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Ìîäóëü click

Ïîäêëþ÷åíèå

require "click"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ìîäóëü ïîçâîëÿåò óäîáíûì ñïîñîáîì îòñëåæèâàòü êëèêè ìûøêîé ïî êàðòèíêå ñöåíû.
Ïðè ýòîì, âî âðåìÿ êëèêà áóäåò âûçâàí îáðàáîò÷èê click òåêóùåé ñöåíû, èëè îäíîèìåííûé
îáðàáîò÷èê game.click. Â ïàðàìåòðàõ ïåðåäàþòñÿ êîîðäèíàòû êëèêà (x, y) â ñèñòåìå
êîîðäèíàò îðèãèíàëüíîãî (íå ìàñøòàáèðîâàííîãî) èçîáðàæåíèÿ.
Êîîðäèíàòà (0, 0) ñîîòâåòñòâóåò âåðõíåìó ëåâîìó óãëó.

Åñëè íåîáõîäèìî ïîëó÷àòü ñîáûòèÿ êëèêîâ â ëþáîé îáëàñòè èãðîâîãî ýêðàíà (åñëè ùåë÷îê
ïðèøåëñÿ íà ôîí), íåîáõîäèìî óñòàíîâèòü ïåðåìåííóþ click.bg:

click.bg = true;

Ïðè ýòîì, â îáðàáîò÷èê ñíà÷àëà ïðèäóò êîîðäèíàòû êëèêà ôîíà è êîîðäèíàòû êëèêà
êàðòèíêè (åñëè êëèê ïðèøåëñÿ íà êàðòèíêó);

game.click(s, x, y, px, py)

Âíèìàíèå!!!

Â ðåæèìå ïðÿìîãî äîñòóïà (ñì. Ìîäóëü sprites) êîîðäèíàòû êëèêîâ âñåãäà ïðèõîäÿò
îòíîñèòåëüíî ôîíà.

Åñëè íåîáõîäèìî ïîëó÷àòü ñîáûòèÿ íå òîëüêî íàæàòîé êëàâèøè, íî è ñîáûòèÿ ïðè
îòïóñêàíèè êëàâèøè, èñïîëüçóéòå ïåðåìåííóþ click.press:

click.press = true;
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Òîãäà, â îáðàáîò÷èê ïðèäåò áóëåâî çíà÷åíèå press. Ïðè íàæàòèè êíîïêè ìûøè press
óñòàíàâëèâàåòñÿ â true, ïðè îòïóñêàíèè â false.

game.click(s, press, x, y, px, py)

Åñëè íåîáõîäèìî ïîëó÷àòü êëèêè íå òîëüêî îò ïåðâîé êíîïêè ìûøè, èñïîëüçóéòå
ïåðåìåííóþ click.button. Ïðè ýòîì, â îáðàáîò÷èê áóäåò ïåðåäàí êîä êíîïêè ìûøè.

click.button = true

Ïðèìåðû èñïîëüçîâàíèÿ

-- $Name: Òåñò ìîäóëÿ click$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- âûçûâàåì ìîäóëü

require "click"

-- îïðåäåëÿåì ôóíêöèþ game.click

game.click = function(s, x, y)
-- âûâîä ñîîáùåíèÿ ïðè êëèêå ñ óêàçàíèåì êîîðäèíàò

p ("Êëèê óïàë ïî êîîðäèíàòàì: ", x, ", ", y);
end

main = room { nam = 'Ëåñ',
-- æåñòêàÿ ôèêñàöèÿ ñòàòè÷åñêîé ÷àñòè îïèñàíèÿ êîìíàòû

forcedsc = true,
-- âñòàâêà èçîáðàæåíèÿ

pic = 'house.png',
-- îïèñàíèå êîìíàòû

dsc = [[ Âû âûøëè íà ïîëÿíó ãäå ñòîèò äîìèê.
Âû âèäèòå, ÷òî äâåðü îòêðûòà.
Íóæíî ñêîðåå ïîïàñòü âíóòðü,
ãäå-òî ïî ëåñó áðîäèò ìåäâåäü. ]],

-- âûçîâ ìîäóëÿ ñ îïðåäåëåííûìè ïàðàìåòðàìè, îïðåäåëÿåì â âèäå ôóíêöèè

click = function(s, x, y)
-- ïðîâåðÿåì óñëîâèå ïîïàäàíèÿ êóðñîðîì â îáëàñòü äâåðè äîìèêà
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if x > 80 and x < 200 and y > 225 and y < 325 then
-- ïåðåõîäèì â ñëåäóþùóþ êîìíàòó

walk('house');
else

-- åñëè óñëîâèå íå âûïîëíÿåòñÿ ñîîáùàåì îá ýòîì

return 'Ýòî íå äîì è òåì áîëåå íå äâåðü.';
end;

end,
};

house = room { nam = 'Äîì',
-- òàê æå ôèêñèðóåì îïèñàíèå ñöåíû, ÷òîáû ïðè êëèêå îïèñàíèå íå èñ÷åçàëî

forcedsc = true,
-- âñòàâêà èçîáðàæåíèÿ

pic = 'door.png',
-- îïèñàíèå êîìíàòû

dsc = [[ Âû ñèäèòå ó ñåáÿ â óþòíîì äîìèêå.
Ïåðåä ñîáîé âû âèäèòå äâåðü
íà óëèöó. Ìåäâåäü îñòàëñÿ ãîëîäíûì.
Òåñò óñïåøíî ïðîéäåí. ]],

};

• Ñêà÷àòü [76KB]

Ìîäóëü format

Ïîäêëþ÷åíèå

require "format"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ìîäóëü format âûïîëíÿåò ôîðìàòèðîâàíèå âûâîäà. Ïî óìîë÷àíèþ âñå íàñòðîéêè
âûêëþ÷åíû.
Îñíîâíûå ïàðàìåòðû ìîäóëÿ:
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format.para = false -- îòñòóïû â íà÷àëå àáçàöà;
format.dash = false -- çàìåíà äâîéíîãî - íà äëèííîå òèðå;
format.quotes = false -- çàìåíà " " íà òèïîãðàôñêèå << >>;
format.filter = nil -- ôóíêöèÿ çàìåíû îïðåäåëåííàÿ ïîëüçîâàòåëåì;

Âû òàê æå ìîæåòå ïîëüçîâàòüñÿ ìîäóëÿìè para, dash, quotes äëÿ âêëþ÷åíèÿ îòäåëüíûõ
íàñòðîåê.

Ïðèìåðû èñïîëüçîâàíèÿ

--$Name: Òåñò ìîäóëÿ format$

--$Author: instead$

--$Version: 0.1$

instead_version "1.8.2";

game.codepage = "UTF-8";

-- ïîäêëþ÷àåì ìîäóëü

require "format"

main = room { nam = "Ãëàâíàÿ êîìíàòà",
-- îïèñàíèå ñîäåðæàùåå òåêñò êîòîðûé ìû ñåé÷àñ áóäåì ôîðìàòèðîâàòü

dsc = txtc('Âàñ ïðèâåòñòâóåò òåñò ìîäóëÿ '..txtb('format')).."! ^^"..
[[ Âû íàõîäèòåñü â ãëàâíîé òåñòîâîé êîìíàòå.^
Äàâàéòå ïîñìîòðèì íà ÷òî ñïîñîáåí ýòîò ïðåêðàñíûé ìîäóëü.^
Ïðè íàæàòèè ññûëîê íèæå, âåñü òåêñò â êîìíàòå -- áóäåò
ìåíÿòü ñâîé âèä. ×òîáû âñå âûãëÿäåëî áîëåå íàãëÿäíî,
äîáàâèì ïàðó àáçàöåâ âñåì èçëþáëåííîãî òåêñòà äëÿ äèçàéíåðîâ --
"lorem ipsum".^^
"Neque porro quisquam est qui dolorem ipsum quia dolor sit amet,
consectetur, adipisci velit..."^
"Íåò íèêîãî, êòî ëþáèë áû áîëü ñàìó ïî ñåáå, êòî èñêàë áû
å¼ è êòî õîòåë áû èìåòü å¼ ïðîñòî ïîòîìó, ÷òî ýòî áîëü.."^^
Lorem ipsum dolor sit amet, consectetur adipiscing elit.
Nulla vitae erat sapien, vitae pellentesque est.
Nulla facilisi. Nullam posuere posuere facilisis.
Morbi suscipit lacus et. ]],

-- äëÿ ðàáîòû ñ îáëåã÷åííûì îáúåêòàìè îïðåäåëåííûå íèæå -- vobj,

-- â âèäå êîòîðûõ èñïîëíåííû ññûëêè-ìîäèôèêàòîðû èñïîëüçóåì ôóíêöèþ act

act = function(s, w)
-- ñ ïîìîùüþ óñëîâèé îïðåäåëÿåì êàêóþ èç ññûëîê èñïîëüçîâàëè

if w == 'para' and not format.para then
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-- âûâîäèì ñîîáùåíèå î òîì ÷òî ïðîèçîøëî

p "Áûë ïåðåêëþ÷åí ðåæèì îòîáðàæåíèÿ îòñòóïîâ â íà÷àëå àáçàöà";
-- âêëþ÷àåì ñîîòâåòñòâóþùèé ìîäèôèêàòîð ôîðìàòèðîâàíèÿ

format.para = true;
elseif w == 'dash' and not format.dash then

-- âûâîäèì ñîîáùåíèå

p "Áûë ïåðåêëþ÷åí ðåæèì îòîáðàæåíèÿ äâîéíîãî òèðå"
-- âêëþ÷àåì ìîäèôèêàòîð

format.dash = true;
elseif w == 'quot' and not format.quotes then

p "Áûë ïåðåêëþ÷åí ðåæèì îòîáðàæåíèÿ êàâû÷åê"
format.quotes = true;

elseif w == 'filt' and format.filter == nil then
p "Áûë äîáàâëåí ïîëüçîâàòåëüñêèé ôèëüòð, ïåðåâîäà ñòðîêè"
-- äîáàâëÿåì ôèëüòð äëÿ îôîðìëåíèÿ, äîïóñòèì, ïóñòóþ ñòðîêó

-- îôîðìèì âñå â âèäå ôóíêöèè

format.filter = function(s)
-- ýñêåéï-ïîñëåäîâàòåëüíîñòüþ '\n' äîáàâëÿåì â íà÷àëî

-- êàæäîãî îïèñàíèÿ dsc ïåðåâîä íà íîâóþ ñòðîêó,

-- âûäåëèì äëÿ íàãëÿäíîñòè ñòðîêó äâóìÿ çíàêàìè ïëþñ ++

return '++\n'..s
end;

-- îøèáêà êàêîãî ëèáî èç óñëîâèé ñáðàñûâàåò âñå ïàðàìåòðû

else
-- âûâîä ñîîáùåíèÿ

p "Ïðîèçîøåë ñáðîñ âñåõ ðåæèìîâ";
-- ñáðîñ

format.para = false;
format.dash = false;
format.quotes = false;
format.filter = nil;

end;
-- ñëåäóþùåé ñòðîêîé îáíîâëÿåì ñòàòè÷íîå îïèñàíèå êîìíàòû

return stead.need_scene();
end,
-- ðàçäåë îáúåêòîâ êîìíàòû

obj = {
-- îáëåã÷åííûå îáúåêòû, êîòîðûå ñëóæàò ññûëêàìè-ìîäèôèêàòîðàì

vobj('para', "{Ïàðàãðàô}^"),
vobj('dash', "{Òèðå}^"),
vobj('quot', "{Êàâû÷êè}^"),
vobj('filt', "{Ôèëüòð}^"),

},
};
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• Ñêà÷àòü [2,1KB]

Ìîäóëü hideinv

Ïîäêëþ÷åíèå

require "hideinv"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ìîäóëü hideinv ïîçâîëÿåò âðåìåííî ïðÿòàòü îáúåêòû â èíâåíòàðå äëÿ âûáðàííûõ êîìíàò,
ïðè ïåðåõîäå â äðóãóþ êîìíàòó íå ñîäåðæàùóþ êîäà: hideinv = true; èíâåíòàðü âíîâü
àêòèâèðóåòñÿ.

