MyLuaState. h

#pragma once

#include “CoreMinimal.h”
#include “LuaState.h”
#include “MyLuaState. generated. h”

// LuaRF— k935X
UCLASS ()
class UMyLuaState : public ULuaState

GENERATED_BODY ()

public:
FString LuaPath; // LuasSR
UMyLuaState () ; // AVARNIHAE
void ReceivelLuaError_Implementation (const FString& error_text) // luaT5—%1{5 (%)
void UpdateElapsedTime (float delta_seconds) ; // B ZEEH
UFUNCTION ()
void Print (FLuaValue arg_text): // XFFIEHD
UFUNCTION O
void Qit0; /] ¥T

MyLuaState. cpp

#include “MyLuaState.h”

#include “LuaBlueprintFunctionLibrary. h”
#include “Kismet/GameplayStatics. h”
#include “Kismet/KismetSystemLibrary. h”
#include “LuaSamp|eGameMode. h”

// Lua%— (F'B—/s3)L)

#define KEY_GLOBAL_STRING_LUA_ PATH “lua_path” // Luas8 &
#define KEY_GLOBAL_FLOAT_ELAPSED_TIME “elapsed_time” // #iBEERE
#define KEY_GLOBAL_FUNC_PRINT “print” // XFHIEHD
#define KEY_GLOBAL_FUNC_QUIT “quit” /] 7T

// AVARSH A
lfMyLuaState: :UMyLuaState (void)

LuaPath = FPaths::Combine (FPaths: :ProjectContentDir (), TEXT ("NonAssets/Lua/")):

Table. Add (KEY_GLOBAL_STRING_LUA_PATH, ULuaBlueprintFunctionLibrary::LuaCreateString (LuaPath)) ;
Table. Add (KEY_GLOBAL_FLOAT_ELAPSED_TIME, ULuaBlueprintFunctionLibrary::LuaCreateNumber (0.0f)) ;

Table. Add (KEY_GLOBAL_FUNG_PRINT, ULuaBlueprintFunctionLibrary::LuaCreateUFunction (UMyLuaState: :StaticClass(), (GET_FUNCTION_NAME_CHECKED (UMyLuaState, Print)).ToString()));
Table. Add (KEY_GLOBAL_FUNC_QUIT, ULuaBlueprintFunctionLibrary::LuaCreateUFunction (UMyLuaState: :StaticGlass(), (GET_FUNCTION_NAME_CHECKED (UMyLuaState, Quit)).ToString())):

}

// luaL5—%18 (EK) ) )
void UMyLuaState: :ReceivelLuaError_Implementation(const FString& error_text)

FPIat(;“ormMisci :MessageBoxExt (EAppMsgType: :0k, *error_text, TEXT(“Error”));
Quit ()
// $BBEREEH
void UMyLuaState: :UpdateE |apsedTime (float delta_seconds)
FLuaValue lua_value = ULuaBlueprintFunctionLibrary::LuaGetGlobal (this, UMyLuaState::StaticClass(), KEY_GLOBAL_FLOAT_ELAPSED_TIME) ;
ULuaBlueprintFunctionLibrary: :LuaSetGlobal (this, UMyLuaState::StaticClass(), KEY_GLOBAL_FLOAT_ELAPSED TIME, (lua_value.ToFloat() + delta_seconds));
// XFHEHN
void UMyLuaState::Print (FLuaValue arg_text)
GEngine->AddOnScreenDebugMessage (INDEX_NONE, FLT_MAX, FColor::Cyan, *(arg_text.ToString()));
/] #T
void UMyLuaState::Quit (void)
UKismetSystemLibrary::QuitGame (this, nullptr, EQuitPreference::Quit, false);
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#pragma once

#include “CoreMinimal.h”

#include “LuaComponent. h”

#include “MylLuaState. h”

#include “MyLuaComponent. generated. h”

class ALuaSampleBlock;
class ALuaSampleBlockGrid;
class AlLuaSamp|eGameMode;

// Lua%— (RH YT k)

#define KEY_SCRIPT_FUNC_INITIALIZE “initialize” // ?JJHJHI:,

#define KEY_SCRIPT_FUNGC_EXECUTE “execute” // EIT

#tdefine KEY_SCRIPT_FUNC_ON_CLICK “on_click” /)y B
#define KEY_SCRIPT_FUNC_ON_OVERLAP “on_over lap” /] dA—iR"—5 vy T
// By yiER

UCLASS ()

class UBlockInfo : public UObject
GENERATED_BODY ()

public:
UPROPERTY ()
ALuaSamp | eBlock* Target = nullptr:
bool blsActive = false;
int32 Golor = 0;
float Scale = 1.0f;
float FontSize = 180.0f;

. FString Text;

// luaa UiR—R > kY SR
UCLASS ()
class UMyLuaComponent : public ULuaComponent

GENERATED_BODY ()

public:
UPROPERTY ()
ALuaSamp | eBlockGr i d Owner = nul Iptr; /] REE

UMyLuaComponent () {}

void Initialize (ALuaSampleBlockGrid* owner) ; // E1E
void Execute (float delta_seconds); =17
TArray<int32> UpdateBlockInfo (FLuaValue arg_table = FLuaValue()):

/TRy ERERH

MyLuaComponent. cpp




#include “MyLuaComponent. h”
#include “LuaSampleBlockGrid. h”

include “LuaBlueprintFunctionLibrary.h”
include “Kismet/GameplayStatics. h”
include “LuaSamp|eGameMode. h”

