIES, FESREHE LuaClue K GetMousePosition( ),  HiE
Blxfy i, BT Lua ATRLRFA 28, FLMBES LR, GetMousePosition( ) FIF T iX
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FifRHEIFIEE x F y 8908 GUIManager. cpp SA{LFRINT .

extern int g_mouseButtons;

extern PCINT g_mousePoint;

extern "C" int GUI_GetMousePosition{lua_State *L)
{

clua *lua = CGUIManager::GetInstance()->GetLuaContext|);
lua->PushNumber (g_mousePoint.x);
lua->PushNumber (g_mousePoint.y);
return 2;
}
TERIX HAY LuaClue AYGER “2", FrneE Lua HAT - THERIE,
3. EiRER

TE (Take Away) #EXEP, X T OMMEMBERRIIERT T REBEEEENT
% ARREERFRAFRGTE . X0 LER T, BRETHEA R 4Trm, 45°/
M, X WERVE RTS WRAM R, BRI DireeX, SIRAA PS4
DR, LR AR ERERT ARG RS, 0142 PR,

{GUI_Rotation lua)

Use The [ and | Keys To R The Tank Frame

4.2 FIFT DireoX 9 BRFETTLAERA I ERER # LR A EmT R
TERBFE, FAETF < [>M<] >BIERREGN T M. RAMELRBER
HEGHERED, WA
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if 10 == 91 then --[
tankRot = tankRot + .1
if tankRot > 6.2 then
tankRot = 0

end

ItemCommand (tankID, "SetFotation®, tankfot)
end

LHPET < [ > (ASCIL{URS{E 91) J5, sbHMER{H tankRot 300 0. 1, SetRota-
tion #{EAr S MW LIRAE QIR HOREE e RIE, LIRSS 2r M0,
4, W@ LuaGlue &¥

WESdr 4 R4 hemCommand ¥, CCUISprite 28 ( GUISprite. cpp 1F) MH
&3 %3 emCommand ¥, 3 H CSprite 2 (DXSprite. cpp 3fF) X1~ DX9 ¥ i3k
B R B O LA AR B R A R R

GUI BRI R &5 B i i) GUI 4hFREKHR remCommand( ) . 4 AbERHE M, Lua £ -p iR
Wefeld, HHEE DXSprite M., T—WmEEA (F—W), SBRFMME, CUIS-
prite_epp H1ARELINTF &

int CGUISprite::0bjectCommand (const char *pCommand)

i

clLua *L = CGUIManager::GetInstance()->GetLuaContext[);

int retval = 0;

if{strcmp{pCommand, "SetFotation®) == 0)

{
!/ rotate this arg rct (in radians)
float rot = (fleoat) L->GetNumberArgument(3);
m_pTexture->SetRotation(-1, -1, rot);

}

return retval;

1

LBk E MR, DXSprite R ESERRICE, BT UCEBTE AT LI H BB
{7 % ., DXSprite 2% UpdatePosition J7 i ( &% DXSprite. cpp JCHF) MR 14.1
B o
7MW 14.1 DXSprite % UpdatePosition Ji&

void Sprite::UpdatePosition(void)
{

if(m_vb)
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£HF

Spritevertex® pvertices;

m_vb->Lock(0, 0, (void **)&pVertices, 0);
pvertices|{0].diffuse = pVertices[1].diffuse =
pvertices[2].diffuse = pVertices(3].diffuse =
D3DCOLOA_ARGB (255,255, 265, 255) ;
pyvertices[0].rhw = pVertices[1].rhw =
pvertices[2).rhw = pvertices[3].rhw = 1.0f;

pvertices(0].u0
pvertices[0].v0
pvertices(1].u0
pvertices[1].v0
pvertices(2].u0
pVertices[2].vD
pvertices|[3].ud
pvertices[3).v0
pvertices[0].x
pVertices(0].y
pvertices[1].x
pvertices[1].y
pvertices[2].x
pvertices[2].y
pvertices[3].x
pvertices(3].y
if (m_rot I= 0}

= 0.0f;

m_x + m_width - 0.5f;
m_y - 0.5f;
m_x - 0.5f;
m_y + m_height - 0.5f;
m_x + m_width - 0.5f;
m_y + m_height - D.5f;

{ /i apply rotation of m_rot radians

m_centerX = m_x + m_width/2;
m_centerY = m_y + m_height/2;
float sn = sinf(m_ret);
float es = cosf(m_rct);
float x = m_x -
float y = my -
pvertices[0].x = (x * o&) - (y * 8n) + m_centerX;
pvertices[0].y = (x * sn) + [y * c8) + m_centarY;
X = m_x + m_width - m_centerX;

¥y = my - m_Centery;

pVertices[1].x = (x * cs) - (y * sn) + m_centerX;
PYErTices|1].y = (X = SA) + {y * CS] + m_centery;
X = m_x - m_centerk; .
Yy =my + m_height - m_centerY¥;

pVertices(2].x = (x * cs) - (y * sn) + m_centerX;
pvertices(2].y = (x * sn) + {y * c8) + m_centerY;
X = _centerX;

y = my + m_height - m_centerY;

pvertices[3].x = (x * ©s) - {y * sn) + m_centar
pvartices[3].y = (x * &0) + (y * c8) + m_centar

}
pVertices[0].z =m_2 - 0.5F;
pVertices[1].z =m_z - 0.57;

pVortices[2].z = m_z - 0.51;
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pvertices[3].z =mz - 0.57;

m_boundingRect.top = [long) ( __min (_min (pVertices(0].y,
pvertices[11.y), _min (pVertices(2].y, pYertices[31.y)));

m_boundingRect.left = (long) ( __min (_min (pVertices[0].x,
pvertices(1].x), _ min (pVertices[2].x, pVertices(3].x)));

®_boundingRect.bottom = (long) ( _max (__max (pVertices[0].y,
pVertices[1].y), _max (pVertices[2].y, pVertices[3].y)));

m_boundingRect.right = (long) ( __max (__max (pVertices[0].x,
pVertices[1].x}, _max (pVertices[2].x, pVertices[3]1.x)}));

m_vb-sUnlock(];

}
¥

HEET D" BRETREEF. ESRNEQY DiecX TIRERERLTHF
1€, MPRWEATEE, WABAT, 55, TASFSHEE, XRERERMTUET
Elgifie], i, RITLEEGIRERGE, AERUERHLERA0, WAFERE
B, SATLAS GO BBER m_rot L. RS, AR AR SR H0E
it

14.2 &t588aD

X BHEE T, MAERATH (Take Away) BT MBHFRAF L. &
HA-derkeh, BMMSUE B, MW, WAL RS T, HER, MRS T
Hattt Biadeil, BE—MASAET, B EGRRERIE, ERR—1HEMRE,

EXTmfls, RMNMEEBHERPE DELAGEEMERCE. ZHETRE
THREMEA=MEEE, RIISEATFSHSHRARAMRECEIHTREE. SEFE®R
TERE ) BAREY L, SAEMR— SR SR B AR, AR 2 A R R R E x Uy
i, AaEBREs. BE4EEE MovementApproachTarger ( ) a8, IILHRSHFH 14.2
Ffr7R o