Âàæíî!!!

Åñëè âàøà èãðà èñïîëüçóåò ìîäóëü xact è âû õîòèòå èñïîëüçîâàòü ñâîéñòâà äàííîãî
ìîäóëÿ â êîìíàòàõ òèïà xroom, óêàæèòå â êîäå ïîäêëþ÷åíèå ìîäóëÿ hideinv ðàíüøå ìîäóëÿ
xact.

Ïðèìåðû èñïîëüçîâàíèÿ

Ïðè îïðåäåëåíèè êîìíàòû, ïðîñòî çàäàéòå àòðèáóò hideinv, íàïðèìåð:

-- $Name: Òåñò ìîäóëÿ hideinv$

-- $Version: 0.1$

-- $Author: instead$

instead_version "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü

require "hideinv"

-- ôóíêöèåé èíèöèàëèçàöèè äîáàâëÿåì â èíâåíòàðü íåñêîëüêî îáúåêòîâ

function init ()
inv():add('wrench');
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inv():add('cube');
end;

main = room { nam = "Ïåñî÷íèöà",
-- çàêðåïëÿåì ñòàòè÷íóþ ÷àñòü îïèñàíèÿ êîìíàòû

forcedsc = true;
-- âûâîäèì îïèñàíèå ïî ïðîâåðêå óñëîâèÿ ïîñåùåíèÿ äèàëîãà

dsc = function(s)
p [[ Âû íàõîäèòåñü â ïåñî÷íèöå. ]];
if visited(robot_talk) == nil then

p [[ ^^Äëÿ ïðîñìîòðà âîçìîæíîñòåé ìîäóëÿ
ðàáîòû ñ èíâåíòàðåì ïðîâåäåì íåáîëüøîé òåñò.
^Ïîñëå îñìîòðà îáúåêòîâ, ïîãîâîðèòå ñ ðîáîòîì,
èíâåíòàðü íà âðåìÿ äèàëîãà äîëæåí èñ÷åçíóòü. ]];

else
p [[ ^^Âû ïîãîâîðèëè ñ ðîáîòîì.

Ïîïðîáóéòå òåïåðü âçàèìîäåéñòâîâàòü ñ íèì îáúåêòàìè,
âåäü èíâåíòàðü íà ìåñòå! ]];

end;
end,
-- ðàçäåë îáúåêòîâ â êîìíàòå

obj = {
'robot',

},
-- ïåðåõîäû èç êîìíàòû

way = {
'robot_talk',

},
};

wrench = obj { nam = "Ãàå÷íûé êëþ÷",
-- âûâîä ïðè îñìîòðå îáúåêòîâ â èíâåíòàðå

inv = [[ Ðåãóëèðóåìûé ãàå÷íûé êëþ÷. ]];
-- ôóíêöèÿ äëÿ âçàèìîäåéñòâèÿ îáúåêòà ñ äðóãèìè îáúåêòàìè

use = function(s, w)
-- ïðîâåðêà óñëîâèé äëÿ âûáîðà âèäà âçàèìîäåéñòâèÿ

if w == robot and have(cube) then
if visited(robot_talk) == nil then

p [[ Òàê íå ïîéäåò ñíà÷àëà, íàäî ïîãîâîðèòü ñ ðîáîòîì. ]];
return false;

else
p [[ Âçÿâ ïîêðåï÷å ãàå÷íûé êëþ÷, ñ íåèñòîâîé ñêîðîñòüþ è
îñòåðâåíåíèåì âû íàáðîñèëèñü è ðàçîáðàëè ðîáîòà, ëîìàÿ çàï÷àñòè
è äåòàëè, ðàçðáîñàâ åãî âñåãî íà áîëòèêè è ãàå÷êè. ]];
-- ïðè ïåðåõîäå â ñëåäóþùóþ êîìíàòó èíâåíòàðü äîëæåí èñ÷åçíóòü
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walk(badend);
end;

elseif not have(cube) then
p [[ Ïðîâîçèâøèñü íåñêîëüêî ÷àñîâ, àêêóðàòíî ðàçáèðàÿ äåòàëü, çà
äåòàëüþ, âû íàêîíåö ðàçîáðàëè ðîáîòà. Òåïåðü ìîæíî çàíÿòñÿ
òåõîáñëóæèâàíèåì ñòàðîãî äðóãà. ]];
-- ïðè ïåðåõîäå â ñëåäóþùóþ êîìíàòó èíâåíòàðü äîëæåí èñ÷åçíóòü

walk(happyend);
else

p [[ Íè÷åãî íå ïîëó÷èòñÿ. ]];
return false;

end;
end,

};

cube = obj { nam = "Ãîëîêóá",
inv = [[ Ñîâðåìåííûé ãîëîêóá ñ äàííûìè. ]];
use = function(s, w)

if w == robot then
if visited(robot_talk) == nil then

p [[ Ðîáîò èçó÷àþùå ñìîòðèò íà âàñ è ïî âçãëÿäó åãî ñåíñîðíûõ
îêóëÿðîâ âû ïîíèìàåòå, ÷òî îí õî÷åò ÷òî-òî ñêàçàòü, íî æäåò îò
âàñ êîìàíäû. ]];
return false;

else
p [[ Âû ïðîòÿíóëè ðîáîòó ãîëîêóá, âçÿâ åãî ìàíèïóëÿòîðîì, îí
ïîãðóçèë åãî â ñëîò, íà ñâîåì êîðïóñå è ïðîèçíåñ: "Íà÷èíàþ
òðàíñëÿöèþ".^ Ïåðåä âàì ñïðîåöèðîâàëîñü èçîáðàæåíèå
äîêóìåíòàöèè, òðåõìåðíûå ìîäåëè, îïèñàíèÿ è ðàçëè÷íûå ñîâåòû êàê
ïðàâèëüíî ðàçîáðàòü ðîáîòà. Èçó÷èâ åå òåïåðü âû ïîíèìàåòå, ÷òî è
êàê íóæíî ðàçáèðàòü â êîðïóñå, ÷òîáû íè÷åãî íå ñëîìàòü. ]];
inv():del(cube);

end;
else

p [[ Íè÷åãî íå ïîëó÷èòñÿ. ]];
return false;

end;
end,

};

robot = obj { nam = "Ðîáîò",
-- îïèñàíèå îáúåêòà

dsc = [[ Íåäàëåêî îò âàñ ñòîèò {ðîáîò}. ]],
-- ïðîñòîå âçàèìîäåéñòâèå ñ îáúåêòîì

act = [[ Îáûêíîâåííûé ðîáîò-ãîâîðóí, âåñü èç õðîìèðîâàííîãî ìåòàëëà. ]],
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};

robot_talk = dlg { nam = "Ðàçãîâîð ñ ðîáîòîì",
-- ñ ïîìîùüþ ìîäóëÿ ñäåëàåì èíâåíòàðü íåâèäèìûì

hideinv = true;
-- îïèñàíèå ñöåíû

dsc = [[ Ïîäîéäÿ ê ðîáîòó ïîáëèæå, âû ïðîèçíîñèòå: "Èíèöèàëèçàöèÿ!". Ðîáîò,
êàçàëîñü îæèë è èç åãî ãðîìêîãîâîðèòåëÿ ìåõàíè÷åñêèì
ãîëîñîì äîíåñëîñü: "Ïðèâåòñòâóþ, òåáÿ, õîçÿèí!" ]];

-- ðàçäåë äèàëîãà

phr = {
{ always = true, "Ãèáåðíàöèÿ!",
[[ - Ãèáåðíàöèÿ, - ïðîçíîñèòå âû, è ðîáîò òóò æå çàñûïàåò,

òîëüêî äèîäíûå îãîíüêè â åãî îïòîñåíñîðàõ
ïðîäîëæàþò íàáëþäàòü çà âàìè. ]],
code [[ back() ]]};

{"Êòî òû òàêîé?",
[[ - Êòî òû òàêîé? - ñïðàøèâàåòå, âû ó ðîáîòà.^

- ß ðîáîò-ãîâîðóí, ïðîçâåäåí â 2012 ãîäó, -- îòâå÷àåò ðîáîò.]],
[[ pon(3) ]]};

{3, false, "×òî òû óìååøü äåëàòü?",
[[ - ×òî òû óìååøü äåëàòü?!^

- ß óìåþ ìíîãî ãîâîðèòü è äàâàòü âðåäíûå ñîâåòû, à òàê æå,
ó ìåíÿ åñòü óñòðîéñòâî äëÿ âîñïðîèçâåäåíèÿ èíôîðìàöèè. ]],

[[ pon(4) ]]};
{4, false, "Ïî÷åìó ÿ íå âèæó ñâîé èíâåíòàðü?",
[[ - Ïî÷åìó ïðîïàë ìîé èíâåíòàðü? - óäèâëÿåòåñü âû.^

- Î÷åâèäíî, ÷òî âû íàõîäèòåñü â äèàëîãå ñî ìíîé,
çà÷åì âàì èíâåíòàðü? - ðàññóäèòåëüíî îòâå÷àåò ðîáîò.]],
[[ pon(5) ]]};

{5, false, "Òû ìîæåøü âêëþ÷èòü ìîé èíâåíòàðü?",
[[ - Òû ìîæåøü àêòèâèðîâàòü ìîé èíâåíòàðü?

- çàäàåòå âû î÷åðåäíîé âîïðîñ ðîáîòó.^
- Ýòî êîíå÷íî íå âõîäèò â ìîþ êîìïåòåíöèþ, ïðîâåðÿòü ÷óæèå
êàðìàíû, íî ÷òî íå ñäåëàåøü äëÿ ëó÷øåãî äðóãà?!
- ðîáîò ïðåêðàòèë ðàçãîâîð è âàø èíâåíòàðü ñíîâà íà ìåñòå. ]],
[[ back() ]]};

},
};

happyend = room { nam = 'Êîíåö';
-- ïðÿ÷åì èíâåíòàðü

hideinv = true;
dsc = [[ Ïîçäðàâëÿåì, Âû óñïåøíî ïðîøëè òåñò! ]];

};
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badend = room { nam = "Êîíåö",
-- ïðÿ÷åì èíâåíòàðü

hideinv = true;
dsc = [[ Âû ñòîèòå â ïåñî÷íèöå, äåðæà â ðóêàõ ãàå÷íûé êëþ÷, íàä îáëîìêàìè

áåññëàâíî ïî÷èâøåãî ðîáîòà. Ñîáðàòü åãî òåïåðü óæå íå óäàñòñÿ.^
Òåñò ïðîéäåí.]];

};

• Ñêà÷àòü [3ÊÁ]

Ìîäóëü kbd

Ïîäêëþ÷åíèå

require "kbd"

Òèï

èãðîâîé

ñòàíäàðòíàÿ áèáëèîòåêà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Âíèìàíèå!!!

Åñëè âû õîòèòå îðãàíèçîâàòü ââîä òåêñòà ñ êëàâèàòóðû, èñïîëüçóéòå ìîäóëü keyboard.

