
Themenabend: Lua

Themenabend: Lua

twobit

c3d2

23. November 2011

1 / 34



Themenabend: Lua

Outline

Outline

1 Intro
TIOBE Programming Community Index
Design-Ziele
Wer hat’s erfunden?
Features
Projekte

2 Main
Hello
Die Sprache
Metatafoo

2 / 34



Themenabend: Lua

Intro

Outline

1 Intro
TIOBE Programming Community Index
Design-Ziele
Wer hat’s erfunden?
Features
Projekte

2 Main
Hello
Die Sprache
Metatafoo

3 / 34



Themenabend: Lua

Intro

TIOBE Programming Community Index

4 / 34



Themenabend: Lua

Intro

Design-Ziele

Design-Ziele

Simplicity

Size

Performance

Portability

Embeddability

5 / 34



Themenabend: Lua

Intro

Design-Ziele

Design-Ziele

Simplicity

Size

Performance

Portability

Embeddability

5 / 34



Themenabend: Lua

Intro

Design-Ziele

Design-Ziele

Simplicity

Size

Performance

Portability

Embeddability

5 / 34



Themenabend: Lua

Intro

Design-Ziele

Design-Ziele

Simplicity

Size

Performance

Portability

Embeddability

5 / 34



Themenabend: Lua

Intro

Design-Ziele

Design-Ziele

Simplicity

Size

Performance

Portability

Embeddability

5 / 34



Themenabend: Lua

Intro

Wer hat’s erfunden?

Wer hat’s erfunden?

Roberto Ierusalimschy

Waldemar Celes

Luiz Henrique de Figueiredo

6 / 34



Themenabend: Lua

Intro

Wer hat’s erfunden?

Wer hat’s erfunden?

Roberto Ierusalimschy

Waldemar Celes

Luiz Henrique de Figueiredo

6 / 34



Themenabend: Lua

Intro

Wer hat’s erfunden?

Wer hat’s erfunden?

Roberto Ierusalimschy

Waldemar Celes

Luiz Henrique de Figueiredo

6 / 34



Themenabend: Lua

Intro

Wer hat’s erfunden?

7 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Features

first-class functions

lexical scoping

proper tail call

coroutines

monkey patching

open source

8 / 34



Themenabend: Lua

Intro

Features

Portability

Cameras (Canon)

Keyboards (Logitech)

Drucker (Olivetty & Océ)
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Hello

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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Die Sprache

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

11 print(y) -- global
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Code: ”control1.lua”

1 -- ite and numeric for

2 for i = 1, 100 do

3 if i % 3 == 0 and i % 5 == 0 then

4 print("FizzBuzz")

5 elseif i % 3 == 0 then

6 print("Fizz")

7 elseif i % 5 == 0 then

8 print("Buzz")

9 else

10 print(i)

11 end

12 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 until

9 repeat

10 local input = io.read()

11 print(input)

12 until input == "exit"
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Die Sprache

Code: ”list.lua”

1 local list = { "one", "two", "three" }

2 list[4] = "four"

3

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

5 print(i, list[i])

6 end

7

8 for i, v in ipairs(list) do -- generic for

9 print(i, v)

10 end

11

12 print(list[5]) -- ???
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Die Sprache

Code: ”hash.lua”

1 local hash = {

2 ["null"] = 0,

3 ["eins"] = 1,

4 ["zwei"] = 2

5 }

6 hash["drei"] = 3

7

8 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 local y = 0xcccb

5

6 set[x] = true

7 set[y] = true

8

9 if set[50130] then

10 print("found it!")

11 end
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Die Sprache

Code: ”module.lua”

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

2

3 local name = io.read()

4

5 print(string.format("Hello %s, nice to meet you.", name))

6

7 print("Enter a number, please.")

8

9 local n = io.read()

10 local s = math.sin(n)

11

12 print("Sinus is " .. s)

23 / 34



Themenabend: Lua

Main

Die Sprache

Code: ”object.lua”

1 local player = { x = 0 }

2

3 function player.move(self, dx)

4 self.x = self.x + dx

5 end

6 player.move(player, 3)

7

8 -- syntactic sugar

9 function player:move(dx)

10 self.x = self.x + dx

11 end

12 player:move(3)
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Metatafoo

Code: ”meta1.lua”

1 local pet = {}

2 pet.noise = "squeak"

3

4 function pet:greet()

5 print(self.noise)

6 end

7

8 pet:greet() -- "squeak"
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Metatafoo

Code: ”meta2.lua”

1 local cat = { noise = "miaow" }

2

3 -- make pet prototype of cat

4 setmetatable(cat, { __index = pet })

5

6 cat:greet() -- "miaow"

7 pet:greet() -- "squeak"
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Code: ”class.lua”

1 Class = {}

2 function Class:new(o)

3 o = o or {}

4 setmetatable(o, self)

5 self.__index = self

6 self.__call = getmetatable(self).__call

7 return o

8 end

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

10 local o = self:new()

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

12 return o

13 end })
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Metatafoo

Code: ”game1.lua”

1 require "class"

2

3 Enemy = Class:new { strength = 5 }

4 function Enemy:init(x, y)

5 self.x = x

6 self.y = y

7 end

8

9 function Enemy:attack()

10 -- ...

11 end
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Code: ”game2.lua”

1 Boss = Enemy:new { strength = 100 }

2

3 function Boss:attack()

4 -- some other implementation

5 end

6

7 local enemylist = {

8 Enemy(-10, 10), -- calls init

9 Enemy( 0, 13),

10 Enemy( 10, 10),

11 Boss(0, 5)

12 }
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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!!
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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

8 return s:format(a)

9 end

10 end

11

12 print("0x%02X" % 42) -- 0x2A

32 / 34



Themenabend: Lua

Main

Metatafoo

Ende

Mechanismen

Flexibilität

keine vorgeschriebene Herangehensweise

no batteries

33 / 34



Themenabend: Lua

Main

Metatafoo

Ende

Mechanismen

Flexibilität

keine vorgeschriebene Herangehensweise

no batteries

33 / 34



Themenabend: Lua

Main

Metatafoo

Ende

Mechanismen

Flexibilität

keine vorgeschriebene Herangehensweise

no batteries

33 / 34



Themenabend: Lua

Main

Metatafoo

Ende

Mechanismen

Flexibilität

keine vorgeschriebene Herangehensweise

no batteries

33 / 34



Themenabend: Lua

Main

Metatafoo

Fragen

Traut Euch!
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