MmN 14.2 MovementApproachTargat| ) &

function MovesentApproachTargst{curX, curY, tarX, tarY, moveSpeed)
--first, figure out the sides of the triangle:
a = cury - tary
b = curX - tarX
¢ = math.sqrt{{a*a}+{b*b))
--new, find the angle to the target:
angle = math,.acos(b/c)
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-+«now, determine the presence of negatives:

if a = 0 then
yNeg = -1
if b > 0 then
xNeg = -1
elseif b == 0 then
xNeg = 0
else
xNeg = -1
end
elseif a == 0 then
yNeg = 1
if b > 0 then
xNeg = -1
else
xNeg = -1
end
else
yNag = 1
if b > 0 then
xNeg = -1
elseif b == 0 then
xNeg = 0
alse
xMeg = -1
and
end

--now, determine the x and y movement:
movx = math.floor(moveSpeed * math.cos(anple) * xNeg)
movY¥ = math.floor{moveSpeed * math.sin{angle) * yNeg)
--now, update your current position:
curX = curX + movi
CUFY = CUPY + movY
tenkX = curX
tankY = curyY
SetltemPosition({tanklD, tankX, tankY, 78, 34)
end

ﬁﬂﬁ%#ﬁﬁﬂﬁﬁﬁﬁﬁ.K%iﬁﬁﬁﬁ——%ﬁ"ﬁﬁﬂ"H&W#ﬁf
i, MRMRRR, SEEMNALNNA=ABARMKE, WH 4.3 Fr.
HREEERE, eI TR R

angle = math.acos(b/c)
TS RAEREMFSMI, HAERREGERES, RELLAE (0, 0), Hit,

A TN, <My it (M—RHRILRBEAR) .
AhE T GRS, RAMEA FRGOABHR T E AR R < My .
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M 143 EEGRINTRIBRSEIE a 70 b, Hill o RA MK IS c B 8RN ME

movX = math.floor(moveSpeed * math.cos(angle) * xNeg)

IXEARAT moveSpeed (FE—PEFTEFAE o FHMBHMNIER) MBHFEREWALR
% (xNeg) H T i BAREEE0E AX, FAT6H math. floor( ) BBEA/ADNHEST (BT LA
no.5 EEE), EAHXEAXCEESS. BE, ST EANARERROFE:

SetItemPosition(tanklD, tankl, tankY, 78, 34}

MHEApAG R E —RE, XA TW Rl GUI_TIMER_EXPIRED Ft{4:85, i F FfR .

if eventCode == GUI_TIMER_EXPIRED then
if ((tarX == nil) and (tar¥ -= nil)) then
MovemantApproachTarget(tankX, tanky, tarX, tarY, tankSpeed)
hitTable = HitTest(tarX, tarY)
for index,value :n ipairs(hitTable) do
if value == tankID then
tarX = nil
tarY = nil
end
end
end
startTimer(.1)
end

HIRE DS FRAR, SRS — LuaGlue B¥——HitTest( ), X4 REE Lua 7F
EMWRFEEPIHTI AR RN BT —, HiTest( ) EEMRE—HE, EQETH
HEHEALIR A GUI TR, WG ipais( EH%E, BEEASTEEQMHER
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FUMF

AR, ARA, WS tark #ltarY 24 nil, FoRAbBISEEE.

14.2.1

GetCollisions &%

B FEl (sprite) AOREDRENEREEER, FUTERMN T2 6,
WA ERLE A C ++ AT, BENPTA oY {5 BAR4E C ++ B h, FHEEMNAER LS
BB — e T SRR N F B 45 A BT 0T LA 7 i Ak e, W
HHRE—kRNREFTE RSN T, JERE TR, @Rt LERREHRS
#9. FETH LuaGlue o8 308 A 0K 1) o6 T B0 AR R (3% GUIManager. cpp)
flET .

extern "C’ int GUI_GetCollisions(lua_State "L)

{

clua *lua = CGUIManager::GetInstance()-=GetLuaContext!);
unsigned int id = (unsigned int) lua->GetNumberArgument{1);
{{ create the return tatle on the stack
lua_newtable (L};
CUserInterface *pUl = CGUIManager::GetInstance()->GetCurrentUI();
unsigned int 1 = 1;
if(puI)
{
std::1ist<unsigned int> list = pUI->SpriteCollision(id);
std::list<unsigned int>::iterator it = list.begin));
while{it I= list.end{))
{
lua_pushnumber(L, i);
lua_pushnumber(L, (*it));
lua_settable (L, -3);
eai;
it
1
b
/! now add the number of entries in the table as sember "n" (t.n)
lua_pushstring(L, "n");
lua_pushnumber(L, 1-1);
lua_settable (L, -3);

return 1;

¥

BRTEA Lua P AR, RSIMERTERAE Lua #00. #A Lua APLJG, #£&
FERDL, HFAMARME. o BEGHEART, S TRPEENITE (FL&
Rteds) . LT, RPQETHA able [1] F table [table.n], XFEMET Lus
HEFRMEES, AHERMGFTA D E, TEAFTRRT A8 )50 A5,
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T = GetCollisions(1)
for indx = 1,T.n do
-- Process collision of sprite ID 1 and sprite ID T[indx]|

end

S BR A RREIE ) £ 50 SR B Userdnterface. CPP SC{Eeh, {8 B F 0 04 B SO Rl 4 B2
FEFEED (&% GUIManager. CPP) :

bool InRect({int x, int y, const RECT &r)
{

if((x < r.1eft) || (x > r.right})
return false;

if((y = r.top) || (y > r.bottom))
return false;

return true;

}
R x BN TEEMAARSEATEROLAR, BLAXARFEERAT. o
Hy AR/ T RETE R A ek P H A, B A AL B PR . B R ELE T
BT BJG#esr, ARSI AT, BRI T A0 14,3 AR fa ) T
i (#&34 Userlnterface, CPP) ,
IR 143 RN FET
std::list<unsigned int> CUserInterface::SpriteCollision{unsigned int id)
: std::listeunsigned int> retval;
CGUISprite *pSprite = (CGUISprite *)FindObject(id};
if(pSprite & (strcmp(pSprite.>Get0bjectTypeName(),

kpSpriteName)==0))
{

/! the passed GUI otject is indeed a sprite
REGT rOne = pEprita->Getdounsingnect();
std::map<unsigned irt,CGUIObject *=::iterator it =
®_mapObjects.begin();
while(it |= m_mapObjects.end())
{
bool bBoom = false;
Af(( (*it).first I= id) &3
stremp((*4t).second->GetObjectTypakame(),

kpSpriteNams)==0)

CGUISprite *pTarget = (CGUISprite *) (*it).second;
RECT rTwo = pTarget-=GetBoundingRect();

/! see if the rects collide

if(InRect{rTwo.right, rTwo.top, rOne})
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{
bBoom = true;
1
else
{
if(InRect{rTwo.right, rTwo.bottom, rOne))
{
bBaor = true;

else
{
if(IrRect(rTwo.left, rTwo.top, rOne))

tBoom = true;
}
else

if(InRect(rTwa.left, rTwo.bottem,
rone) )
{
bBoom = true;
}
}
}
}
¥
if (bBoom)

retval.push_tack((*it).first);
¥
it

}

return retval;

}

Eih, Fili Co9FA R SERR T, P40 F et fT T R . dn R
WEE—MESANTFETAR, EFEEs D S8 BIRENE. BTE a5
B, BEEAE.