Ìîäóëü ïîçâîëÿåò óäîáíûì ñïîñîáîì îáðàáàòûâàòü ñîáûòèÿ ñðàáàòûâàíèÿ êëàâèø
êëàâèàòóðû.
Äëÿ ïåðåõâàòà ñîáûòèé èñïîëüçóéòå hook_keys('<key_1>', '<key_2>', ..., '<key_n>'),
äëÿ îòìåíû ïåðåõâàòà èñïîëüçóéòå unhook_keys('<key_1>', '<key_2>', ..., '<key_n>'),
ãäå êëàâèøè '<key_1>', '<key_2>', ..., '<key_n>' � ýòî ñïèñîê òåêñòîâûõ èäåíòèôèêàòîðîâ.

Ñîáûòèå ïðèäåò â âèäå âûçîâà ìåòîäà kbd ó òåêóùåé êîìíàòû èëè, åñëè òàêîé ìåòîä íå
îïðåäåëåí, ó îáúåêòà game.

Íèæå ïðèâîäèòñÿ ñïèñîê èäåíòèôèêàòîðîâ êëàâèø:

Èäåíòèôèêàòîð Êëàâèøà Èäåíòèôèêàòîð Êëàâèøà
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a Àíãëèéñêàÿ ¾a¿ [/] / íà öèôðîâîé êëàâèàòóðå

b Àíãëèéñêàÿ ¾b¿ [*] * íà öèôðîâîé êëàâèàòóðå}

c Àíãëèéñêàÿ ¾c¿ [-] - íà öèôðîâîé êëàâèàòóðå}

. . . . . . [+] + íà öèôðîâîé êëàâèàòóðå

z Àíãëèéñêàÿ ¾z¿ enter Enter íà öèôðîâîé êëàâèàòóðå

0 0 [0] 0 íà öèôðîâîé êëàâèàòóðå

1 1 [1] 1 íà öèôðîâîé êëàâèàòóðå

2 2 [2] 2 íà öèôðîâîé êëàâèàòóðå

3 3 [3] 3 íà öèôðîâîé êëàâèàòóðå

. . . . . . . . . . . .

9 9 [9] 9 íà öèôðîâîé êëàâèàòóðå

return Enter [.] . íà öèôðîâîé êëàâèàòóðå

escape Esc left ctrl Ëåâûé Ctrl

backspace Backspace left shift Ëåâûé Shift

tab Tab left alt Ëåâûé Alt

space Ïðîáåë right ctrl Ïðàâûé Ctrl

- - right shift Ïðàâûé Shift

= = right alt Ïðàâûé Alt

[ Àíãëèéñêàÿ ¾[¿ numlock Num Lock

] Àíãëèéñêàÿ ¾]¿ caps lock Caps Lock

\ \ scroll lock Scroll Lock

; Àíãëèéñêàÿ ¾;¿ ' Àíãëèéñêàÿ ¾'¿

` Àíãëèéñêàÿ ¾`¿ , Àíãëèéñêàÿ ¾,¿

. Àíãëèéñêàÿ ¾.¿ / Àíãëèéñêàÿ ¾/¿

f1 F1 print screen Print Screen

f2 F2 pause Pause

f3 F3 insert Insert

. . . . . . home Home

f12 F12 end End

delete Delete

page up Page Up page down Page Down

up Up (ñòðåëêà êóðñîðà ââåðõ) down Down (ñòðåëêà êóðñîðà âíèç)

right Right (ïðàâàÿ ñòðåëêà êóðñîðà) left Left (ëåâàÿ ñòðåëêà êóðñîðà)

15



Ïðèìåðû èñïîëüçîâàíèÿ

-- $Name: Òåñò ìîäóëÿ kbd$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü

require "kbd"

-- îïðåäåëÿåì ôóêíöèþ, êîòîðàÿ ïðè èíèöèàëèçàöèè èãðû íàçíà÷èò ñïèñîê êëàâèø,

-- êîòîðûå áóäåò îòñëåæèâàòü ìîäóëü

function init()
-- ñîáñòâåííî ñïèñîê âñåõ îòñëåæèâàåìûõ êëàâèø

hook_keys('a','b', 'c', 'd', 'e', 'f', 'g', 'h',
'i', 'j', 'k', 'l', 'm', 'n', 'o', 'p',
'q', 'r', 's', 't', 'u', 'v', 'w', 'x', 'y', 'z');
hook_keys('space', 'backspace', 'return');
hook_keys('1', '2', '3', '4', '5', '6', '7', '8', '9', '0');

end

main = room { nam = 'kbd';
-- îïèñàíèå ñöåíû

dsc = [[Íàæèìàéòå êëàâèøè.]];
-- ôóíêöèÿ îáðàáîòêè ñðàáàòûâàíèÿ êëàâèø

kbd = function(s, down, key)
-- âûâîäèì ñîîáùåíèå

p [[Ñîáûòèå îò êëàâèøè:]];
-- âûâîäèì ëèòåðó\íàçâàíèå òîé êëàâèøè, êîòîðàÿ áûëà èñïîëüçîâàíà

p (key);
-- ïðîâåðÿåì óñëîâèå íàæàòèÿ êëàâèøè

if down then
-- âûâîäèì ñîîáùåíèå

p [[íàæàòà]];
else

-- âûâîäèì ñîîáùåíèå ïðè íåâûïîëíåíèè óñëîâèÿ
p [[îòæàòà]];

end
-- âûâîäèì ïóñòóþ ñòðîêó
pn "";

end
};
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• Ñêà÷àòü [0.8ÊÁ]

Ìîäóëü prefs

Ïîäêëþ÷åíèå

require "prefs"

Òèï

ðàñøèðåíèå êîäà

ñòàíäàðòíàÿ áèáëèîòåêà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ýòîò ìîäóëü ïîçâîëÿåò ñîõðàíÿòü íàñòðîéêè èãðû.
Äðóãèìè ñëîâàìè, ñîõðàíåííàÿ èíôîðìàöèÿ íå çàâèñèò îò ñîñòîÿíèÿ èãðû. Òàêîé ìåõàíèçì
ìîæíî èñïîëüçîâàòü, íàïðèìåð, äëÿ ðåàëèçàöèè ñèñòåìû äîñòèæåíèé èëè ñ÷åò÷èêà
êîëè÷åñòâà ïðîõîæäåíèé èãðû.

Ïî ñâîåé ñóòè prefs ýòî îáúåêò, âñå ïåðåìåííûå êîòîðîãî áóäóò ñîõðàíåíû.

Cîõðàíèòü íàñòðîéêè:

prefs:store()

Óäàëèòü âñå íàñòðîéêè:

prefs:purge()

Çàãðóçêà íàñòðîåê âûïîëíÿåòñÿ àâòîìàòè÷åñêè ïðè èíèöèàëèçàöèè èãðû (ïåðåä âûçîâîì
ôóíêöèè init()), íî âû ìîæåòå èíèöèèðîâàòü çàãðóçêó è âðó÷íóþ:

prefs:load();
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Ïðèìåðû èñïîëüçîâàíèÿ

-- $Name: Òåñò ìîäóëÿ prefs$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü click

require "click"
-- ïîäêëþ÷àåì ìîäóëü prefs

require "prefs"

-- óñòàíàâëèâàåì ñ÷åò÷èê â íóëåâîå çíà÷åíèå

prefs.counter = 0;

-- îïðåäåëÿåì ôóíêöèþ îòñëåæèâàíèÿ êîëè÷åñòâà "êëèêîâ"

game.click = function(s)
-- óâåëè÷èâàåì ñ÷åò÷èê

prefs.counter = prefs.counter + 1;
-- ñîõðàíÿåì ñ÷åò÷èê

prefs:store();
-- âûâîäèì ñîîáùåíèå

p("Íà äàííûé ìîìåíò ñäåëàíî ", prefs.counter ," êëèêîâ");
end;

-- äîáàâëÿåì èçîáðàæåíèå, ïî êîòîðîìó ìîæíî ïðîèçâîäèòü êëèêè

game.pic = 'clickme.png';

main = room { nam = "Êîìíàòà êëèêîâ",
-- äåëàåì ôèêñàöèþ ñòàòè÷íîé ÷àñòè îïèñàíèÿ

forcedsc = true,
-- äîáàâëÿåì îïèñàíèå äëÿ ñöåíû

dsc = [[ Ýòîò òåñò áûë íàïèñàí ñïåöèàëüíî
äëÿ ïðîâåðêè ðàáîòû ìîäóëÿ <<prefs>>.
]];

};

• Ñêà÷àòü [17.6ÊÁ]

Ìîäóëü timer

Ïîäêëþ÷åíèå
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require "timer"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ìîäóëü ïîçâîëÿåò ïîëó÷àòü ñîáûòèÿ îò òàéìåðà óäîáíûì ñïîñîáîì. Ôóíêöèþ îáðàáîò÷èêà
òàéìåðà âûïîëíÿåò game.timer. Åñëè game.timer âîçâðàùàåò ïóñòîå çíà÷åíèå, ñöåíà íå
îáíîâëÿåòñÿ. Â ïðîòèâíîì ñëó÷àå, âîçâðàùàåìîå çíà÷åíèå èíòåðïðåòèðóåòñÿ êàê äåéñòâèå.

Âû ìîæåòå äåëàòü îáðàáîò÷èêè timer ëîêàëüíûå äëÿ êîìíàòû. Åñëè â êîìíàòå îáúÿâëåí
îáðàáîò÷èê timer, îí âûçîâåòñÿ âìåñòî game.timer.

Ïðèìåðû èñïîëüçîâàíèÿ

game.timer = function(s)
set_sound('gfx/beep.ogg');
p "Timer:"
p (time())

end
function init()

timer:set(1000)
end

myroom = room {
entered = function(s)

timer:set(1000);
end;
timer = function(s)

timer:stop();
walk 'myroom2';

end;
nam = 'Ïðîâåðêà òàéìåðà';
dsc = [[Æäèòå.]];

}

ru:gamedev:modules:xact
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Ìîäóëü xact

Ïîäêëþ÷åíèå

require "xact"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Ìîäóëü ïîçâîëÿåò äåëàòü ññûëêè íà îáúåêòû èç äðóãèõ îáúåêòîâ, ðåàêöèé è life ìåòîäîâ
â ôîðìå: {îáúåêò(ïàðàìåòðû)|òåêñò}.

Ãäå `îáúåêò' � ýòî ñàì îáúåêò èëè àòðèáóò nam îáúåêòà.

(Ïàðàìåòðû) � íåîáÿçàòåëüíûå ïàðàìåòðû â âèäå: (òåêñò, òåêñò, . . . )

`Òåêñò' � òî, êàê ññûëêà âûãëÿäèò â èãðå äëÿ èãðîêà.

Ìîäóëü ñîäåðæèò â ñåáå ôóíêöèþ xact, êîòîðàÿ ñîçäàåò îáúåêò � ïðîñòåéøóþ ðåàêöèþ.
Ïåðâûé ïàðàìåòð ôóíêöèè � èìÿ, âòîðîé � ðåàêöèÿ, êîòîðàÿ ìîæåò áûòü ñòðîêîé, ôóíêöèåé
èëè code.

Ìîäóëü ñîäåðæèò â ñåáå ðåàëèçàöèþ êîìíàòû ñ ðàñøèðåííûì îïèñàíèåì: xroom. Åñëè â
òàêîé êîìíàòå çàäàòü àòðèáóò xdsc, òî îí áóäåò âûâåäåí â îáëàñòè îïèñàíèé îáúåêòîâ.

