LuaSampleGameMode. h

// Copyright Epic Games, Inc. All Rights Reserved
#tpragma once

#tinclude “CoreMinimal. h”

#include “GameFramework/GameMode. h”
#include “Components/TextRenderComponent. h”
#include “MyLuaState. h”

#include “LuaSampleGameMode. generated. h”

/% GameMode class to specify pawn and playercontroller */
UCLASS (minimalapi)
class ALuaSampleGameMode : public AGameMode

GENERATED_BODY ()

public:
ALuaSamp | eGameMode () ;
UPROPERTY ()
UTextRenderComponent* TextRender = nul Iptr; /] TEARLUA
UPROPERTY ()
UMyLuaStatex MyLuaState = nullptr; // LuaRF—k
UPROPERTY () ) .
FLuaValue ScriptTable; [/ ROV T =TI
void Tick (float delta_seconds) override: /] T4V
UFUNCTION (BlueprintCal lable)
void Initialize (UTextRenderComponent* text_render) : // #EE

LuaSamp leGameMode. cpp

// Copyright Epic Games, Inc. All Rights Reserved

#include “LuaSamp|eGameMode. h”

#include “LuaSamplePlayerController. h”
#include “LuaSamplePawn. h”

#include “LuaBlueprintFunctionLibrary. h”
#tinclude “LuaSampleBlockGrid. h”

?LuaSampIeGameModeiZALuaSamp\eGameMode()

// no pawn by default

DefaultPawnClass = ALuaSamplePawn::StaticClass();

// use our own player controller class

PlayerControl lerClass = ALuaSamp|ePlayerController::StaticClass();

PrimaryActorTick. bCanEverTick = true;

}

/] TAvY
%oid ALuaSamp | eGameMode: :Tick (float delta_seconds)

Super: :Tick (delta_seconds) ;
if (MyLuaState) {
MyLuaState->UpdateE | apsedTime (delta_seconds) ;

}

// D o
void ALuaSampleGameMode: :Initialize (UTextRenderComponent* text_render)

TextRender = text_render;
TextRender->SetRelativelLocation (FVector (420. 0f, 520.0f, 0.0f));
TextRender->SetRelativeRotation (FRotator (90. 0f, 0.0f, -180.0f)):
TextRender->SetRelativeScale3D (FVector : :OneVector) ;
TextRender->SetWor dSize (100. 0f) ;
TextRender->SetHor izontalAlignment (EHor izTextAl igment: :EHTA Left) ;
TextRender—->SetVerticalAlignment (EVerticalTextAligment: :EVRTA_TextTop) ;
TextRender->SetTextRenderColor (FColor::Yel low) ;

MyLuaState = NewObject<UMyLuaState> (this, TEXT(“MyLuaState”)): // LuaRA 57— b EF4AERK
FString script_path = FPaths::Combine (MyLuaState->LuaPath, TEXT (“Start. [ua”));
ScriptTable = ULuaBlueprintFunctionLibrary::LuaRunNonContentFile(this, MyLuaState->StaticClass(), script_path, false);

if(ScriptTable. IsNil () == false) {
GetWor |d () —>SpawnActor<ALuaSamp|eBlockGrid> () ; /] Ty REER
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// Copyright Epic Games, Inc. All Rights Reserved

#pragma once

#include “CoreMinimal.h”

#include “GameFramework/Actor.h”

#include “MyLuaComponent. h”

#include “LuaSampleBlockGrid. generated. h”

/%% Class used to spawn blocks and manage score */

UCLASS (minimalapi)

?Iass ALuaSampleBlockGrid : public AActor
GENERATED_BODY ()

/#+ Dummy root component */

UPROPERTY (Category = Grid, VisibleDefaultsOnly, BlueprintReadOnly, meta = (AllowPrivateAccess

class USceneComponent* DummyRoot;

/#% Text component for the score */

UPROPERTY (Category = Grid, VisibleDefaultsOnly, BlueprintReadOnly, meta = (AllowPrivateAccess

class UTextRenderComponent* ScoreText;

public:
ALuaSampleBlockGrid() :