14.2.2 HitTest H¥

BRI LuaGlue #3Y GetCollisions( ) 355, it B M AT &9 GUI F {4 iR H 2
—A~g1 (W R GetMousePosition ( ) M BB I RAFHE LR ) . FTAREBIE AR
GUI 4R £ FE P Ferh . M GetCollisions () F ¥R [ 5] 1L
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14.2.3 #—#ai%MA

HEFT R RTS WRARRey i sh Rk, WEMBX RR RN MZiT—F%I8
BEFHNE ., WERIBHERFNSWEE, AR, BEBhRER, KRR
& F— R TEHE R i B b7

14.3 REEEN

T—AEFREA T EEE AR EX e, RATT LU TR 8 6 73R
BEE, WGREAFEMEIER, SR R, BT,

function HutInit()
hutCount = 3 --Number of huts in the game
myHuts = {} --Creates myHuts table
--Creates table, one entry per potential hut
for indx = 1,hutCount do
--Creates a table to hold the data for each hut
myHuts[indx] = {}
myHuts[indx].ID = GUI_INGAME + 100 + indx--GUI identification
number (#)
myHuts[indx].X = math.random{0,760) --X coordinate (#)
myHuts[indx].¥ = math.random(0,520) --¥ coordinate (#)
if (myHuts[indx].X > 325) and (myHuts[indx].X < 500) then
myHuts[indx].X = 500
end -
myHuts|indx] .DAMAGE = 0
Createltem(myHuts(incx].ID, *Sprite®, "huti.bmp*)
SetltemPosition(myHuts[indx].ID, myHuts[indx].X, myduts|indx].Y,
40, 80)
end
ond

EARAIET P HEIVL AR, RS hutCount ERTIRFALEE, 0P 14.4 BT,
#& GUI_TIMER_EXPIRED 3 {4b B35 ity b B 0 i 0 69 0 -F — #F, (HERB{FAbE B
Fiyfet /5 ¥ T CollisionCheck ( ) B8, T 1T Y o 450 FH 2f 10 46 S0 /0 B2 2 ) e i«

function CollisonCheck()
for indx = 1, hutCount do
if myHuts[indx].DAMAGE -= 1 then
hitTable = GetCollisions(myHuts[indx).I0)
for index,value in ipairs{hitTable) do
if value == tankID then
myHUTS [ Lndx] . DAMAGE = 1
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{GUI_Collision lua}

A Hut To Dismantle It

B 144 BECESHIT/AE, LuaClue A% Collisionheck( ) il 8] T 2 a4

SetTexture(myHuts[indx].ID, "hutd3.bmp')
end
end
end
end
end

e eRBCh, JATH SR T BT B/ B3 HAE H S 1749 GUI ID 8 M GetCollision ( )
AY, MG RAE DN (B ipais() ) PRETETHEE, MRQE, WRES
R R RS H 8 LuaGlue pREL SetTextre( ), /NEAE FEREHRRE.

5 A48 ) SetTexture( ) @4k, ‘B Hd5 a0 At T o 6980k B A 2

14.3.1 LuaGlue &# SeiTexture

Tk Lua AUFS T EABOIE-F i 5 MR, SetTexture J7 3575 B 40 3 i LuaGlue
o ENEEFIFS, WATESE, (FESHUBFIRABRFNTEE (2%
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GUIManager. CPP) ;

extern "G" int GUI_SetTexture(luwa_State "L}

1
clua *lua = ger::Get () ->BetL text[);
uneigned int id = (ungigned int) lua->GetNumberArgunent(1);
char *texName = (char *) lua->GetStringArgument(2);
CuserInterface *pul = CGUIManager::GetInstance()->GetCurrentUI();

af(pur})
CGUIDbject "pObject = pUL.>FindObject(id);
if (pObject)
{
pObject->SetTexture (texName, false);
}
}
return 0;

X LuaGlue BR¥ZEIRAE A M4 3E H B A SetTextue J7 s, AT S 14.4 JFR.
R XHE AR GUIObject X2, AL GUISprite 25, %% B 7= i B 4 Sig R 24—
4+ (2% GUIObject. CPP) .

NP 14.4 SetTexture ik

bool CGUIObject::SetTexture(char *pTextureName, bool bSetPos)

{

if{lpTextureName)
return true;

float rotx=0.0f, roty=0.0f, rot=0.0f;

float oldx=0.0f, oldy=0.0f, 0ldz=0.0f, oldw=0.0f, oldh=0.0f;

if(m_pTexture)

{
m_pTexturs->GetRotation{rotx, roty, rot);
m_pTexture->GetPosition{oldx, oldy, oldz);
m_pTextura->GetDimansions (oldaw, olan);
SAFE_DELETE (m_pTexture);

}

m_pTexture = new Sprite();
m_pTexture->SetTexture(pTextureName);
if (bSetPos)
{
m_pTexture->SetPosition{0, 0, 0);
int w, h;
DxContext::Getinstance()->GetScreenDimensions(w, n);
m_pTexture->SetDimensions((float) w, (float) h);
}
else
{
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11 reset the location and dims
float w, h;
w = m_r8creen.right - m_rScreen.left;
h = m_rScreen.bottom - m_rScreen.top;
m_pTexture->SetFosition(oldx, oldy, oldz);
m_pTexture->SetDimensions(oldw, oldh);
m_pTexture->SetRotation(rotx, roty, rot);

}

return true;

1

EOYHRENSRRATHE A, Eit, DR RIESA THEA W, MRS
AR, IFRERE R T A R T AR AT E R . mRRPE
EERAIER R, MEALR, MBANE, MEERFEDaiE, R4mies.

14.3.2 BRRE
graphics_demo #BE— P& TRIEATARFNIME, F T LIBsEE, XK
FATRMT — %, ESREFE IR, BT LU RS aEH.
TR ELREOTERBE S FBiF, XM AM LRI LuaSupport. lua Y
AP, RN 4.5 FTR.
f@mRN14.5 HEEEEEE

function FaceTarget{object, eurX, curY, curRot, tarX, tary)
--first, figure out the sides of the triangle:
a = curY - tary
b = gurX - tarX
c = math.sqrt({a%a)+(b*b))
--now, find the angle to the target:
angle = math.acos(b/c)
--now, determine the presence of negatives:
if a > 0 then
if b > 0 then
angle = math.pi - angle «= Upper-Laft
print{"Upper-Left")
elseif b == 0 then
angle = 1.5 * math.pi -- Directly Up
print{“Directly Up*)
ealse
angle = math.pi - angle -« Upper-Right
print{*Upper-Right")
end
elseif a == 0 then
iT D > 0 then
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angle = math.pi -- Directly Left
print(*Directly Laft")
else
angle = 2 * math.pi -« Directly Right
print ("Directly Right®)
end
else

if b > O then
angle = math.pi - angle -- Lower-Left
print(“Lower-Left")

elseif b == 0 then

angle = .5 * math.pi -~ Directly Down
print({*Directly Down"}

elsa
angle = math.pi - angle -- Lower-Right
print("Lower-Right")

end
end
if curfot > angle then
angleDif = curfot - angle
if angleDif < math.pi then
anglaDif = "cowise”
else
angleDif = "cwise’
end
else
angleDif = angle - curRot
if angleDif < math.pi then
angleDif = “cwise”
else
angleDif = “cowise®
end
end
if angleDif == “cowise® then
curRot = curflot - .1
if curRot < .1 then
curfot = 6.2
ana
else
curRet = curRot + .1
if curfot > 6.2 then
curfot = 0
end
end
if object == “tank" then
tankRot = curfot
ItemCommand{tankID, °SetRotation®, tankRot)
if angleDif == “ccwise® then
turfiot = turfot - .1
if turfot < 0 then
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turfot = 6.2
end
else
turfiot = turRot + .1
if turfiot > 6.2 then

turRot = 0
end
end
ItemCommand(turlD, *EetRAotation®, turRot)
end
if {curRot < (angle + .1)) and (curRot > {angle - .1}) then
orientation = “done”
else
orientation = "processing”
end

end

B 2RI R BRI R Y P E B AnE s a8 AR, X E, RATHESAER
BIFAL, %5 H0a AP f REA S AT BE R M 3C. # T3k, M lemCommand ( ) sR¥L, WA
SetRotation 2 EM MM, B AREIEEREE, LRI ARAETR odentation
b EEH R i 48 ST T A0k . GUILTIMER_EXPIRED #4185 S W g 2%,
A EHEAEIITT KRMEE, SEAEHN 4.6,