Ôóíêöèÿ xdsc ïîçâîëÿåò áîëåå ãèáêî óïðàâëÿòü âûâîäîì òåêñòà â îáëàñòè ïðåäìåòîâ. Ñì.
ïðèìåðû.

Ìîäóëü xact ñîäåðæèò â ñåáå ñïåöèàëüíûé xact � ¾xwalk¿, êîòîðûé ïîçâîëÿåò äåëàòü
ïåðåõîäû ïî ññûëêàì, êàê â êíèãàõ èãðàõ. Ñì. ïðèìåðû.

Ïðèìåðû èñïîëüçîâàíèÿ

main = room {
nam = 'Íà÷àëî';
forcedsc = true;
dsc = [[Îò àâòîðà. Ýòó èãðó ÿ ïèñàë î÷åíü {note1|äîëãî}.]];
obj = {

xact('note1', [[Áîëüøå 10 ëåò.]]);
}

}
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main = room {
nam = 'Êîìíàòà';
forcedsc = true;
dsc = [[ß â êîìíàòå.]];
xdsc = [[ ß âèæó {apple|ÿáëîêî} è {knife|íîæ}. ]];
other = [[ Åùå çäåñü ëåæàò {chain|öåïü} è {tool|ïèëà}.]];
obj = {

xdsc(), -- 'xdsc method by default'

xdsc 'other',
'apple', 'knife', 'chain', 'tool',

}
}

main = xroom {
nam = 'Êîìíàòà';
forcedsc = true;
dsc = [[ß â êîìíàòå.]];
xdsc = [[ ß âèæó {apple|ÿáëîêî} è {knife|íîæ}. ]];
obj = {

'apple', 'knife', 'chain', 'tool',
}

}

main = room {
nam = 'Íà÷àëî';
forcedsc = true;
dsc = [[ Íà÷àòü {xwalk(startgame)|ïðèêëþ÷åíèå}? ]];

}
startgame = room {

dsc = [[ Â îäíîé äàëåêîé-äàëåêîé ãàëàêòèêå... ]];
}

ru:gamedev:modules:sprites

Ìîäóëü sprites

Ïîäêëþ÷åíèå

require ¾sprites¿
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Òèï

èãðîâîé/ðàñøèðåíèå êîäà

Çàâèñèìîñòè

theme

Îïèñàíèå

Íà÷èíàÿ ñ âåðñèè 1.4.0 INSTEAD ïîääåðæèâàåò ðàñøèðåííûå âîçìîæíîñòè äëÿ ðàáîòû ñ
èçîáðàæåíèÿìè, ïîçâîëÿþùèå â òîì ÷èñëå äåëàòü 2d èãðû.

Ìîäóëü sprites ïðåäîñòàâëÿåò api, ñîäåðæàùèå ñëåäóþùèå ôóíêöèè:

sprite.load(�le_name)

Çàãðóçêà ñïðàéòà èç ôàéëà èçîáðàæåíèÿ. Ïðè ýòîì ôóíêöèÿ âåðíåò äåñêðèïòîð
çàãðóæåííîãî ñïðàéòà (äàëåå spr).

sprite.box(w,h,[color[,alpha]])

Ñîçäàíèå ñïðàéòà, çàêðàøåííîãî çàäàííûì öâåòîì.

sprite.blank(w,h)

Ñîçäàíèå ïðîçðà÷íîãî ñïðàéòà.

sprite.free(spr)

Îñâîáîæäåíèå ñïðàéòà.

sprite.screen()

Âîçâðàùàåò ñïðàéò - èãðîâîé ýêðàí. Èñïîëüçóåòñÿ òîëüêî â ðåæèìå ïðÿìîãî äîñòóïà.

sprite.font_scaled_size(size)

Âîçâðàùàåò ðàçìåð øðèôòà ñ ó÷åòîì ìàñøòàáèðîâàíèÿ øðèôòîâ.

sprite.font(font_path, size)

Çàãðóæàåò øðèôò, âîçâðàùàåò äåñêðèïòîð çàãðóæåííîãî øðèôòà (äàëåå font).
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sprite.free_font(font)

Âûãðóæàåò øðèôò.

sprite.font_height(font)

Âîçâðàùàåò âûñîòó øðèôòà â ïèêñåëÿõ.

sprite.alpha(spr, alpha)

Ñîçäàåò íîâûé ñïðàéò ñ çàäàííîé ïðîçðà÷íîñòüþ alpha (255 - íå ïðîçðà÷íî).

sprite.dup(spr)

Ñîçäàåò êîïèþ ñïðàéòà.

sprite.scale(spr, xs, ys, [smooth])

Ìàñøòàáèðîâàíèå ñïðàéòà, äëÿ îòðàæåíèé èñïîëüçóéòå ìàñøòàá -1.0. (ìåäëåííî! íå äëÿ
ðåàëüíîãî âðåìåíè).

sprite.rotate(spr, angle, [smooth])

Ïîâîðîò ñïðàéòà íà çàäàííûé óãîë â ãðàäóñàõ (ìåäëåííî! íå äëÿ ðåàëüíîãî âðåìåíè).

sprite.text(font, text, col, [style])

Ñîçäàíèå òåêñòîâîãî ñïðàéòà, col - çäåñü è äàëåå - öâåò â òåêñòîâîì ôîðìàòå (â ôîðìàòå
`#rrggbb' èëè `òåêñòîâîå íàçâàíèå öâåòà').

sprite.size(spr)

Âîçâðàùàåò øèðèíó è âûñîòó ñïðàéòà â ïèêñåëÿõ.

sprite.text_size(font, text)

Âû÷èñëÿåò ðàçìåð, êîòîðûé áóäåò çàíèìàòü òåêñòîâûé ñïðàéò, áåç ñîçäàíèÿ ñïðàéòà.
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sprite.draw(src_spr, fx, fy, fw, fh, dst_spr, x, y, [alpha])

Ðèñîâàíèå îáëàñòè src ñïðàéòà â îáëàñòü dst ñïðàéòà (çàäàíèå alpha ñèëüíî çàìåäëÿåò
âûïîëíåíèå ôóíêöèè).

sprite.draw(src_spr, dst_spr, x, y, [alpha])

Ðèñîâàíèå ñïðàéòà, óêîðî÷åííûé âàðèàíò; (çàäàíèå alpha ñèëüíî çàìåäëÿåò âûïîëíåíèå
ôóíêöèè).

sprite.copy(src_spr, fx, fy, fw, fh, dst_spr, x, y, [alpha])

Êîïèðîâàíèå ñîäåðæèìîãî ñïðàéòà (ðèñîâàíèå - çàìåùåíèå)

sprite.compose(src_spr, fx, fy, fw, fh, dst_spr, x, y, [alpha])

Êîïèðîâàíèå ñîäåðæèìîãî ñïðàéòà (ðèñîâàíèå - ñ ó÷åòîì ïðîçðà÷íîñòè îáîèõ ñïðàéòîâ).

sprite.copy(src_spr, dst_spr, x, y, [alpha])

Êîïèðîâàíèå ñîäåðæèìîãî ñïðàéòà (ðèñîâàíèå - çàìåùåíèå), óêîðî÷åííûé âàðèàíò.

sprite.�ll(spr, x, y, [w, h, [col]])

Çàïîëíåíèå ñïðàéòà öâåòîì.

sprite.pixel(spr, x, y, col, [alpha])

Çàïîëíåíèå ïèêñåëÿ ñïðàéòà.

sprite.pixel(spr, x, y)

Âçÿòèå ïèêñåëÿ ñïðàéòà (âîçâðàùàåò öâåò â òåêñòîâîé ôîðìå).

sprite.colorkey(spr, color)

Íà÷èíàÿ ñ âåðñèè 2.1.0

Çàäàåò â ñïðàéòå öâåò, êîòîðûé âûñòóïàåò â ðîëè ïðîçðà÷íîãî ôîíà. Ïðè ýòîì,
ïðè ïîñëåäóþùåì âûïîëíåíèè îïåðàöèè sprite.copy, èç ðàññìàòðèâàåìîãî ñïðàéòà áóäóò
ñêîïèðîâàíû òîëüêî òå ïèêñåëè, öâåò êîòîðûõ íå ñîâïàäàåò ñ öâåòîì ïðîçðà÷íîãî ôîíà.

Äëÿ îòìåíû öâåòà ïðîçðà÷íîñòè, èñïîëüçóéòå âûçîâ ôóíêöèè áåç çàäàíèÿ ïàðàìåòðà colot:
sprite.colorket(spr)
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Ïðèìåðû èñïîëüçîâàíèÿ

Âíèìàíèå!!! Ñîñòîÿíèå ñïðàéòîâ íå ïîïàäàåò â ôàéë ñîõðàíåíèÿ èãðû, ïîýòîìó çàäà÷à
âîññòàíîâëåíèÿ èãðîâîé ñèòóàöèè íà îñíîâå ñîõðàíÿåìûõ ïåðåìåííûõ ëåæèò íà àâòîðå èãðû.

Îáùèå ðåêîìåíäàöèè

Â ôóíêöèè init ìîæíî çàãðóæàòü è ñîçäàâàòü òå ñïðàéòû, êîòîðûå áóäóò íåîáõîäèìû âî
âðåìÿ öèêëà âñåé èãðû, íàïðèìåð:

function init()
bg = sprite.load 'background.png'
font = sprite.font ('sans.ttf', 32);

end

Â ôóíêöèè start âû ìîæåòå âîññòàíàâëèâàòü èãðîâóþ ñèòóàöèþ íà îñíîâå ñîõðàíåííûõ
ïåðåìåííûõ. start âûïîëíÿåòñÿ ïîñëå çàãðóçêè èãðû èëè ïîñëå ïåðâîãî çàïóñêà èãðû,
íàïðèìåð:

function start()
if here() == main then

main.pic = sprite.text(font, 'BIG ADVENTURE', 'black');
end

end

Åñëè âû ñîçäàåòå âðåìåííûå ñïðàéòû, îñâîáîæäàéòå èõ, êîãäà îíè áîëüøå íå íóæíû,
íàïðèìåð:

function show_score()
local t = sprite.text(font,'Score:'..tostring(score), 'white');
sprite.draw(t, sprite.screen(), 0, 0);
sprite.free(t);

end

Ñïðàéòû ìîãóò áûòü âñòðîåíû â èãðó êàê è ëþáàÿ äðóãàÿ ãðàôèêà � ñ ïîìîùüþ
img/imgl/imgr èëè ïðèñâîåíû ïåðåìåííîé pic ñöåíû, íî â ïîñëåäíåì ñëó÷àå, ëþáîå
èçìåíåíèå ñîäåðæèìîå ñïðàéòà pic (íàïðèìåð, â îáðàáîò÷èêå òàéìåðà) áóäåò îòðàæåíî â
ðåàëüíîì âðåìåíè â èãðå. Ýòó îñîáåííîñòü ìîæíî èñïîëüçîâàòü äëÿ àíèìàöèîííûõ êâåñòîâ
èëè çàñòàâîê.

Íàïðèìåð:
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instead_version '1.8.1'
require 'sprites'
require 'timer'
main = room {

nam = 'demo';
pic = sprite.load 'box:320x200,black';

}

function init()
timer:set(30);

end

game.timer = function()
sprite.pixel(main.pic, rnd(320), rnd(200), 'white');

end

Åñëè îáðàáîò÷èê íå âîçâðàùàåò íè÷åãî, òî èãðîâàÿ ñöåíà íå èçìåíÿåòñÿ, çà èñêëþ÷åíèåì
ìîäèôèêàöèé pic ñöåíû, åñëè ýòî ñïðàéò.