/#% How many blocks have been clicked */
int32 Score;

/#% Number of blocks along each side of grid */
UPROPERTY (Category=Grid, EditAnywhere, BlueprintReadOnly)
int32 Size;

/#% Spacing of blocks */
UPROPERTY (Category=Grid, EditAnywhere, BlueprintReadOnly)
float BlockSpacing;

protected:
// Begin AActor interface
virtual void BeginPlay() override;
// End AActor interface

public:
/#+ Handle the block being clicked */
void AddScore() ;

/#* Returns DummyRoot subobject sx/

FORCEINLINE class USceneComponent* GetDummyRoot () const { return DummyRoot; }

/#% Returns ScoreText subobject *x/

FORCEINLINE class UTextRenderComponent* GetScoreText() const { return ScoreText; }

UPROPERTY ()

ALuaSamp | eGameModex GameMode = nul Iptr; /] F—LE—FK
UPROPERTY ()

UMyLuaComponentx* MyLuaComponent = nullptr; // Luadvi—x> k
UPROPERTY () )

TArray<UBlockInfo*> ArrayBlockInfo; // By IEHRES

float BlockScale = 1.0f; // TRYYRT—)L

float GridMargin = 40.0f; // )y RiEkR

void Tick (float delta_seconds) override; /] T4V

void OnClick (int32 index) ; a7 Nl

void OnOver lap (int32 index, bool is_on); //T-A-?Ujﬁ\
void AddBlockInfo (int32 index, ALuaSampleBlock* block) ; // TRy YIEREEM
void UpdateBlock (int32 index) ; // FAavYEEH

UFUNGTION O

void UpdateGrid (FLuaValue arg_table) ; /] Ty REEH
UFUNGTION ()

void SetTitleText (FLuaValue arg_text); /] B4 MLTHERRNEEE
UFUNCTION ()

void SetScoreText (FLuaValue arg_text); [/ RAT7TXFRAMEERTE

“true”))

“true”))
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// Copyright Epic Games, Inc. All Rights Reserved

#include “LuaSampleBlockGrid. h”

#include “LuaSampleBlock.h”

#include “Components/TextRenderComponent. h”
#tinclude “Engine/World. h”

#include “LuaSampleGameMode. h”

#define LOCTEXT_NAMESPACE “PuzzleBlockGrid”
?LuaSampIeBIockGrid::ALuaSampIeBIockGridO

// Create dummy root scene component
DummyRoot = GCreateDefaultSubob ject<USceneComponent> (TEXT (“Dummy0”)) ;
RootComponent = DummyRoot;

// Create static mesh component

ScoreText = CreateDefauItSubobJect<UTextRenderComponent>(TEXT( “ScoreText0”)) ;
ScoreText->SetRelativelLocation (FVector (200. f, 0. f,0.)) ;
ScoreText->SetRelativeRotation (FRotator (90. f,0.f,0.));

ScoreText—>SetText (FText: :Format (LOCTEXT (“ScoreFmt”, “Score: {0}”), FText::AsNumber (0)));

ScoreText—->SetupAttachment (DummyRoot) ;
// Set defaults

Size = 3;

BlockSpacing = 300. f;

| PrimaryActorTick. bCanEverTick = true;

void ALuaSampleBlockGrid: :BeginPlay ()




Super : :BeginPlay () ;

static const float BLOCK_SIZE BASIS = 260. 0f;
static const int32 COUNT_BLOCK_DEFAULT = 3;
float block_size_total, block_size;

GameMode = Cast<ALuaSamp |eGameMode> (GetWor Id () ->GetAuthGameMode ()) ;
MyLuaComponent = NewOb ject<UMyLuaComponent> (this, TEXT (“MyLuaComponent”)) ;
MyLuaComponent->Initialize(this) ;

block_size_total = ((BLOCK_SIZE BASIS * COUNT_BLOCK_DEFAULT) + (GridMargin * 2.0f));
block_size = ((block_size_total - (GridMargin * (Size - 1))) / Size);

BlockScale = (block_size / BLOCK_SIZE_BASIS) ;

BlockSpacing = (block_size + GridMargin) ;