A% 14.6  GUI_TIMER_EXPIRED Nk il R BTR

if sventCode == GUI_TIMER_EXPIRED then
if ((tarX -= nil) and (tar¥ -= nil)) then
if orientation == “done” then
ApproachTarget(“tank®, tankX, tankY, tarX, tarY,
tankSpeed)
hitTable = HitTest(tarX, tarY)
for index,value in ipairs({hitTable) do
if value == tankID then
tarX = nil
tar¥ = nil
end
end
else
FaceTarget(“tank®, tankX, tank¥, tankRot, tarX, tarY)
end 2
and
for indx = 1,pCount do
if myProjectiles[indx].ID -= nil then
ApproachTarget(indx, myProjectiles[indx].X,
myProjectiles[indc].Y, myProjectiles[indx].TARX,
myProjectiles|indc|.TARY, proSpeed)
end
end
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HutHit()
if explosionFrame > 0 then
if explosionFrame < 10 then
pic = string.format("%s%d%s’, "kaboom_0*,
explosionFrame, " .tga")
else
pic = string.format('%ss%d%s’, “kaboom_",
explosionFrame, ".tpa”)
end
Createltem(GUI_INGAME + 105, "Sprite", pic)
SetltemPosition(GUI_INGAME + 105, myHuts[burningHut].X+1,
myHuts|burningHut.¥+21, 38, 38)
explosionFrame = explosionFrame + |
if explosionFrame > 11 then
Deleteltem(GUI_INGAME + 105)
explosionFrame = 0
end
end
StartTimer(.1)
end

FRD RS, HERTRERN, FERELEEfHMERLES, HHAR
% % (ApproachTarget () B3 FaceTarger( ) %) . #RJE, M HAAMIIER, EAM
[E6) ApproachTarget ( ) AL BAMM AR S . $EFH, WA HitHu () BB MR HEF o0
AR, BJE, ARHEYER ARSI, HREE N 14.5 fuk.

{GUI_TankDeme. jua)

B 4.5 fERmHs, BAMA THRAMTR, FEEE RN, I LR REhR
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SRy 2R A e i R IR b PR SC A e bR AR M S A, ANRR 2 AT R B MATR
AREHL, TAEF A AL TR O] LA E iR o

BAFREE B A BRI RS R SR 2T, R R T L 0§
W —NEa. AT ERERERE, 0T RUREE A E 5776 B Y 0 A B e R kel
IR, e R — N B AL

14.4 2D RIF AR5

HTRAGAREEIRE ARAS, MR, KEAI A8 (W 14.6 fiR) . 3DETE
BEfE 3D IR EEEM TRSE, B2, 2D I MO Sl UM ELRT .
BTREGEHAT “RH8 MlE, ELEMPH—TAOtEES—EThns.
BB ERNT, ER-MERIIFAE T —RITASY. M T, &
AR MR IR BB S Z AT T . MO DI LR — i A0 Sl TR A P A
HE, BN ) RSO DR e B
o2 DRTFRENMERPIE CD-ROM 3 14 F) 2D_pariicle ITHK o T Ak FH
[, Bt R (MR TRER BN EBTE) .

{particle demo)
left click to place paricle emittar

4.6 deal B G RURSN T RaUR ]
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Bl T R T AR SOE X

partSystem = {}

partSystem.Texture = "kaboom_11.tga®
partSystem.BirthRate = .1
partSystem.AvgLife = 2
partSystem.LifeVariance = 1
partSystem.X = 200
partSystem.XVariance = 10
partSystem.¥ = 200
partSystem.Yvariance = 10
partSystem.XDrift = 10

partsystem. XUritTvariance = &
partSystem.YDrift = -5
partSystem.YDriftvariance = &
partSystem.Scale = 25
partSystem.ScaleVariance = 4
partSystem.ScaleChange = 1.08
partSystem.ScaleChangeVariance = .1
partSystem.BaseID = 1000

partSystem.Life = 20

RS REL, BT OIEEHE AR 28, e EEE 0 Bl E 0
BEBLERL, R TT U A R T,

YA NS FAEN, RS < iy RREFARTR, NBLRTRE (HERTE,
At EEREh 0), FEBCE I BB A0 ] 4 timeSlice, “4iad SRR, 8RIRFEH
Y, LRSS 14.7 Bn .

KAWL 4.7 EHFRMEN

function ProcessParticles()
--increment cumulative counter
curTime = curTime + timeSlice
if curTime < partSystem.Life then
--new particle born
if EvenDivide (curTime, partSystem.BirthRate) then
CreateNewParticle()
end
end
removeMe = nil
--apply particle changes
for index,valus in ipairs{particles) do
-+increment age
value.Age = wvalue.Age + timeSlice
--process drift
myValue = math.randoa(1, partSystem.XDriftVariance)
if math.random(1,100] > 50 then
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wvalue.X = value.X + partSystem.XDrift + myValus
else

value.X = value.X + partSystem.XDrift - myvalue
end
my¥alue = math.randon(1, partSystem.YDriftvVariance)
if math.random(1,100) > 50 then

value.Y = valua.Y + partSystem.YDrift + myValue
else

value.¥Y = value.Y + partSystem.YDrift - myValue
end
--process scale change
myValue = math.randos(0, partSystem.ScalsChangeVariance * 10)
if math.random(1,100] > 60 then

value.5cale = (velue.Scale + (myvalue/10)) *
partSystem.ScaleChange

alse
value.Scale = (vilue.Scale - (myvValue/10)) *
partSystem.ScaleChange

and

--render particle

if value.Age < value.Life then
Createltem{value.ID, "Sprite”, partSystem. Textire)
SetItsmPosition{value.ID, value.X, value.Y, value.Scale,
value.Scale)
else

Deleteltem(value.ID)
removedes = index

end

end

--now remove old particles

if removeMe -= nil then
table.remove(particles, removeMe)

and

if table.getn(particles) = 0 then
StartTimer({timeSlice]

and

end

k%, 7 GULTIMER_EXPIRED 3¢l fH, HEEFRBIHE, AEHRNE
TRERMREER. MARBA, WE WA R B3 R E R B R F i iR
HER. ARETLL, MIAERBTRET, WTFRUR:

function CreateNewParticla()
tempPart = {}
tempPart.Age = 0
idCounter = idCounter + 1
myValue = math.random(1, partSystem.Lifevariance * 10)
if math.random{1,100) > 5C then
tempPart.Life = partSystem.AvglLife + (myvalue/10)
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else
tempPart.Life = partSystem.AvgLife - (myValue/10)
end
myValue = math.random(1, partSystem.XVariance)
if math,randos(1,100) > 50 then
tempPart.X = partSystem.X + myvalue
alse
tempPart.X = partSystem.X - myValue
end
myValue = math.rendom(1, partSystem.Yvariance)
if math.random(1,100) > 50 then
tempPart.Y = partSystem.Y + myValue
else
tempPart.Y = partSystem.Y - myValue
end
myValue = math.random(1,partSystem.Scalevariance)
if math.random{1,100) = 50 then
tempPart.Scale = partSystem.Scale + myValuse
else
tempPart.Scale = partSystem.Scale - myValue
end
tempPart.ID = partSysten.BaseID + idCounter
table.insert(particles, tempPart)
print("new particle crezted')
end

ARERE SR T T R RRER AT ST BT BB e, O HAEX B HAE 2 M
R, REENTRE (RET A NERREHRF) 1R A KGR R & B
.