Èãðà ìîæåò çàäåéñòâîâàòü ðåæèì ïðÿìîãî äîñòóïà è ðèñîâàòü íåïîñðåäñòâåííî â ýêðàííóþ
îáëàñòü INSTEAD. Ïåðåêëþ÷åíèå â ðåæèì îñóùåñòâëÿåòñÿ ñ ïîìîùüþ ïàðàìåòðà òåìû:

scr.gfx.mode = direct

Âû ìîæåòå çàäàòü ýòîò ïàðàìåòð â theme.ini èãðû èëè ìåíÿòü åãî äèíàìè÷åñêè, ñ
ïîìîùüþ ìîäóëÿ theme.

Â ðåæèìå ïðÿìîãî äîñòóïà, âñå îòðèñîâêè â ñïåöèàëüíûé ñïðàéò sprite.screen()
îòîáðàæàþòñÿ â ðåàëüíîì âðåìåíè.

Òàêèì îáðàçîì, åñëè âû ïèøèòå 2d-èãðó íà INSTEAD, òèïîâîé àëãîðèòì åå ðàáîòû
âûãëÿäèò ñëåäóþùèì îáðàçîì.

1. init() � çàãðóçêà ñïðàéòîâ

2. start() � çàäàíèå íà÷àëüíûõ çíà÷åíèé èëè âîññòàíîâëåíèå;

3. game.timer() � îòðèñîâêà êàäðà èãðû (ìîäóëü timer);

4. game.click() � ïîëó÷åíèå ñîáûòèé ìûøè (ìîäóëü click);

5. game.kbd() � ïîëó÷åíèå ñîáûòèé êëàâèàòóðû (ìîäóëü kbd);

INSTEAD âñåãäà ñêðûâàåò ôàêò ìàñøòàáèðîâàíèÿ îò èãðû, ïîýòîìó, îáû÷íî èãðà ðàáîòàåò
íåçàâèñèìî îò âûáðàííîãî ðàçðåøåíèÿ. Âñå ðàçìåðû è êîîðäèíàòû âûãëÿäÿò òàê, êàê áóäòî
ìàñøòàáèðîâàíèÿ íåò. Â îòäåëüíûõ ñëó÷àÿõ, â ðåçóëüòàòå ïîãðåøíîñòåé îêðóãëåíèÿ ýòî ìîæåò
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ñòàòü ïðîáëåìîé (íàïðèìåð ïîäãîíêà òàéëîâ ïèêñåëü â ïèêñåëü). Â ýòîì ñëó÷àå àâòîð ìîæåò
çàïðåòèòü ìàñøòàáèðîâàíèå:

scr.gfx.scalable = 0

Â INSTEAD ñóùåñòâóåò âîçìîæíîñòü îòñëåæèâàòü èíòåðâàëû âðåìåíè â ìèëëèñåêóíäàõ.
Äëÿ ýòîãî èñïîëüçóéòå ôóíêöèþ stead.ticks().

Îïðîñ èëè óñòàíîâêà êîîðäèíàò êóðñîðà ìûøè: stead.mouse_pos([x, y]).

Ïðèìåð ðàáîòû ñî ñïðàéòàìè:

instead_version "1.8.1"
require "timer"
require "sprites"
spr = sprite
function init()

fnt = spr.font(theme.get 'win.fnt.name', 32);
ball = spr.text(fnt, "INSTEAD 1.4.0", 'white', 1);
ballw,ballh = spr.size(ball);
bg = spr.load 'box:640x480,black';
line = spr.load 'box:320x8,lightblue';

end

function start()
timer:set(10)
G = 9.81
by = -ballh
bv = 0
bx = 320
t1 = stead.ticks()

end

function phys()
local t = timer:get() / 1000;
bv = bv + G * t;
by = by + bv * t;
if by > 400 then

bv = - bv
end

end

game.timer = function(s)
local i
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for i = 1, 10 do
phys()

end
if get_ticks() - t1 >= 20 then

spr.copy(bg, spr.screen(), 0, 0);
spr.draw(ball, spr.screen(), (640 - ballw) / 2, by - ballh/2);
spr.draw(line, spr.screen(), 320/2, 400 + ballh / 2);
t1 = get_ticks()

end
end

Ôàéë theme.ini

scr.w = 640
scr.h = 480
scr.gfx.mode = direct

Åùå îäèí âàðèàíò, ïðîïóñêàþùèé êàäðû ïðè íåîáõîäèìîñòè:

game.timer = function(s)
local i
for i = 1, 10 do

phys()
end
if get_ticks() - t1 >= 15 then

t1 = get_ticks()
return

end
t1 = get_ticks()
spr.copy(bg, spr.screen(), 0, 0);
spr.draw(ball, spr.screen(), (640 - ballw) / 2, by - ballh/2);
spr.draw(line, spr.screen(), 320/2, 400 + ballh / 2);

end

ru:gamedev:modules:sound

Ìîäóëü sound

Ïîäêëþ÷åíèå
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require ¾sound¿

Òèï

èãðîâîé/ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò

Îïèñàíèå

Äàííûé ìîäóëü ñóùåñòâóåò â INSTEAD íà÷èíàÿ ñ âåðñèè 1.4.0 è ïðåäîñòàâëÿåò
ðàñøèðåííûå âîçìîæíîñòè ïî ðàáîòå ñî çâóêîì. Ýòè âîçìîæíîñòè ãëàâíûì îáðàçîì
âîñòðåáîâàíû ïðè ðàçðàáîòêå äâóõìåðíûõ èãð.

sound.load(filename) � âîçâðàùàåò äåñêðèïòîð çâóêà (äàëåå snd);

sound.free(snd) � îñâîáîæäàåò çâóê (âíèìàíèå! äàííàÿ ôóíêöèÿ íå îñòàíàâëèâàåò
ïðîèãðûâàíèå çâóêà!);

sound.play(snd, [channel], [loop]) � çàïóñê çâóêà íà ïðîèãðûâàíèå, êàíàë îò 0 äî 7,
loop - êîëè÷åñòâî ïðîèãðûâàíèé, 0 - âå÷íî. Èìåéòå â âèäó, ÷òî êàíàë 0 ïðàêòè÷åñêè âñåãäà
çàíÿò çâóêîì êëèêà;

sound.stop([channel]) � îñòàíîâèòü ïðîèãðûâàíèå âûáðàííîãî êàíàëà èëè âñåõ êàíàëîâ.
Íà÷èíàÿ ñ âåðñèè 2.1.0, âòîðûì ïàðàìåòðîì ìîæíî çàäàâàòü âðåìÿ çàòóõàíèÿ çâóêà â ìñ. ïðè
åãî ïðèãëóøåíèè;

sound.playing([channel]) � óçíàòü ïðîèãðûâàåòñÿ ëè çâóê íà ëþáîì êàíàëå èëè íà
âûáðàííîì êàíàëå; åñëè âûáðàí êîíêðåòíûé êàíàë, ôóíêöèÿ âåðíåò õàíäë ïðîèãðûâàåìîãî
â äàííûé ìîìåíò çâóêà èëè nil. Âíèìàíèå! Çâóê êëèêà íå ó÷èòûâàåòñÿ è îáû÷íî çàíèìàåò 0
êàíàë;

sound.pan(chan, l, r) � çàäàíèå ïàííèíãà. Êàíàë, ãðîìêîñòü ëåâîãî[0-255], ãðîìêîñòü
ïðàâîãî[0-255] êàíàëîâ. Íåîáõîäèìî âûçûâàòü ïåðåä ïðîèãðûâàíèåì çâóêà, ÷òîáû èìåëî
ýôôåêò;

sound.vol(vol) � çàäàíèå ãðîìêîñòè çâóêà (è ìóçûêè è ýôôåêòîâ) îò 0 äî 127.

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.4.0"
require "sound"

init = function()
hello = sound.load "hello.ogg"

end

29



start = function()
sound.play(hello)

end

ru:gamedev:modules:nouse

Ìîäóëü nouse

Ïîäêëþ÷åíèå

require ¾nouse¿

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD 1.7.0

Îïèñàíèå

Ìîäóëü ïîçâîëÿåò áîëåå óäîáíûì ñïîñîáîì ïðîïèñûâàòü ðåàêöèè íà äåéñòâèÿ, íå
ïðåäóñìîòðåííûå èãðîé.

Ó êàæäîãî îáúåêòà ìîãóò áûòü àòðèáóòû (ìåòîäû) nouse èëè noused. Åñëè â ðåçóëüòàòå
äåéñòâèÿ èãðîêà îäíèì ïðåäìåòîì (a) íà äðóãîé (b), ðåàêöèÿ èãðû íå ïðåäóñìîòðåíà (ïóñòîé
âûâîä), òî áóäåò âûçâàí ìåòîä nouse ó îáúåêòà a. Åñëè âûâîä a.nouse ïóñòîé, áóäåò âûçâàí
b.noused. Åñëè âûâîä b.noused ïóñòîé, áóäåò âûçâàí ìåòîä game.nouse.

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.7.0"
require "nouse"

game.nouse = 'Áåñïîëåçíî';

worm = obj {
nam = '÷åðâÿ÷îê';
inv = 'Ìàëåíüêèé.';
use = function(s, w)

if w == apple then
p 'Îí óæå ñûò.'
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return
end

end;
noused = 'Íå áóäó åãî òðîãàòü.'

}

apple = obj {
nam = 'ÿáëîêî';
dsc = 'Íà ñòîëå ëåæèò {ÿáëîêî}.';
tak = 'ß âçÿë ÿáëîêî.';
inv = function(s)

if not taken 'worm' then
p [[Â ÿáëîêå ÷åðâÿê!]]
take 'worm'

else
p 'Îñòàâëþ ïðî çàïàñ.';

end
end;
use = function(s, w)

if w == table then
drop(s, table)
p 'ß âåðíóë ÿáëîêî íà ñòîë.';

end
end;
nouse = 'ßáëîêî òóò íå ïîìîæåò.';

}

table = obj {
nam = 'ñòîë';
dsc = 'Â öåíòðå êîìíàòû ñòîèò {ñòîë}.';
act = 'Ñòîë êàê ñòîë.';
obj = { 'apple' };

}

tree = obj {
nam = 'ïàëüìà';
dsc = 'Ó ñòåíû ñòîèò {ïàëüìà}.';
act = 'Äåêîðàòèâíàÿ...';
noused = 'Ýòî íå ïîìîæåò ïàëüìå.';

}

main = room {
nam = 'êîìíàòà';
obj = { 'table', 'tree' };

}
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ru:gamedev:modules:counters

Ìîäóëü counters

Ïîäêëþ÷åíèå

require "counters"

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD íå íèæå 1.7.0

Îïèñàíèå

Ìîäóëü âåäåò ñòàòèñòèêó ïî äåéñòâèÿì èãðîêà: use, inv, walk è act.
Ñ÷åò÷èêè óâåëè÷èâàþòñÿ ïåðåä âûïîëíåíèåì äåéñòâèÿ, òàêèì îáðàçîì, ó÷èòûâàþòñÿ äàæå íå
óñïåøíûå ïåðåõîäû èãðîêà ñ ïîìîùüþ walk.

Äåéñòâèå tak ðàññìàòðèâàåòñÿ êàê act.