// Luafe— (R—=FL) P e
define KEY_LOCAL_ lNT GRID_SIZE grid_size /] Ty B4 X
define KEY_LOCAL_FLOAT_GRID_MARGIN “grid_margin” // )y FiEkm
define KEY_LOCAL_TABLE BLOCK_INFO “block_info” // TRy oiER ~
define KEY_LOCAL_FUNC_SET_TITLE_TEXT “set_title_text” // B4 FILTFRFEEE

#define KEY_LOCAL_FUNC_SET_SCORE_TEXT “set_score_text” // RATTHRANERTE

#define KEY_LOCAL_FUNC_UPDATE_GRID “update_grid” /] Ty REREH

// Lua¥— (T8 vy 7iE#HR) ;
define KEY_BLOCK_INFO_BOOL_IS_ACTIVE “is_active” /] TOT4Th
define KEY_BLOCK_INFO_INT_COLOR “color” VI
define KEY_BLOCK_INFO_FLOAT_FONT SIZE “font_size” /] ZHrHFARX
define KEY_BLOCK_INFO_STRING_TEXT “text” /] TERAR

/]

\fmd UMyLuaComponent Initialize (ALuaSampleBlockGrid* owner)

Owner = owner;
LuaState = UMyLuaState::StaticClass();

// LuaT— 2 JLE4ERL

Table. Add (KEY_LOCAL_INT_GRID_SIZE, ULuaBlueprintFunctionLibrary::LuaCreatelnteger (Owner->Size)) ;

Table. Add (KEY_LOCAL_FLOAT_GRID_MARGIN, ULuaBlueprintFunctionLibrary: :LuaCreateNumber (Owner—>GridMargin)) :
Table. Add (KEY_LOCAL_TABLE_BLOCK_INFO, ULuaBlueprintFunctionLibrary::LuaCreateTable (Owner, LuaState));
Table. Add (KEY_LOCAL_FUNC_SET_TITLE_TEXT, ULuaBlueprintFunctionLibrary::LuaCreateUFunction (Owner, (GET_FUNCTION_NAME_CHECKED (ALuaSampleBlockGrid, SetTitleText)).ToString())):

Table. Add (KEY_LOCAL_FUNC_SET_SCORE_TEXT, ULuaBlueprintFunctionLibrary::LuaCreateUFunction(Owner, (GET_FUNCTION_NAME_CHECKED (ALuaSampleBlockGrid, SetScoreText)).ToString())):

Table. Add (KEY_LOGCAL_FUNG_UPDATE_GRID, ULuaBlueprintFunctionLibrary::LuaCreateUFunction (Owner, (GET_FUNCTION_NAME_CHECKED (ALuaSampleBlockGrid, UpdateGrid)).ToString())):

// Luafi#h & E1T
LuaCal I TableKey (Owner—>GameMode—>ScriptTable, KEY_SCRIPT_FUNC_INITIALIZE, TArray<FLuaValue>()):

[/ INT A —B T

Owner->Size = FMath::Clamp<int32> (LuaGetField (KEY_LOCAL_INT_GRID_SIZE).Tolnteger ), 1, 8);
Owner—>GridMargin = FMath: :Clamp<float> (LuaGetField (KEY_LOCAL_FLOAT_GRID_MARGIN). ToF loat () 0.0f, 80.0f);
UpdateBlockInfo() ;

}

// EiT
\fmd UMyLuaComponent : :Execute (float delta_seconds)

TArray<FLuaValue> args;

// Luafd#h & =17
args. Add (FLuaValue (delta_seconds)) ;
| LuaCal I TableKey (Owner—>GameMode—>Scr iptTable, KEY_SCRIPT_FUNC_EXECUTE, args);

[/ TRy IIEREEH
T[Array<|nt32> UMyLuaComponent : :UpdateBlockInfo (FLuaValue arg_table)

int32 block_count_max = (Owner->Size * Owner->Size) ;

// #EXE S % {ER
i f (Owner—>ArrayBlockInfo. Num() < 1) {
for (int32 i=0; i<block_count_max; i++) {
Owner->ArrayBlockInfo. Add (NewOb ject<UBlockInfo>()) ;

]

[/ AT REHEERK
TArray<int32> array_index;

for (int32 i=0; i<block_count_max; i++) {
if(arg_table. IsNil () {
tel array_index. Add (i) ; // BIENENERITETER
else
FLuaValue lua_value = arg_table. GetFieldBylIndex (i + 1);
if(lua_value. IsNil () {
break;

int32 index = (lua_value. Tolnteger ) -
array_index. Add (FMath: :Clamp<int32> (index, O, (blockfcountfmax - 1))

}

/] IOy o EREES _ _
FLuaValue table_block_info = LuaGetField(KEY_LOCAL_TABLE_BLOCK INFO) ;

for (int32 i=0; i<array_index.Num(); i++) {
FLuaValue lua_value = table_block_info. GetFieldByIndex (array_index[i] + 1);
UBlockInfox block_info = Owner->ArrayBlockInfo[array_index[i]];

block_info->bIsActive = lua_value. GetField(KEY_BLOCK_INFO_BOOL_IS_ACTIVE). ToBool () ;

block_info->Color = lua_value. GetField (KEY_BLOCK_INFO_INT_COLOR). Tolnteger () ;

block_info->FontSize = Tua_value. GetField (KEY_BLOCK_INFO_FLOAT FONT SIZF). ToFloat () :
| block_info->Text = lua_value. GetField (KEY_BLOCK_INFO_STRING_TEXT). ToString() ;

return array_index;