[81%) ProcessParticles () 8, {1/ ipairs( ) EREGE FIFTA FRERIRGRIRL T, oM
ENTRH. EE, RURFoEEeE, mRKFEaRunMERZET (5 RENE
—): ENRERK ERRETER. 85, NEFERTMEREE — 18 removeMe &
R ICER T o

PABRM RERA R WY AL, Fin, 7LV 7 R RS E,
AR, BT LM RN T R RN R B XA, TR
FE#E, BELEENmEETEEs—EEN— a7 B F RS0 R ER
G RIS T AR LR R e . 5 BT A o] Pk TR P R N B ALRE RS F T
HZE,
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3D fih#
AFEEE R TROIRF DO TmmE AR, BRuibzst, L R85 3D BE
MR AR TR, TERNTIT RAIIERE Magic Lantern 5, FATEIE T — 3D RENF &
3D BRI TR B A M. RESR B 14.7 Bor.

B 147 AE-TRRBEARE R, AT LR B Lua EEHEY 3D Bk, FUR
BB GULEEF, T LARFELAR A 1A 3D #AIHEhE

RIMEATAHWBESRER ., ERmAE 3D SRGE, 3D 55005 & &8 5 W
T Lua, F7RHBERNEE LuaClue BBIHEE, ELLEEARF R XSz EM
AR 3D FEE.

1) StantCamera( ) : 7€ 3D HEtehif e SRHLA O E AIRAM

2) SlewCamera( ) ; FIE 2 0 HE 000308 JEE 3 B BRI BI BT Y LR AR A

3) AddEnvironmentObject( ) ; FEHE N 3D #8, w7 LIKHREM ID, F3EE
A E MTT R .

4) AddLight(): 7E3D 55 RN EREEEELE 52 W)L

5) AttachParticleEffect( ) : #5i0 3D MW FHOR (L LAE Lua ) BlIEEH HSH
e’ 8
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6) AttachChildEntity( ) ; FESUREIT 4 F BN 3D MR, MARLERBHER, Ba
FREADHBE.

7) PositionChildEntity( ) : F¥ET AMF 3D ERKME, WREFTEHBSE, B
LY THELSERE,

8) TimEntity(): FEEHFHELLELRE,

9) SetEntityAnimation( ) : R IEEEA.

10) SwnAnimSequence( ) FFkhZc{Aitshim .

HFR RPN T — 858 LuaGlue B ¥EEHIH) 3D RGBT, itk
AR 3D FWH RE, HE TR AMMAEFMEERE, RIESZETHNER
| PESmSTENEFENID TR T .

14.5 EET//NGE

AT, BRIOEITAROAT, ENEM Lua #5420 BiEE 5=, BEANIDE
SRR SR T 900, HE 2D AR A HENNERF LTS, ShR
WIFHE S BLWRTT R R MR,

Wi (Take Away) WLFFIHMAEPHEF, EEUECSEE T F RN ROER,
IFRMMLTF & H O K LuaGlue B#, (Take Away) BERRLAK ERMBA T LA R I —
AHEMTRE, FRIFRENSmIE, & RN K R A T8RS A MEp
i} A AR

REHE—LEA TRHETFR AT LuaGlue B, ATI2 AR ME4H F 3D
HEENRECHA RS XN RG AT LURSRH P L AT Z MR &S ER
A,

AERAWMFTX, WERSHETTLUIEA MR HBLULRM TR, ERHHER
fE—at, FATRIEWAL Lua B, 068 AR R ARIA, LB 0 B A
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R 3w

EXEEX

W e ERfEER
HEREEa

W 3 Lua By &
W A

B R Lus A
B #iE
S 4R A

B BEAHEET, RITMET A Lua BAE & 08, STLWHBRIHTES AN
BRI, BIEMRTHERS, WEEIT L 55 MR TR AR
{Take Away}. AEABRAHRE, SEAGACHATHAAERYE, RIBESEE
HBT Lua X TRESFHE,

EEESETREEZTE, HEEFHACHERZN, f4 LREFERY. &4
P, ROSFIMAERRD RN ERAME R GHE Lua PEHEBR) . WlEE, &
ARAR LA B2 5 AT LR A 16 9

15.1 RINEFBHEFR

FRAE RN PR EEN W, AL RGERE e, AREEANERES
ATLL IR A S EHME R, BN SR,

EHi, XERWMAAERGRME AT EXRMWARF D, LGodanime
VB ) E M E A iR, EACSMETRERY, FUBNERERES. 2%
FFI (Take Away} PEHPRIHT
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if id == GUI MAIN_MENU + 300 then
PlaySound({1, "button.wav®)
RunGUI ( “GUI_InGame.lua” )

end

AT, B8 REESTFTHA D E, FROGEFF®, L FREERIIGE
et E SR, MEETFHEE, TLMATEN R, X REEEHM D 4.

StopScund(1)

15.1.1 LuaGlue & #f PlaySound

EHIL WAV B K 7 & 0. TR DirectSound S48 A P B #2L.
LIT AR, DX FEA DirectSound . ¥ DirectSound FIERALEAI (LR B T Mi-
crosoft BRI, MR dsutil. cpp # dsutil. h, FFREAAEM LuaGlue REANTF .

@xtern "C* int _PlaySound{lua_State *L)
{

int arghum = 1;

clua *lua = g pBase->Getlua();

int soundID = lua->GetNumberArgument (argNums=) ;
const char *soundName = lua->GetStringArgument (arghum++) ;
if (soundName A& (soundlD 1= 0))
{

DxContext::GetInstancs()->PlaySound (soundID, soundhame);
}
return 0;

}

LuaGlue ¥ PlaySound () 1 T—-3¢ &2, {R{4% GUI ID, STLAFHEAI /= 2 /5 31 AExS
&, HAEAEBRBN WAV M, M08 HS HaE # A LuaGlue g% StopSound () Bf
ikl

extern “C* int _StopSound{lua_State *L}

int arghum = 1;

cLua *lus = g_pBase->GetLua();

int soundlD = lua->GetNumberArgument (arghum++);
if{soundID |= Q)

1 F

DXContext: :GetInstance () ->StopSound (soundID);

return 0
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ENEE 4

Lua fER% AT LAV A LuaGlue ofi 87 StopSound ( ) e #11 (E£F 38R 95280, FESEE 1D,

15.1.2 BE

FHIRMIED oge/ vorbis FELE{E, oge/vorbis - MAIAFE, THBMLITESE, &
AR ERNEMNTHAFE R NHE. XTHANELFRATUS L[
www. vorbis. com/ , H$FE4 & 7E BE7FE 4 DirectSound ZHEET . Music #3369 LuaGlue i ¥