Ôóíêöèè äëÿ ÷òåíèÿ ñ÷åò÷èêîâ:

inv_count() ïðîâåðêà ñîñòîÿíèÿ ñ÷åò÷èêà èíâåíòàðÿ

act_count() ïðîâåðêà ñîñòîÿíèÿ ñ÷åò÷èêà äåéñòâèé

use_count() ïðîâåðêà ñîñòîÿíèÿ ñ÷åò÷èêà âçàèìîäåéñòâèé

walk_count() ïðîâåðêà ñîñòîÿíèÿ ñ÷åò÷èêà ïåðåõîäîâ

Êàæäàÿ ôóíêöèÿ, âûçâàííàÿ áåç ïàðàìåòðîâ, âîçâðàùàåò îáùåå ÷èñëî ñîáûòèé äàííîãî
òèïà.

Åñëè ïåðâûé ïàðàìåòð ÷èñëî, òî óñòàíàâëèâàåòñÿ îáùèé ñ÷åò÷èê ñîáûòèé äàííîãî òèïà.

if act_count() == 1 then
...

end;

Åñëè ïåðâûé ïàðàìåòð ôóíêöèè ýòî îáúåêò, âîçâðàùàåòñÿ ÷èñëî ñîáûòèé äëÿ äàííîãî
îáúåêòà.
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if act_count(s) < 2 then
p ("Îáùåå êîëè÷åñòâî ñîáûòèé äëÿ îáúåêòà s ", act_count(s));

end;

Åñëè ïåðâûé ïàðàìåòð ôóíêöèè ýòî îáúåêò, à âòîðîé � ÷èñëî, òî óñòàíàâëèâàåòñÿ ÷èñëî
ñîáûòèé äëÿ äàííîãî îáúåêòà.

if act_count(s) == 1 then
act_count(s, 2);
p ("Óñòàíîâèëè äëÿ îáúåêòà s ñ÷åò÷èê ñîáûòèé ðàâíûé 2.");

end;

Ïðèìåðû èñïîëüçîâàíèÿ

--$Name: Òåñò ìîäóëÿ counters$

--$Author: instead$

--$Version: 0.1$

instead_version "1.8.2";

-- ïîäêëþ÷àåì ìîäóëü

require "counters"

-- äîáàâëÿåì îáúåêò ÿáëîêî

apple = obj { nam = 'ÿáëîêî',
-- îïèñàíèå âûâîäèìîå â ñöåíå

dsc = 'Íà ñòîëå ëåæèò {ÿáëîêî}.',
-- îïðåäåëÿåì ôóêíöèþ äëÿ òîãî ÷òîáû ìîæíî áûëî âçÿòü ÿáëîêî

tak = function(s)
-- âûâîäèì ñ÷åò÷èê

pn ('Òåêóùèé ñ÷åò÷èê TAK äëÿ ÿáëîêà -- ', act_count(s));
-- âûâîäèì íàäïèñü, î òîì ÷òî ÃÃ âçÿë ÿáëîêî

p 'ß âçÿë ÿáëîêî.';
end,
-- îïðåäåëÿåì ôóíêöèþ äëÿ îñìîòðà ÿáëîêà â èíâåíòàðå

inv = function(s)
-- âûâîäèì ñ÷åò÷èê èíâåíòàðÿ äëÿ ÿáëîêà

pn ('Òåêóùèé ñ÷åò÷èê INV äëÿ ÿáëîêà -- ', act_count(s));
-- âûâîäèì ðåàêöèþ íà îñìîòð â èíâåíòàðå
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p 'Êðàñíîå!'
end,
-- îïðåäåëÿåì ôóíêöèþ äëÿ âçàèìîäåéñòâèÿ

use = function(s, w)
-- âûâîäèì ñ÷åò÷èê èñïîëüçîâàíèÿ

pn ('Òåêóùèé ñ÷åò÷èê USE äëÿ ÿáëîêà -- ', use_count(s));
-- îïðåäåëèì óñëîâèå ïî êîòîðîìó ÿáëîêî áóäåò âçàèìîäåéñòâîâàòü ñ

-- äðóãèìè îáúåêòàìè, ñíà÷àëà ïðîâåðÿåì ñ÷åò÷èê

if use_count(s) < 3 then
-- ïðîâåðÿåì îáúåêò

if w == table then
-- âûâîäèì ñîîáùåíèå

p 'ß ïîëîæèë ÿáëîêî íà ñòîë.';
-- ëîæèì ÿáëîêî íà ñòîë

drop(s, w);
else

-- âûâîäèì ñîîáùåíèå ïðè íåâûïîëíåíèè óñëîâèé

pn 'Íè÷åãî íå ïîíèìàþ.';
return false;

end;
else

-- âûâîäèì ñîîáùåíèå, ÷òî ñ÷åò÷èê áîëüøå ÷åì ïðîâåðÿåòñÿ â óñëîâèè

pn ('Ñ÷åò÷èê USE > 3. Óæå íè÷åãî íå ïîëó÷èòñÿ.');
end;

end,
-- ñëåäóþùåé ñòðîêîé ñäåëàåì ÿáëîêî íåâèäèìûì, ïîêà íå îñìîòðåí ñòîë

}:disable();

-- äîáàâëÿåì îáúåêò ñòîë

table = obj { nam = 'ñòîë',
-- îïèñàíèå âûâîäèìîå íà ñöåíå

dsc = 'Â öåíòðå êîìíàòû ñòîèò {ñòîë}.',
-- äåéñòâèå îñìîòð îáúåêòà ñòîë, îïðåäåëèì â âèäå ôóíêöèè

act = function(s)
-- âûâîäèì ñ÷åò÷èê ðåàêöèè

pn ('Òåêóùèé ñ÷åò÷èê ACT äëÿ ñòîëà -- ', act_count(s));
-- îôîðìèì óñëîâèå äëÿ âêëþ÷åíèÿ îáúåêòà ÿáëîêî â ñöåíó

if act_count(s) == 1 then
-- âûâîäèì ñîîáùåíèå

p 'Íà ñòîëå ÿáëîêî!';
-- âêëþ÷àåì îáúåêò ÿáëîêî

apple:enable();
else

-- âûâîäèì ñîîáùåíèå åñëè óñëîâèå íå âûïîëíÿåòñÿ

p 'Ñòîë êàê ñòîë.';
end;
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end,
-- ðàçäåë îáúåêòîâ, êîòîðûå íàõîäÿòñÿ â îáúåêòå ñòîë

obj = { 'apple' },
};

main = room { nam = 'êîìíàòà',
-- ðàçäåë îáúåêòîâ â êîìíàòå

obj = { 'table' },
};

• Ñêà÷àòü [1.5ÊÁ]

Ìîäóëü wroom

Ïîäêëþ÷åíèå

require "wroom"

Òèï

ðàñøèðåíèå êîäà

ñòàíäàðòíàÿ áèáëèîòåêà

Çàâèñèìîñòè

INSTEAD íå íèæå 1.7.0

Îïèñàíèå

Ìîäóëü wroom ÿâëÿåòñÿ áîëåå ïðîäâèíóòûì âàðèàíòîì óïðîùåííîé ñöåíû ïåðåõîäîâ vroom
è ïîçâîëÿåò:

• çàäàâàòü äâà îòîáðàæàåìûõ èìåíè ïåðåõîäà (äëÿ ñèòóàöèè, êîãäà ïåðåõîä íèêîãäà íå
áûë èñïîëüçîâàí, è äëÿ ñèòóàöèè, êîãäà ïåðåõîä áûë âûïîëíåí õîòÿ áû îäèí ðàç);

• çàäàâàòü îòîáðàæàåìûå èìåíà â âèäå ôóíêöèé;

• çàäàâàòü òî÷êó íàçíà÷åíèÿ â âèäå ôóíêöèè, âîçâðàùàþùåé îáúåêò íàçíà÷åíèÿ;

Êðîìå òîãî, wroom ïîëíîñòüþ ñîâìåñòèì ïî ñèíòàêñèñó ñ vroom(èìÿ ïåðåõîäà, ñöåíà
íàçíà÷åíèÿ).

Ïðèìåðû èñïîëüçîâàíèÿ
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-- $Name: Òåñò ìîäóëÿ wroom$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü

require "wroom"

main = room {
nam = 'Êîìíàòà 1';
-- îïèñàíèå ñöåíû, îôîðìëÿåì êàê ôóíêöèþ

dsc = function(s)
-- ïðîâåðÿåì óñëîâèå èç êàêîé êîìíàòû ïðèøåë èãðîê

if from() == r2 then
-- âûâîäèì ñîîáùåíèå

p [[ Âû ïðèøëè èç êîìíàòû "Â íåâåäîìîå". ]];
else

-- âûâîäèì ñîîáùåíèå ïðè íå âûïîëíåíèè óñëîâèÿ

p [[ Âû íàõîäèòåñü â ãëàâíîé êîìíàòå. ]];
end;

end,
-- ðàçäåë ïåðåõîäîâ èç êîìíàòû

way = {
-- èñïîëüçóåì ìîäóëü, äëÿ îáîçíà÷åíèÿ êîìíàòû <r2>
wroom('Â íåâåäîìîå', 'Â êîìíàòó r2', 'r2')

};
};

r2 = room {
nam = 'Êîìíàòà 2';
-- îïèñàíèå ñöåíû

dsc = [[ Âû çàøëè èç ãëàâíîé êîìíàòû "Êîìíàòà 1". ]];
-- ðàçäåë ïåðåõîäîâ

way = {
-- ìîæíî èñïîëüçîâàòü ôîðìàò çàïèñè òàêîé æå êàê è vroom

wroom('Íàçàä', main)
};

};

global { somewhere = r2 };

r3 = room {
nam = 'Êîìíàòà 3';
way = {
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wroom('Èäòè êóäà-òî', function() return somewhere end)
-- öåëü ïåðåõîäà âîçâðàùàåò ôóíêöèÿ

};
};

• Ñêà÷àòü [0.9ÊÁ]

Ìîäóëü nolife

Ïîäêëþ÷åíèå

require �nolife�

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD 1.7.0

Îïèñàíèå

Ìîäóëü Nolife ïîçâîëÿåò âðåìåííî âûêëþ÷àòü life ñîáûòèÿ (è òðèããåðû) äëÿ âûáðàííûõ
êîìíàò.

Ïðèìåðû èñïîëüçîâàíèÿ

Ïðè îïðåäåëåíèè êîìíàòû, ïðîñòî çàäàéòå àòòðèáóò nolife, íàïðèìåð:

require "hideinv"
require "nolife"

happyend = room {
nam = 'Êîíåö';
hideinv = true;
nolife = true;
dsc = [[ Âû ïðîøëè èãðó! ]];

}

ru:gamedev:modules:proxymenu
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Ìîäóëü proxymenu

Ïîäêëþ÷åíèå

require ¾proxymenu¿

Òèï

èãðîâîé/ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD 1.7.0

Îïèñàíèå

proxymenu ïîçâîëÿåò äåëàòü èãðû â ñòèëå àäâåí÷óð äëÿ ZX-Spectrum. Ïðèìåðàìè òàêèõ
èãð íà INSTEAD ÿâëÿþòñÿ: Çåðêàëî, Kayleth, Ðåçåðâíàÿ êîïèÿ.

Ïðè èñïîëüçîâàíèè proxymenu, â îòëè÷èå îò êëàññè÷åñêèõ èãð INSTEAD, ïðåäïîëàãàåòñÿ,
÷òî ñóùåñòâóþò ðàçëè÷íûå âàðèàíòû äåéñòâèé. Íàïðèìåð: îñìîòðåòü, âçÿòü, áðîñèòü,
ãîâîðèòü, îòäàòü è äð. Ïðè ýòîì âñå âçàèìîäåéñòâèå ñ îáúåêòàìè ïðîèñõîäèò ÷åðåç îáëàñòü
èíâåíòàðÿ.