ScoreText->SetRelativeLocation (FVector (40. 0f, 520.0f, 0.0f)).
ScoreText->SetRelativeRotation (FRotator (90. 0f, -180.0f, 0.0f));
ScoreText->SetRelativeScaledD (FVector : :OneVector) ;
ScoreText->SetWor [dSize (80. 0f) ;
ScoreText->SetHor izontalAl ignment (EHor izTextAl igment: :EHTA_Left) ;
ScoreText->SetVerticalAl ignment (EVerticalTextAligment: :EVRTA_TextTop) ;
ScoreText->SetTextRenderColor (FColor: :White) ;

// Number of blocks

const int32 NumBlocks = Size * Size;

// Loop to spawn each block

Eor(intSQ BlockIndex=0; BlockIndex<NumBlocks; BlockIndex++)

(BlockIndex/Size) * BlockSpacing: // Divide by dimension
(BlockIndex%Size) * BlockSpacing; // Modulo gives remainder

const float XOffset
const float YOffset

// Make position vector, offset from Grid location
const FVector BlockLocation = FVector (XOffset, YOffset, 0.f) + GetActorLocation();

// Spawn a block
ALuaSamp|eBlock* NewBlock = GetWor |d () ->SpawnActor<ALuaSamp|eBlock> (BlockLocation, FRotator (0,0,0));

// Tell the block about its owner
if (NewBlock != nullptr)

NewBlock->0wningGrid = this;
AddBlockInfo (BlockIndex, NewBlock) ;

}
%oid ALuaSampleBlockGrid: :AddScore ()

// Increment score
Scoret++;

// Update text
| ScoreText—>SetText (FText: :Format (LOCTEXT (“ScoreFmt”, “Score: {0}”), FText::AsNumber (Score)));

/T
%0|d ALuaSampIeBIockGrld :Tick (float delta_seconds)

Super: :Tick (delta_seconds) ;
i f (MyLuaComponent) {
MyLuaComponent->Execute (delta_seconds) ;

}

/] )y B
void ALuaSampleBlockGrid::0OnClick (int32 index)

TArray< FLuaValue > args;
args. Add (FLuaValue (index)) ;
MyLuaComponent->LuaCal | TableKey (GameMode—>ScriptTable, KEY_SCRIPT_FUNG_ON_CLICK, args);

/] A== Th
void ALuaSampIeBIockGrld :0nOver lap (int32 index, bool is_on)

TArray< FLuaValue > args;

args. Add (FLuaValue (index)) ;

args. Add (FLuaValue (is_on)) ;

MyLuaComponent—>LuaCal | Tab|eKey (GameMode—>ScriptTable, KEY_SCRIPT_FUNC_ON_OVERLAP, args);

}
/) Ty EREEm o
10|d ALuaSamp | eBlockGrid: :AddBlockInfo(int32 index, ALuaSampleBlock* target)

static const float BLOCK_SCALE_Z = 0. 25f;
float loc_x = ((float) (index / Size) - ((Size - 1) * 0.5f)) * BlockSpacing;
float loc_y = ((float) (index % Size) - ((Size = 1) * 0.5f)) * BlockSpacing:

target->BlockIndex = index;
target->SetActorLocation (FVector (loc_x, loc_y, 0.0f)):
target->BlockMesh->SetRelativeScale3D (FVector (BlockScale, BlockScale, BLOCK_SCALE_7));
ArrayBlockInfo[index]->Target = target;

| UpdateBlock (index) ;

/) TRV EEH
%oid ALuaSampleBlockGrid: :UpdateBlock (int32 index)

UBlockInfox info = ArrayBlockInfo[index];
ALuaSamp | eBlock* target = info->Target;

target->blsActive = info->blsActive;

target->SetColor (info->Color) ;

target->TextRender—>SetWor 1dSize (info->FontSize * BlockScale) ;
| target->TextRender—>SetText (FText: :FromString (info->Text)) ;

/] Ty REBRE
void ALuaSampleBlockGrid: :UpdateGrid(FLuaValue arg_table)