WF:

extern *C° int _PlayMusic(lua_State *L)

1

}

int argNum = 1;

clua *lua = g_pBase->GetLua();

int musieID = lua->GetNumberArgument (arghumes )
congt char *musicName = lua->@etStringArgument (arghum++);
if(musicName && (musicIC I= 0))

{

DXContext::GetInstance () ->PlayMusic(msusicID, musicName);
}
return 0;

PlayMusic 3l T PlaySound, R S7E FHi AN OGG 34, &XTFREAHF.

extern "C* int _StopMusic(lua_State *L)

{

}

int arghum = 1;
clua *lua = g pBase->GetlLua(};
int ®susicID = lua->GetNumberArgument{arghum++);
if{musicID 1= 0)
{

DXContext::GetInstance() ->StopMusic(musicID);
}

return 0;

W LuaGlue si¥ StopMusic () I AF b 1D, AT LG R38R
AT AW ) AHBAT B O AT LU B B . S BT LA R A . 8
SPARE BT BRI GRUEDER T O BT

16.2 {ERAwIESE

Lua A RocAesc i, o7 RUZEAEf] 3 o0 A SRR B Pt 7 4588, N Microsoft Word
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SO, B0 Lua A BT 2 VR A R OO F A, FFLL RO AR AT 1L
AR, MR, MTRAER B AR,

ARE B HRNTIURAT PRS0, LRETRIES HEM, CD-ROM th (oo s
AT — A Zews (DRI (B 151 BFR) . CAERTINBT R, CRATH
HREGTEE, TS XAMERREE (macro), 51 H PHAREERE, TR
Lua BREBRTE . EA— P AT IR LR T OIS, BB LY Lus

FRFEE—MEG,  LuaGle BEEESIMEG,

S

B151 RE A Zeus BIFREBEHEME Lua B

15.3 @i Lua H&

Lua &7 M ik AE2IIREFF Z 2058 (0 Microsoft Visual Studio) TFillif C ++
FEATFARE. ROTFIEESE S AS R Lua 94, siZEHOT RN MR,

WA S Lua 9 IDE (BEEFFAFSL) HANERBRITAERBOL ML E 20 Lua 4,
JEHEM MRS Ry B MR B R E T AL, LIELLRATE A B
iRk,
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16.3.1 HARM

PR Lua FFRBRMANER, RO BFAIRFLZE . s a. ®3IA
BoEAR R, RMNSGHEWD “H&. ®IIA" XHEMOS, ERFEIN[EEM .
“FF WA bug AYHERE."

bug B REAR LD P RORHR . FEBFRAR . bug 0T ARGl T A T EE 2 o AR MR
AL, iEWFREE TR ET. TRFM R BT E BRI, W W
HORR PP B A S R MR AL & e S BHE B RS, — T R 0 o] Lk B
FITEHE D, T bug SEEUXFELY, bS8 T BB F WSR3 5 i
R TP

R R HRATREY T, ROFFTBRFRE “BERET —1 bug".
WiEdR TR A R, W RE SRR, - FREX PR EETE,
AL, HRLAEE; H—-TIHEXYRERGILE, THBSTE T RRI BN
¥ bug.,

WARE— R bug, BH, RIS 2R AR A bug BENHEHE
%, LR bug i, WEMIDHE, MER -DARDNY, THREREE KK L,
IR ETF RN R , WFHEF A — L8] LI ATH bug RAEK bug BRER L E
E=

AR EREEMER RS LI O D THEF S E A A, A8, RITHEZEREL
FE R, BRI ERT Mantis B8, TR - T RBHNET Web WEH
{ www. mantisbt. org) , G0F 15. 2 iR,

B, TEICH bug ZATHERFEMMINE, SHEFN A RERGE, WA bug A
FREAIE AR R, FTLAERRRE — . MARMEDFEENE T (SERE
&, PMERHRAR) , WEFETR BRI bog HEFBH “HHLE", WET
HARB T 2™ bug BiRIEAES Er SHF0RER .

L H bug, IFHWBE MEMM RS (RS Lus RFWRHEN S —EHE
IR, R EATE R R AT A1 — BT, SRR A E A ER) . BT
Rk R, B, B E W AR A AT AR A8, BB AR A (Take
Away} WP, MOTRFISIEE &M, M.
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B 15.2  Mantis REE)E R ROCR R IR, 8026 Web REE

PRE TR R AT R MRS A A TR E AT nT i TRIEA &, WA ERRE— R
gk, ERRRETT LSS SR AR RES ., St -HEE THE R AR E A
(MR ERS, REFBEE. 4R, HFEENREHTERN by (NWERA)FA
—H) SERLVRAEEER. XERRE SRR by 89 70% ~80% , HHTE 3% &Y
U EIRE AT AR . RS SRR A e ) EE R by, S MO i UR 2 R SRR 53 A I ] 0
Hh.

ITHRAE, Rl AT RAR AT bug, REEMHTHZ - RETETH
FAERIFRBNE -5, SRR AR, /£ IDE G, oIS ERFR S, B0
AP LA RER SR, B2 Lua &, RITHESM Loy, EXNEA IDE @
Sifp. THEEA ST R LR AR A Z 1T AR R, A T e
A% Bh {58 4 S i AR B SR I SRS R EA

JEAE Lua 384 RS OIRROERIAN, (FREMA AT M, RAITAT LIRS B e
Mk BB IATRN AT R A . CRRHERT LSRR T FL R U (i R . Bl
ARFHET G TR (85T ) RLnRE . &8 MUERRmRAi.

15.3.2 # A DoFile &%
BAE Lua AR5 -4 (1) I 107 0 P4 040 07 2 RE 0 F R dofile () o FEAR- BT 4R ITNE
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AmF, WA MR, L @RESHSRPIRINS THR (EE2EER) MHX
A&

15.3.3 Lua$fiRilE

Lua fir & MBS A0 £h T Lua (0B, INSREBIEER (AREAFERE), Mok iR
HREIERS C++BERF. ERBHMARS, BNSHHRNLERERKED (&
T /) DMERE, Lue 220 (MRS MHHRNTEMG R, OUHS . BERRM
T8 (FRARERERRITRORERREE) . Lua FESREGRTL 0 WA &4 R M
¥

HSESIHBREEERRNBEZN TR, AFEEENE, AR 165 fTHHHR
HAARBREIRRAEME, WTRERER BN, RRENRLER 165 T8 il
FE T RAGER T 3 MO B T EAR

15.3.4 EARXFELEO

ERSEUEBPUEHAOTRTRE (FOFETHBTANENGRF) Rants
IO —HP—TEERE O . ERAFRER s WREANOTR, EAER—
A Lua S STIRERE, FIBERRRIRGETTAEM R0 Lua SR T . F AT URZ TSR A
WA G AT, JEREA. MRS ITAOR R, 8B 0T L U A 3 A% AR A AT
AERHA AR NMREEFEESTHIRAERE, 0TS T M.

print{curDistance)

Bl P ] LATEBAR sh R print( ) of 30, R3S 7R BRI O ch il USSR AN SLAB BRI
REEFTRT R TR R, PTG T W 5] F R BRI print( ) sR¥ .