Äëÿ ñîçäàíèÿ ýëåìåíòà ìåíþ íóæíî âîñïîëüçîâàòüñÿ îäíîé èç ôóíêöèé:

• obj_menu - äëÿ ñîçäàíèÿ äåéñòâèÿ, â êîòîðîì ó÷àñòâóåò òîëüêî îäèí îáúåêò;

• use_menu - äëÿ ñîçäàíèÿ äåéñòâèÿ, â êîòîðîì çàäåéñòâîâàíû äâà îáúåêòà;

• act_menu - äëÿ ñîçäàíèÿ äåéñòâèÿ áåç îáúåêòà;

È äîáàâèòü ïîëó÷åííûé ýëåìåíò ìåíþ â èãðîêà.

Ðàññìîòðèì âñå òðè ôóíêöèè.

Äåéñòâèå áåç îáúåêòà: act_menu(èìÿ, íàçâàíèå îáðàáîò÷èêà)

Íàïðèìåð:

game.rest = function(s)
p [[ß îòäîõíóë.]]

end
rest = act_menu("ÎÒÄÎÕÍÓÒÜ", "rest")
place(rest, me())

ÂÍÈÌÀÍÈÅ: Ìîäóëü proxymenu ïåðåîïðåäåëÿåò ôóíêöèþ ïîëó÷åíèÿ èíâåíòàðÿ inv(),
ïîýòîìó äëÿ ïîìåùåíèÿ ïðåäìåòîâ (à íå ïóíêòîâ ìåíþ!) ñëåäóåò èñïîëüçîâàòü inv():add(),
inv():del() è ïðî÷åå, èëè put/remove/ïðî÷åå(÷òî, inv()), âìåñòî put/remove/ïðî÷åå(÷òî, me()).
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Òàêèì îáðàçîì, äëÿ ðàáîòû ñ îáúåêòàìè-ìåíþ èñïîëüçóéòå me(), à äëÿ èãðîâîãî èíâåíòàðÿ:
inv().

Êàê âèäèì, ïðè êëèêå íà ïóíêò ÎÒÄÎÕÍÓÒÜ, âûçîâåòñÿ îáðàáîò÷èê game.rest, òàê êàê
ìû ÿâíî çàäàëè ¾rest¿ âòîðûì ïàðàìåòðîì act_menu.

Äåéñòâèå, â êîòîðîì ó÷àñòâóåò îäèí îáúåêò: obj_menu(èìÿ, íàçâàíèå îáðàáîò÷èêà,
îáúåêòû ñöåíû?, îáúåêòû èíâåíòàðÿ?, ïåðåõîäû?)

Íàïðèìåð:

take_menu = act_menu("ÂÇßÒÜ", "take", true);
place(take_menu, me())

Òåïåðü, ïðè ùåë÷êå íà ¾ÂÇßÒÜ¿, â âûïàäàþùåì ñïèñêå áóäóò ïðåäñòàâëåíû îáúåêòû
ñöåíû, òàê êàê ìû ÿâíî óêàçàëè ýòî ÷åðåç true (äâà ïîñëåäíèõ ïàðàìåòðà ïóñòû � ÷òî â
äàííîì ñëó÷àå ñèíîíèì çàäàíèÿ false).

Ïðè ùåë÷êå íà îáúåêòå â ñïèñêå ¾ÂÇßÒÜ¿, áóäåò âûçâàíà ñëåäóþàÿ öåïî÷êà îáðàáîò÷èêîâ:

• game.before_take � åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà âûçîâîâ ïðåðûâàåòñÿ;

• îáúåêò:take � åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà âûçîâîâ ïðåðûâàåòñÿ;

• game.after_take � åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà âûçîâîâ ïðåðûâàåòñÿ;

• game.take � åñëè îïðåäåëåíà, è âñå ïðåäûäóùèå îáðàáîò÷èêè âåðíóëè ïóñòîòó;

Â êà÷åñòâå ïðèìåðà ðàññìîòðèì:

game.after_take = function(s, w)
take(w)

end

apple = obj {
nam = 'ÿáëîêî';
dsc = [[Íà ïîëó ëåæèò ÿáëîêî]]; -- {} çäåñü íå íóæíû, dsc îïöèîíàëåí.
take = "ß âçÿë ÿáëîêî.";

}

Òåïåðü, ÿáëîêî ìîæíî âçÿòü.

Äåéñòâèå, â êîòîðîì ó÷àñòâóåò äâà îáúåêòà:

use_menu(èìÿ, íàçâàíèå îáðàáîò÷èêà, íàçâàíèå îáðàòíîãî îáðàáîò÷èêà, íàçâàíèå
îáðàáîò÷èêà ñàì-íà-ñåáÿ, áðàòü ñî ñöåíû?, áðàòü èç èíâåíòàðÿ?, ïåðâûé îáúåêò äîëæåí áûòü
â èíâåíòàðå?)

Íàïðèìåð:
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use_menu = use_menu('ÈÑÏÎËÜÇÎÂÀÒÜ', 'useon', 'used', 'useit', true, true);
place(use_menu, me())

Òåïåðü, ïðè ùåë÷êå íà ¾ÈÑÏÎËÜÇÎÂÀÒÜ¿, â âûïàäàþùåì ñïèñêå áóäóò ïðåäñòàâëåíû
îáúåêòû ñöåíû è èíâåíòàðÿ, òàê êàê ìû ÿâíî óêàçàëè ýòî ÷åðåç true, (ïîñëåäíèé ïàðàìåòð
ïóñò � ÷òî â äàííîì ñëó÷àå ñèíîíèì çàäàíèÿ false).

Ïðè ùåë÷êå íà îáúåêòå â ñïèñêå ¾ÂÇßÒÜ¿, êóðñîð ïåðåéäåò â ðåæèì èñïîëüçîâàíèÿ, â
êîòîðîì áóäåò îæèäàòüñÿ âòîðîé êëèê. Ïîñëå êëèêà íà âòîðîé îáúåêò, âûçîâåòñÿ ñëåäóþùàÿ
öåïî÷êà îáðàáîò÷èêîâ (obj, obj2 � îáúåêòû ïåðâîãî è âòîðîãî êëèêà):

• game.before_useon � åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà âûçîâîâ ïðåðûâàåòñÿ;

• obj:useit() � åñëè obj == obj2

• obj:useon(obj2) � åñëè obj íå ðàâåí obj2 è åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà
âûçîâîâ ïðåðûâàåòñÿ;

• obj2:used(obj) � åñëè obj íå ðàâåí obj2 è åñëè ïðîøëûé îáðàáîò÷èê ïóñò;

• game.after_useon � åñëè îïðåäåëåíà. Ïðè âîçâðàòå false � öåïî÷êà âûçîâîâ ïðåðûâàåòñÿ;

• game.useon � åñëè îïðåäåëåíà, è âñå ïðåäûäóùèå îáðàáîò÷èêè âåðíóëè ïóñòîòó;

Ñëåäåò îòìåòèòü, ÷òî íàçâàíèå îáðàòíîãî îáðàáîò÷èêà, è íàçâàíèå îáðàáîò÷èêà ñàì-íà-ñåáÿ
� íå îáÿçàòåëüíûå ïàðàìåòðû.

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.6.3"
require "proxymenu"
require "hideinv"

game.forcedsc = true

minv = obj_menu('Ñ ÑÎÁÎÉ', 'exam', false, true);
mlook = obj_menu('ÎÑÌÎÒÐÅÒÜ', 'exam', true);
mtake = obj_menu('ÂÇßÒÜ', 'take', true);
mdrop = obj_menu('ÁÐÎÑÈÒÜ', 'drop', false, true);
meat = obj_menu('ÅÑÒÜ', 'eat', true, true);
mpush = obj_menu('ÒÎËÊÀÒÜ', 'push', true);
muse = use_menu('ÈÑÏÎËÜÇÎÂÀÒÜ', 'useon', 'used', 'useit', true, true);
mgive = use_menu('ÎÒÄÀÒÜ', 'give', 'accept', false, true, true, true);
mwalk = obj_menu('ÈÄÒÈ', 'walk', false, false, true);

game.useit = 'Íå ïîìîãëî.'
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game.use = 'Íå ñðàáîòàåò.'
game.give = 'Îòäàòü? Íè çà ÷òî!'
game.eat = 'Íå áóäó ýòî åñòü.'
game.drop = 'Åùå ïðèãîäèòñÿ.'
game.exam = 'Íè÷åãî íåîáû÷íîãî.'
game.take = 'Ñòîèò ëè ýòî áðàòü?'
game.push = 'Íè÷åãî íå ïðîèçîøëî.'

game.after_take = function(s, w)
take(w)

end

game.after_drop = function(s, w)
drop(w)

end

put(minv, me())
put(mlook, me())
put(mtake, me())
put(mdrop, me())
put(meat, me())
put(mpush, me())
put(muse, me())
put(mgive, me())
-- put(mwalk, me())

status = stat {
_Turns = 0,
life = function(s)

s._Turns = s._Turns + 1;
end;
nam = function(s)

return 'Ñòàòóñ èãðîêà: '..s._Turns..'^';
end

};
lifeon 'status'

put(status, me());

knife = obj {
nam = 'íîæèê',
dsc = 'Íà ïîëó âàëÿåòñÿ íîæèê.',
exam = 'Áåñïîëåçíûé ïåðî÷èííûé íîæèê.',

}

main = room {

41



nam = 'intro',
hideinv = "true",
dsc = 'Ââåäåíèå',
exit = function(s)

inv():add('knife');
end,
obj = { vway('next','{Äàëüøå}.', 'r1') }

}

cube = obj {
nam = 'êóá',
dsc = 'Â öåíòðå êîìíàòû íàõîäèòñÿ êóá.',
take = 'Âû âçÿëè êóá',
exam = 'Ìóëüòèôóíêöèîíàëüíûé êóá -- íàïèñàíî íà êóáå.',
drop = 'Âû ïîëîæèëè êóá.',
useit = 'Êàê ìîæíî èñïîëüçîâàòü êóá?',
talk = 'Âû ïîãîâîðèëè ñ êóáîì.',
eat = function(s)

return 'Âû íå ìîæåòå ðàçãðûçòü êóá.', false;
end,
open = 'Âû îòêðûëè êóá.',
close = 'Âû çàêðûëè êóá.',
push = 'Âû òîëêàåòå êóá.',
give = function(s, w)

return 'Âû ïûòàåòåñü îòäàòü êóá îáúåêòó: '..deref(w)..'.', false
end,
useon = function(s, w)

return 'Âû ïûòàåòåñü þçàòü êóá íà îáúåêò: '..deref(w)..'. Ïîëó÷èëîñü!'
end,
used = 'Êóá ïîþçàí.',

};

sphere = obj {
nam = 'ñôåðà',
dsc = 'Â öåíòðå êîìíàòû íàõîäèòñÿ ñôåðà.',
take = 'Âû âçÿëè ñôåðó',
exam = 'Ìóëüòèôóíêöèîíàëüíàÿ ñôåðà -- íàïèñàíî íà ñôåðå.',
drop = 'Âû ïîëîæèëè ñôåðó.',
useit = 'Êàê ìîæíî èñïîëüçîâàòü ñôåðó?',
talk = 'Âû ïîãîâîðèëè ñ ñôåðîé.',
eat = function(s)

return 'Âû íå ìîæåòå ðàçãðûçòü ñôåðó.', false;
end,
open = 'Âû îòêðûëè ñôåðó.',
close = 'Âû çàêðûëè ñôåðó.',
push = 'Âû òîëêàåòå ñôåðó.',
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give = function(s, w)
return 'Âû ïûòàåòåñü îòäàòü ñôåðó îáúåêòó: '..nameof(w)..'.', false

end,
useon = function(s, w)

return 'Âû ïûòàåòåñü þçàòü ñôåðó íà îáúåêò: '..nameof(w)..'. Ïîëó÷èëîñü!'
end,
used = 'Ñôåðà ïîþçàíà.',

};

r1 = room {
nam = 'êîìíàòà',
dsc = 'Âû â êîìíàòå',
obj = { cube, sphere },

}

ru:gamedev:modules:dash

Ìîäóëü dash

Ïîäêëþ÷åíèå

require �dash�

Òèï

èãðîâîé

Çàâèñèìîñòè

format

Îïèñàíèå

Çàìåíÿåò ïîñëåäîâàòåëüíîñòü ñèìâîëîâ � íà ñèìâîë �. Çàìåíà ïðîèñõîäèò òîëüêî ïðè
âûâîäå ñîäåðæèìîãî ñöåíû.