TArray<int32> array_index = MyLuaComponent->UpdateBlockInfo(arg_table);
for (int32 i=0; i<array_index.Num(); i++) {
UpdateBlock (array_index[il) ;




1

/] BA FILTER NEFRE
void ALuaSampleBlockGrid::SetTitleText (FLuaValue arg_text)

GameMode->TextRender->SetText (FText: :FromString (arg_text. ToString()));
/] RATTHRRANEHTE
void ALuaSampleBlockGrid::SetScoreText (FLuaValue arg_text)
ScoreText—>SetText (FText: :FromString (arg_text. ToString())):

#undef LOCTEXT_NAMESPACE

LuaSampleBlock. h

// Copyright Epic Games, Inc. All Rights Reserved
#tpragma once

#include “CoreMinimal. h”

#include “GameFramework/Actor.h”

#tinclude “Components/TextRenderComponent. h”
#include “LuaSampleBlock. generated. h”

/%% A block that can be clicked */
UCLASS (minimalapi)
%Iass ALuaSampleBlock : public AActor

GENERATED_BODY ()
/#% Dummy root component */

UPROPERTY (Category = Block, VisibleDefaultsOnly, BlueprintReadOnly, meta = (AllowPrivateAccess = “true”))
class USceneComponent* DummyRoot;

public:
UPROPERTY () R
UTextRenderComponent* TextRender = nul Iptr; // TERARLUA
UPROPERTY ()
UMaterial Instancex GrayMaterial = nullptr; // RTITIL (RE)
UPROPERTY ()
TArray<UMaterial Instance*> ArrayMaterial; // <XT) 7 IVECE
int32 BlockIndex = 0; /) TAYIGALUTHIR
void SetColor (int32 color_no) ; /] BEHRE

/%% StaticMesh component for the clickable block */
UPROPERTY (Category = Block, VisibleDefaultsOnly, BlueprintReadOnly, meta = (AllowPrivateAccess = “true”))
class UStaticMeshComponent* BlockMesh;

public:
ALuaSampleBlock () ;

/%% Are we currently active? */
bool blsActive;

/*x Pointer to white material used on the focused block */
UPROPERTY ()
class UMaterial* BaseMaterial;

/%% Pointer to blue material used on inactive blocks */
UPROPERTY ()

class UMaterialInstance* BlueMaterial;

/%% Pointer to orange material used on active blocks */
UPROPERTY ()

class UMaterialInstancex OrangeMaterial;

/%% Grid that owns us */
UPROPERTY ()
class ALuaSampleBlockGrid* OwningGrid;

/#% Handle the block being clicked */
UFUNGTION ()
void BlockClicked (UPrimitiveGomponent* ClickedComp, FKey ButtonClicked) :

/%% Handle the block being touched */
UFUNCTION ()
void OnFingerPressedBlock (ETouchlndex: :Type FingerIndex, UPrimitiveComponent* TouchedComponent) ;

void HandleClicked() ;
void Highlight (bool bOn) ;

public:
/%% Returns DummyRoot subobject s/
FORCEINLINE class USceneComponent* GetDummyRoot () const { return DummyRoot; }
/%% Returns BlockMesh subobject s/
FORCEINLINE class UStaticMeshComponent* GetBlockMesh() const { return BlockMesh; }

LuaSampleBlock. cpp




// Copyright Epic Games, Inc. All Rights Reserved

#include “LuaSampleBlock. h”

#tinclude “LuaSampleBlockGrid. h”

#include “"UObject/ConstructorHelpers. h”
#tinclude “Components/StaticMeshComponent. h”
#include “Engine/StaticMesh. h”

#include “Materials/Material Instance. h”

ALuaSamp | eBlock: :ALuaSampleBlock ()

// Structure to hold one-time initialization
struct FConstructorStatics

ConstructorHelpers: :FObjectFinderOptional<UStaticMesh> PlaneMesh;
ConstructorHelpers: :FObjectFinderOptional<UMaterial> BaseMaterial;
ConstructorHelpers: :FObjectFinderOptional<UMaterialInstance> BlueMaterial;
ConstructorHelpers: :FObjectFinderOptional<UMaterialInstance> OrangeMaterial;
ConstructorHelpers: :FObjectFinderOptional<UMateriallnstance> GrayMaterial;
FConstructorStatics ()