function HardMath(myvalue)
print (*running HardMath()"})

return myvalue * 2
end

T R O B 0
(1) #aphmeEsr, MURFEAR

SetItemPosition (GUI_MAIN_MEW) + 200, 498, 282, 0, 0)
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(2) ATRFEEER&IETT GUI

RAuMGUI { "GUT_MainMenu.lua®)

(3) ERIFEABITHRMEE, AT LLEE NSRRI RS AR
dofile("Scripts)\GUI_DamageFire.Lua" )

(4) HEETTHE A

ClearGUI{GUI INGAME)

(5) Hith Lua R BT RS

print{math.cos (sath.pi/3))

(6) FEREE (FHAPRESYNELE)

print(myEnemies(1].X)

(7) W5E REHR E{E

varl = GetState()
print (vart)

(8) EiEftTH AR E RN, B GUL 34

InGameEvent{gThrustKey, GUI_KEY_PRESS)

(9) FAF Al LAFER I BT 0 o SR T A 0 R ) eR 0P O FRBD R AT LB A it
M. AN SRR AR T LUE A R WIS T

(10) ST L35 A Ao st it 5 ot O R ) Lo MR P 9 B, 34 TR B SRR G
M, (BRI aHAR, TR ABORE C++ BFR (W ELHTATE
1r§) SR P B e A ik

print{debug.traceback())

15.3.5 {ERASCAAE
Si—A- A TR LR R R — s A, BUARE R, 2 GUI_KEY_
PRESS Fifif il gdbfofb ey Box, IF AR GE, WFHR.



240 FSEE S

if eventCode == GUI_KEY_PRESS then
if id == 118 then -- v hey
if gDebugVisible == false then
EnableObject{10C, 1, 1)
EnableObject{101, 1, 1)
ItemCommand (100, "SetString", string.format|®%s%d®,
"Current Thurst value: *, curThurst))
ItemCommand (101, "SetString®, string.format(®%shd”,
“Current Rotaticn value: ", curfot))
gDebugVisible = true
else
EnableObject(100, 1, 1)
Enablecoject(iul, 1, 1)
gDebugVisible = false
end
end
end

AT RS, TLEHESESR, FERRH TR PRNERERE.

15.3.6 {ERAHEH

WM R R R AR A R, T O i R B R A R
.

AT L ZEFEFE LusaSupport. lus SO AR T 49 3 1R 12— B s o B

function StartDebugOutput()
debugFile = io.open(‘debug_data.txt®, *w")
if debugFile -= nil then
debugFile:write("-- Auto-generated debug report-)
debugFile:write(string.char (10))
debugFile:write(string.char (10))
debugFile:write(string.format("%s%s", *-. File created om: "
os.date()))
debugFile:write{string.char {10)}
debugFile:write{string.char {10))
end
end

B EEATA XM BHLER, AR R Ln R AR B (AT L
StanGUL lua 1, ZEAFT LuaSupport WA )5 ) . 4bPFEEERESA LA, 1ol th# AR
VAT T 0 R

function EndDebugOutput()

io.close(debugFila)
end
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fe, EATEMNREFEEHEERNFER.

function DebugMsg(myString}
if debugFile -= nil then
debugFile:write (myString)
debugFile:write(string.char (10))
end
end

33 BT LA A R B MO ST B 0 . R, TTLUGEH string. format ()
PR L FEAT R F AL . A M LI R AR E A, BrAsEesh
ol — bR, REDF P TR MRS LB R, R

DebugMsg (string.format("%s%a", “function: CalculateRange(), curRange: *,
curfiange) ) :

RAMASH BN EE R R IR0 1 IR UOR R, R
ASBFCRABER, Rl n] LU O R e e B T W&,

IAREHEIFEL, RICRFOMR, MY HAMRN, NHARFHTE RS
ERFEFOWHR, RTTRSENTR. ERFMNEE, TLUTARRCERERRIFL
TR ANy B THR, ERETMERR, TTLERT <Al + P> HERSERF, K5
[ BE A 7 T S A A S (T A G i

15.4 BHREERE

PR ILFRFEWFRT 2B E A BRI R, ANl , 2D f13D XAR¥E ., T
AMERS. AXBWHEF, FTEEHECRAA. dTRELHSSEHER, FUK
WEERE A (R R M BT R — Tk MR F I AT AR, WRG RS
Mok L. Mk, PRESERISTHAOHS T, RELRAETRAR X
P, ERE R AREA LI SRR RERNT ENRFERENT ATE?
W AR R TP i S B R ¢

15.4.1 HEHSA

PRER WA A RS, f3E Lua B9, C 4+ L S0iRR e, WG, &
AEICHF . AOUEHRIEETH EEGERER, 7RI Za R R,
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TR

AR, ST SRR RATIR S I B ol LA BT F A R ). SRALR ) fBaY
THFEEA RS T A SR T, SEWE - MRIEAHT AR CVS
( Concurrent Versions System, www. evshome. org/ ) . JEAEG9H I T BF (045 ik 2 8169 Source-
Safe (http: //msdn. microsoft. com/vstudio/ previous/ssafe/ ) fil Perforce ( www. perforce. com/) o
CVS BIEsi AR (ft) METEE, EheETRN EHZ@A, DERE Windows PE5TF
B F CVS, AT LAk T A TortoiseCVS (www. tortoisecvs. org/) , ¥4 Windows SLE 4 —
ik, HEHENE,

AEEEA A TR, SRR T, 771 A S 5 5k 08 77 R R B BT AT RO 9F
W, WMWALED, Lua B, JALUR . 3D BEAIS . o6 AT LUl i MRS ZR 4 P 4K BT A7 BT Y
PR R AL A AN, R TR TRE A MOb LA FTRHEUE . A HR T
H T AR T LAY B R MR H R E R R . M MR, R
SR —EAERET] HAbA S B BRI T, SR Seripts, Tex-
tures, Sounds FI Music, ARWFHEFIR DL E ID R, BAIEA - Models I, Ff1ET
LA BT AT SO TR R AR S0, ZIP S0, Rl C + + (U A BUR SR, 0P Al AL
AEFTR MR B, AT R LB A A U R R R R,

15.4.2 E{TRIEIXHFE

WA, IRWE R IR AN, BTA M IR SR A R B BRAE
THIE AR BI B R4, C++ {LF7E Seripts {3 F B Lua {875, 7 Textures C{F
S FIEBAE A, FE Sounds IAFICF B ICM (. wav IF) , 78 Music LK TFiE
B AR (. opg 3UIF) o

15.5 X470 Lua £33

VRO LA AT FF S B eh (I SO T S8 Lua A0, XWX BB K ( “mod-
ding” community) BJANCHAES W7, SOR AT AT LU iR R R P AT B R AR AL
o AR P RS Loa (AR A R RS E REH RS, BEENNY
FORKAT RO AT LB Lua fE 3 R AR AR B A6 RR PR R A BT, I



® 5 W5 243

BUFFRME luac. exe, B Lua A “HE" R HRMLH, EHRITST09 Lua [LFWT
VAL B e TR SO R I ek R AnfeE TR, CRATT fHABAR,

Lua #RixaE

luac. exe BIEILFSEE lua-5. 0. 2\sre\luac SC{FFMIEM AR MR, REITES A —1
Visual C++ 5 FRGIFRT. BFR—T0refimf, aUIEGSRmat (240 pos
WRPT) BEESSE. —TRRMEENGSIT

