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:::E;’; :::::;’; Delta in Position | Programming Language NR:: i;::I ND'?;; 0 Status
1 1 Java 17.874% | -063% | A
2 2 ® 17.322% | +061% | A
3 3 crt 8.084% | -1.41% | A
4 5 T ck 7.319% | +161% | A
5 4 [ PHP 6.096% | -1.72% | A
6 8 [1] Objective-C 5983% | +279% | A
7 7 (Visual) Basic 5041% | -043% | A
8 6 [1] Python 3617% | -2.08% | A
9 1 1t JavaScript 2565% | +0.90% | A
10 9 [ Perl 2078% | -039% | A
1 10 [ Ruby 1502% | -040% | A
12 20 Tt |Pusal 1438% | +0.78% | A
13 13 Lisp 1182% | +0.09% | A
14 15 T Pascal 0.991% | +0.21% | A
15 21 Tt |mamas 0955% | +0.32% | A—
16 12 un Delphi/Object Pascal 0.872% | -0.77% | A
17 23 Tt |aBar 0847% | +025% | A—
18 2 1t Lua 0635% | +0.02% | A-
19 16 [I1] Ada 0622% | -007% | B
20 19 [ RPG (0S/400) 0.620% | -0.04% | B
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Poll Results

Which language do you use for scripting in your game engine?

Python (pure) — 6.98% 48
Python (stackless) 0% 0
Ruby ! 1.16% 8
Perl A 1.31% 9
C (with co-routines) = 9.75% 67
Lisp A 1.45% 10
TCL i 0.582% 4
Lua — 20.5% 141
I made my own —  26.3% 181
My engine doesn't have scripting = 27.3% 188
Other = 4.51% 31
[Previous Polls] Total Votes: 687
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Code: "hello.lua”

1 #!/usr/bin/lua

2

3 —— say hello

4 —= try it out: http://www.lua.org/demo.html
5

6 print("Hello, world!")
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Code: "scoping.lua”

1 do

2 local x =1

3 do

4 local x = 3

5 print(x) -- 3
6 y = "global"
7 end

8 print(x) -- 1

9 end

10 print(x) -- nil

[un
=

print(y) -- global
> > .
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Code: "controll.lua”

10

11

12

-- 2te and numeric for

for

end

i=1, 100 do
if 1 % 3==0and i % 5 == 0 then
print ("FizzBuzz")
elseif i ) 3 == 0 then
print ("Fizz")
elseif i ), 56 == 0 then
print ("Buzz")
else
print (i)
end
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Code: "control2.lua”

1 —— while
2 local x =1
3 while x < 100 do

4 X =X % 2

5 end

6 print(x)

7

8 —— repeat unttl

9 Trepeat

10 local input = io.read()

11 print (input)

12 until input == "exit" ﬁq‘gg.\
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L Die Sprache

Code: "list.lua”

1 local 1list = { "one", "two", "three" }
2 list[4] = "four"

3

4 for i =1, #list do -- numeric for

5 print(i, list[i])

6 end

7

s for i, v in ipairs(list) do -- gemeric for

9 print(i, v)

10 end

11

12 print(list[5]) -- 222 Y &
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Code: "hash.lua”

1 local hash = {

2 ["null"] = 0,

3 ["eins"] = 1,

4 ["zwei"] = 2

5}

¢ hash["drei"] = 3

7

s for key, value in pairs(hash) do
9 print(key, value)

10 end
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Code: "set.lua”

1 local set = {}

2

3 local x = 0xc3d2

4 Jlocal y = Oxcccb

5

¢ set[x] = true

7 set[y] = true

8

9 if set[50130] then

10 print("found it!")
11 end
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Code: "module.lua”

1 print("Enter your name, please.")

3 local name = io.read()

5 print(string.format("Hello %s, nice to meet you.", name))
7 print("Enter a number, please.")

io.read()
math.sin(n)

9 local n
10 local s

11
0'8N0Uage
12 print("Sinus is " .. 8) -~ @
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Code: "object.lua”

1

10

11

12

local player = { x = 0 }

function player.move(self, dx)
self.x = self.x + dx

end

player.move(player, 3)

-- syntactic sugar
function player:move(dx)
self.x = self.x + dx
end
player:move(3) Me.‘\
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L Metatafoo

Code: "metal.lua”

1 local pet = {}

2 pet.noise = "squeak"

3

4+ function pet:greet()

5 print (self.noise)

6 end

7

s pet:greet() -- "squeak”
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L Main
L Metatafoo

Code: "meta2.lua”
1 local cat = { noise = "miaow" }

3 —— make pet prototype of cat
1+ setmetatable(cat, { __index = pet })

¢ cat:greet() -- "miaow”
7 pet:greet() -- "squeak"
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L Metatafoo

Code: "class.lua”

1 Class = {}
2 function Class:new(o)

3 o=o0 or {}

4 setmetatable(o, self)

5 self.__index = self

6 self.__call = getmetatable(self).__call

7 return o

s end

9 setmetatable(Class, { __call = function(self, ...)

10 local o = self:new()

1 if o.init then o:init(...) end

12 return o g .

13 end }) :

28/34
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L Metatafoo

Code: "gamel.lua"”

1 require "class"

I
o
(-

3 Enemy = Class:new { strength
4 function Enemy:init(x, y)

5 self.x = x
6 self.y =y
7 end

8

9 function Enemy:attack()
10 =T ...

11 end
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L Metatafoo

Code: "game2.lua”

1 Boss = Enemy:new { strength = 100 }
3 function Boss:attack()

4 -—- some other implementation

5 end

7 local enemylist = {

8 Enemy (-10, 10), -- calls nit
9 Enemy( 0, 13),

10 Enemy( 10, 10),

1 Boss (0, 5)
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Code: "privacy.lua”

1 —- closures

2 function new_player()

3 local x = 0

4 local function move(dx)
5 x = x + dx

6 print(x)

7 end

8 return { move = move }
9 end

10
11 local player = new_player()
12 player.move(10) -- no colon here!! S Q.
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L Metatafoo

Code: "nicestring.lua”

1 —— python-like string formating

2 getmetatable("").__mod = function(s, a)
3 if not a then

4 return s

5 elseif type(a) == "table" then

6 return s:format (unpack(a))

7 else

5 return s:format(a)

9 end

10 end

11

12 print ("0x%02X" % 42) -- 0z2A Y &
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