. PlaneMesh (TEXT (“/Game/Puzz | e/Meshes/Puzz | eCube. Puzz | eCube”))

. BaselMaterial (TEXT (“/Game/Puzz|e/Meshes/BaseMaterial. BaseMaterial”))

, BlueMaterial (TEXT (“/Game/Puzz|e/Meshes/BlueMaterial.BlueMaterial”))

. OrangeMaterial (TEXT (“/Game/Puzzle/Meshes/OrangeMaterial. OrangeMaterial™))

. GrayMaterial (TEXT (“/Game/Puzz|e/Meshes/GrayMaterial. GrayMaterial”))

o
sfatic FConstructorStatics ConstructorStatics;

// Create dummy root scene component
DummyRoot = CreateDefaultSubob ject<USceneComponent> (TEXT ("Dummy0”)) ;
RootComponent = DummyRoot;

// Create static mesh component

BlockMesh = CreateDefaultSubob ject<UStaticMeshComponent> (TEXT (“"BlockMesh0”)) ;
BlockMesh—>SetStaticMesh (ConstructorStatics. PlaneMesh. Get () ;
BlockMesh->SetRelativeScaledD (FVector (1. f, 1. f, 0. 25) ) ;
BlockMesh—>SetRelativeLocation (FVector (0. f, 0. f, 25. 1)) ;

BlockMesh->SetMaterial (0, ConstructorStatics.BlueMaterial.Get()):
BlockMesh—>SetupAttachment (DummyRoot) ;

BlockMesh->0OnC| icked. AddDynamic (this, &ALuaSampleBlock: :BlockClicked) :
BlockMesh->0OnInputTouchBegin. AddDynamic (this, &ALuaSampleBlock::0nFingerPressedBlock) ;

// Save a pointer to the orange material

BaseMaterial = ConstructorStatics. BaseMaterial.Get();

BlueMaterial = ConstructorStatics.BlueMaterial.Get();

OrangeMaterial = ConstructorStatics. OrangeMaterial.Get();

GrayMaterial = ConstructorStatics. GrayMaterial.Get ()
ArrayMaterial. Add ((UMaterial Instance*)BaseMaterial) ;
ArrayMaterial. Add (GrayMaterial) ;

ArrayMaterial. Add (BlueMaterial) ;

ArrayMaterial. Add (OrangeMaterial) ;

TextRender = CreateDefaultSubobject<UTextRenderComponent> (TEXT (“BlockText”)) ;
TextRender->SetRelativeLocation (FVector (0. 0f, 0.0f, 60.0f));
TextRender->SetRelativeRotation (FRotator (90. 0f, 180.0f, 0.0f));
TextRender—>SetHor izontalAl ignment (EHor izTextAl igment: :EHTA Center) ;
TextRender—>SetVerticalAlignment (EVerticalTextAligment: :EVRTA TextCenter) ;
TextRender->SetTextRenderColor (FColor: :Black) ;

TextRender—->AttachToComponent (RootComponent, FAttachmentTransformRules::KeepRelativeTransform);

}
void ALuaSampleBlock: :BlockClicked (UPrimitiveComponent* ClickedComp, FKey ButtonClicked)
HandleClicked() ;

void ALuaSampleBlock: :OnFingerPressedBlock (ETouchIndex: :Type FingerIndex, UPrimitiveComponent* TouchedComponent)
HandleClicked() :

%oid ALuaSampleBlock: :HandleCl icked ()
OwningGrid->0nClick BlockIndex + 1);

%oid ALuaSampleBlock: :Highl ight (bool bOn)
OwningGrid->0n0ver lap ((BlockIndex + 1), bOn) ;

10id ALuaSampleBlock: :SetColor (int32 color_no)

int32  index = FMath::Clamp<int32>(color_no, 0, (ArrayMaterial.Num() - 1));
BlockMesh->SetMaterial (0, ArrayMaterial[index]):