Luac —o StartGUI.lub StartGUL.lua

AT LR StanGUL lua BIAIFEE StanGUL, lub SO A 3 — #EH B0 . ATLLE
FHEARPESC et (b hb 28, HAPRXPrh @& —RAr S HA, ST REN . ba BF Win-
dows 185, AT LAESCHF i 2 BRI Lua BIARIMMIRES (R2ZH0 T,
AT TR S, R EAE Windows SUHT |- 2 S0 AT LSRR AT (Y B A

LuaGlue & # RunScript

Lua ] LUEBCA R 77 A UM A8 e BArA 08, Lua fUISFRTTAE Seripts
XS T . A RARMEMY B4R . lua 00 A M, BRET RS N Jub B (I
luac. exe) ZHIFSE 0 =i . LuaGlue 56 % RunSeript F 3 50 s {085 o9 2 8 3F 77
RunSeript & Lua §) do_file iR3M) B QKM BT Seripts L {3 FFREAGBALH, In
RER BT YR PR ER A RERERER RS RER . lub U,

A AR89 4™ i 42 3 O O AR SCHF A — i ) SO AR T (B . SCAIB R Lua fLRS{E
H. lua ¥ RE, —tHH L Lua fCHEERH . ub " BE. Lua BHEHAXLRESEMN
BLELMHER TR, AAROT RE R A, (BT R A ILWRIT R & — R
S EIEAL, clua X 4% RunSeript B 51 48 BY i 3L findSeript ( ) 5 %5 7 #) Lua
Bz S IEAT, fRUBAIF (2% clua epp)

static std::string findSeript(const char *pFname)

E FILE *fTest;

char drive[ MAX_DRIVE];

char oir[_MAX DIR];

char fname[ MAX_FNAME] ;

char ext|_MAX_EXT];

_splitpath( pFname, drive, dir, fname, ext );

std::string strTestFile = (std::string) drive + dir +
*Scriptsi\* + fname + ", LUB";
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fTest = fopen{strTestFile.c_str(), *r");
if(fTest == MULL)
1
striestFile = (std::string) drive + dir +
“Seripts\\® + fname + *.LUA";
fTest = fopen(strTestFils.c_str(), "r");
1
if (fTest == NULL)
{
strTestFile = (std::string) drive + dir + fname + *.LUB";
fTest = fopen(strTestFile.c_str{), "r*};
if(fTest == NULL)
{ .
strTestFile = (std::string) drive + dir + fname + *.LUA®;
fTest = fopen(strTestFile.c_str{), “r*);

}
if(fTest I= NULL)

fclose(fTest);
}
return strTestFile;

15.6 FOHE

Lua B ( sift, ATLMERAERAMER IS BAEE 8 B h iR, JF B AFER
FIE 7 PUC-Rio B4V AT, Lua R FFIRAEIE, <7 MIT 9500 &6, {0 BERAEDT .

Copyright © 1994—2004 Tecgraf, PUC-Rio.

HERAFARAER, 28, B, 635, BHAT. &7, BRRABESRHRR
g,

ERHPRA AR ECGLAE LR AHRFTAR,

ERGETAEEMATRARTHRE, SHATEAKF LRARI, 2EAEA
THREREMMFAAEFRBETAL IR GAERAA S LR, RAHF L.

% CEFTIESCE (CD-ROM ) License SU{F 32 F ) 09 30{F R M SRS 008 %
M, Lua /MEGERED, ERRFRGIZER, 0 SRR A BRI A Lua
bRif,

I RAEA Lua FF 52, A4 #0000 HEMNE Loa W HFE (www. lua. org/uses. html)
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PR EE, TR AMEE R A I .

15.7 #—5a0i%ER

FIHEE, RESEET Lus BAES, JHARTI 22 TH— WRMTE,
W RAHRITE— FLUG I T . SRR TF R R EAT Lus BBOCHBAOIE, BT A%
oAt

AR MR DR Lua #C . TR Lua (F I R3S (www. lua org) B, I
RHECHY, P40 SRR . BATL R, 36 EHE B R AMEE. S Lua €
AT REE, WAL RIS ER LRI, SRR, XR— MUFn
LR IR — 35

F— AR R VAR B RIEN (Take Away) WM ETFE A S MWK, (741
Rk LusClue CHBERI, JLTHA 69 LuaClue ECHEAR FULETRS (Take Away) X—4>
PR — BRI R Lus BRI, X BEEIRE S A T — R RS WARIF 5
FHRMIFE A COMREERFA TL, REASC++ SRR,

iR FARE BT A 00RO LUR M09, [ I (Take Away) HISZ—2¢,
BEFROGT ARG, ARRN . SIS, S5E TR g T R
TR AR AR AL SRR Lua RBFTA OB ST M5BT . o] B3 d
WATRE Lus FFRER, LIRMRIROEIHH, MRERH, WRRHE S 5
B,

ATHCWWRIERE, TULMS, ARESHRSAHNTAE (nww
garagegames. com 2 MRAECIHMET F BIIM) B SAE G Lua JF% 5 %8 A B Lua (10

Jrat. FEMEAE—R T A SRR T . WIASRS T8, £RTFE K%
BWR, MRRABERNIMETH, FaTaeRE 1.

IRIRE ST R T, AR ME—T Lua i, AT HENE
Ve, RS, BERE AL YAR IR H AN TR,

IR, RATAERATTRARY Lua 8% R, ELEFFR T S 0 RI AR
PR I, RATRI Lua 7T EIRATH E A 0% R, RITESHHA Lua
FERTHL 17 KMk, AEATHAMERTRE (SEABNTRGKEST). T
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Fefir AR & UL PRS-, LR # BN WA S R T RN E A
R~ F Lua 0 LU 4

I, VRRTT LA — S Lua W, IR P T . Lua AR A T
EMBAEE (R EE TR &, R Lua RN BAIELES) , Ak
L F AT LA A Lua FF K. 7€ Lua F Tecgraf fRS5 L, A7 AT B Lua 7% 5 U K i
H, HE G PHP —#4E0 HIML (L3RRS .

Lua 4 HAT AR, EA B PRARIG TR LA PHHEAREL (Pateming
System) , IR PHAAER ( Co-routines) . T[£% Lua SCRY R (FTLILE www. lus. org
3% 1 F# Lua %#] % Z — Roberto lerusalimschy i) “the essential Programming in Lua"
—) HeRBUE SR TFRFNIG I G ENEE R E R

15.8 EFE/NG

Eit, TANT—WSEA TRERHAE IR, MR TIRKHATE, IR, HE
FH Lua A5 H OB H S EFARRTEER T o BALABLE AR, M@ TRPCFE, HEE
A E BRI, X R EH TRE,

BiTE %48 77F C++ I H P AW Lua MR, WRSEHBRAET T % LuaGlue B3
Friko HES T WA ZBFRAIIRY, HEZ 01 CUL RE.

Bl T A BEATIE ATt AR ATl Lua 45 £ 8T A AL
AL B, #THTRETIAMTE, MATHE. ESAE. HTRES. Fif,
ACSEETHREAR TARFLE C M.

RAIA R — T ERA N E—RI A C SAREN, e aNETAR - RITTF
Lua fEA, BIfFRRIEG XA BERT R Lue 4K, BECHBEEH KRR, EMER & a5y
HER MR aim. U, 173008, A Lua Rl MRk !
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