Ïðèìåðû èñïîëüçîâàíèÿ

require "dash"
main = room {

nam = 'Ââåäåíèå';
dsc = [[ -- Íó, íà÷íåì!!!]];

}
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ru:gamedev:modules:hotkeys

Ìîäóëü hotkeys

Ïîäêëþ÷åíèå

require �hotkeys�

Òèï

èãðîâîé

Çàâèñèìîñòè

Kbd

Îïèñàíèå

Ìîäóëü Hotkeys èñïîëüçóåòñÿ äëÿ áûñòðîãî âûáîðà ôðàç â äèàëîãàõ ñ ïîìîùüþ öèôðîâûõ
êëàâèø 1-9 íà êëàâèàòóðå.

Ïðèìåðû èñïîëüçîâàíèÿ

Ïðèìåð èñïîëüçîâàíèÿ äîñòàòî÷íî î÷åâèäåí: â äèàëîãàõ ïðè íàæàòèè öèôðîâûõ êëàâèø
îò îäíîãî äî äåâÿòè âûáèðàåòñÿ ðåïëèêà, ñîîòâåòñòâóþùàÿ íàæàòîé êëàâèøå. Ðåïëèêó
áîëüøå 9é âûáðàòü ãîðÿ÷åé êëàâèøåé íåëüçÿ.

ru:gamedev:modules:para

Ìîäóëü para

Ïîäêëþ÷åíèå

require "para"

Òèï

èãðîâîé, îôîðìëåíèå

Çàâèñèìîñòè

Ìîäóëü format
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Îïèñàíèå

Ñòàâèò îòñòóï â íà÷àëå êàæäîãî ïàðàãðàôà â ñîîòâåòñòâèè ñ ðóññêîé òèïîãðàôñêîé
òðàäèöèåé. Äîïîëíåíèå îòñòóïîì ïðîèçâîäèòñÿ òîëüêî ïðè âûâîäå ñîäåðæèìîãî ñöåíû.

Âû ìîæåòå ìåíÿòü êîëè÷åñòâî ïðîáåëîâ â îòñòóïå ñ ïîìîùüþ çàäàíèÿ format.para_space:

format.para_space = " ";

Ïðèìåðû èñïîëüçîâàíèÿ

-- $Name: Òåñò ìîäóëÿ para$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü

require "para"

-- ïåðåîïðåäåëÿåì ïàðàìåòð ïî óìîë÷àíèþ äëÿ îôîðìëåíèÿ ïàðàãðàôà

format.para = " "

main = room { nam = "Lorem Ipsum",
-- äîáàâëÿåì òåêñò, êîòîðûé áóäåò ïîäâåðãíóò ôîðìàòèðîâàíèþ

dsc = [[ Lorem ipsum dolor sit amet, consectetur adipiscing elit. Morbi id
suscipit nisl. Praesent tincidunt ultricies volutpat. Praesent congue
est eu ligula tincidunt posuere quis a tortor. Mauris cursus dolor
vitae augue accumsan sit amet ultrices mauris venenatis. Nullam eu
augue ipsum. Mauris convallis commodo pretium. Ut ultrices tempor dui
et aliquam.^

Nullam vitae adipiscing dui. Donec quam dolor, pellentesque ut
placerat eu, scelerisque vel nisi. In posuere, nibh nec viverra
mattis, nisl dui pellentesque ligula, pharetra convallis dolor leo
ac mi. Etiam sagittis sem quis risus tristique ornare. Cras
fermentum odio non est hendrerit sit amet ultricies enim dapibus.
Class aptent taciti sociosqu ad litora torquent per conubia nostra,
per inceptos himenaeos. Nullam hendrerit tempus lacus, at dignissim
dolor laoreet ac. Mauris fringilla rhoncus massa id pulvinar.
Aliquam erat volutpat.^
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Etiam porta enim id enim gravida fermentum. Donec sollicitudin
ligula ut lacus sodales id venenatis purus semper. Nunc gravida
venenatis massa, ac interdum nunc aliquam eget. Ut faucibus, ipsum
eu euismod hendrerit, libero diam aliquet metus, ac suscipit urna
nibh ac justo. Donec mollis orci quis sapien scelerisque ornare.
Nullam ac velit vel lectus aliquet semper quis laoreet lectus.
Suspendisse non ante arcu. In nulla urna, faucibus eu dapibus
lacinia, aliquet ac eros. Integer adipiscing euismod imperdiet.
Nulla pulvinar pharetra nulla, sit amet mollis magna porttitor sit
amet. Ut a arcu vitae est consequat vehicula in in neque.
Pellentesque sem ligula, faucibus eget porttitor vitae, bibendum sit
amet metus. Integer condimentum molestie magna, ac mollis felis
cursus nec. Morbi in sem nec nisl fringilla tempor. Lorem ipsum
dolor sit amet, consectetur adipiscing elit. Duis pellentesque
purus ac ante eleifend aliquet.]];

};

• Ñêà÷àòü [1,5ÊÁ]

Ìîäóëü quotes

Ïîäêëþ÷åíèå

require "quotes"

Òèï

èãðîâîé, îôîðìëåíèå

Çàâèñèìîñòè

Ìîäóëü format

Îïèñàíèå

Çàìåíÿåò âñå äâîéíûå êàâû÷êè íà òèïîãðàôñêèå (¾¼ëî÷êè¿).

Òàêæå çàìåíÿåò ½ (äâå çàïÿòûå) è � (äâà àïîñòðîôà) íà êàâû÷êè-¾ëàïêè¿ (½�).

Çàìåíà ïðîèñõîäèò òîëüêî ïðè âûâîäå ñîäåðæèìîãî ñöåíû.

Ðåêîìåíäóåòñÿ ê ïðèìåíåíèþ äëÿ ñîîòâåòñòâèÿ ðóññêîé òèïîãðàôñêîé òðàäèöèè.
Íàïîìíèì, ÷òî îáû÷íî èñïîëüçóþòñÿ ¾¼ëî÷êè¿, íî äëÿ óïîòðåáëåíèÿ êàâû÷åê â êàâû÷êàõ è
äëÿ ïåðåäà÷è ïðÿìîé ðå÷è ñëåäóåò èñïîëüçîâàòü ¾ëàïêè¿.
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"Òåêñò â åëî÷êàõ" Ðåçóëüòàò: ¾òåêñò â åëî÷êàõ¿

½Òåêñò â ëàïêàõ� Ðåçóëüòàò: ½òåêñò â ëàïêàõ�

_"Òåêñò â åëî÷êàõ _"âëîæåííûé"_ Ðåçóëüòàò: ¾òåêñò â åëî÷êàõ ¾âëîæåííûé¿

Ïðèìåðû èñïîëüçîâàíèÿ

-- $Name: Òåñò ìîäóëÿ quotes$

-- $Version: 0.1$

-- $Author: instead$

instead_version = "1.8.0"

-- ïîäêëþ÷àåì ìîäóëü

require "quotes"

main = room { nam = "Lorem Ipsum",
-- îïèñàíèå ñöåíû ñ ðàçëè÷íûìè âèäàìè êàâû÷åê

dsc = [[
"Lorem ipsum dolor" sit ,,amet'', ''consectetur'' adipiscing elit.
_"Duis cursus"_.
]];

};

• Ñêà÷àòü [0.7ÊÁ]

Ìîäóëü theme

Ïîäêëþ÷åíèå

require ¾theme¿

Òèï

èãðîâîé

Çàâèñèìîñòè

íåò
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Îïèñàíèå

Íà÷èíàÿ ñ âåðñèè 1.3.0, ìîäóëü theme ïîçâîëÿåò ìîäèôèöèðîâàòü ïàðàìåòðû òåìû íà
ëåòó. Äëÿ ýòîãî, èñïîëüçóþòñÿ ñëåäóþùèå ôóíêöèè:

-- íàñòðîéêà îêíà âûâîäà

theme.win.geom(x, y, w, h)
theme.win.color(fg, link, alink)
theme.win.font(name, size, height)
theme.win.gfx.up(pic, x, y)
theme.win.gfx.down(pic, x, y)

-- íàñòðîéêà èíâåíòàðÿ

theme.inv.geom(x, y, w, h)
theme.inv.color(fg, link, alink)
theme.inv.font(name, size, height)
theme.inv.gfx.up(pic, x, y)
theme.inv.gfx.down(pic, x, y)
theme.inv.mode(mode)

-- íàñòðîéêà ìåíþ

theme.menu.bw(w)
theme.menu.color(fg, link, alink)
theme.menu.font(name, size, height)
theme.menu.gfx.button(pic, x, y)

-- íàñòðîéêà ãðàôèêè

theme.gfx.cursor(norm, use, x, y)
theme.gfx.mode(mode)
theme.gfx.pad(pad)
theme.gfx.bg(bg)

-- íàñòðîéêà çâóêà

theme.snd.click(name);

Åñëè íåîáõîäèìî èçìåíèòü òîëüêî ÷àñòü ïàðàìåòðîâ, â êà÷åñòâå íåèçìåíÿåìûõ ïàðàìåòðîâ
ìîæíî óêàçûâàòü çíà÷åíèå nil. Íàïðèìåð:

theme.win.font(nil, 64);

Ñóùåñòâóåò âîçìîæíîñòü ÷òåíèÿ òåêóùèõ ïàðàìåòðîâ òåì:
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theme.get 'èìÿ ïåðåìåííîé òåìû';

Âîçâðàùàåìîå çíà÷åíèå âñåãäà â òåêñòîâîé ôîðìå.

À òàêæå, óñòàíàâëèâàòü èõ:

theme.set ('èìÿ ïåðåìåííîé òåìû', çíà÷åíèå);

Íà÷èíàÿ ñ âåðñèè INSTEAD 1.4.0 âû ìîæåòå ñáðîñèòü çíà÷åíèå ïàðàìåòðà òåìû íà òî,
êîòîðîå áûëî óñòàíîâëåíî âî âñòðîåííîé òåìå èãðû:

theme.reset 'èìÿ ïåðåìåííîé';
theme.win.reset();
-- ...

Ïðèìåðû èñïîëüçîâàíèÿ

theme.gfx.bg "dramatic_bg.png";
theme.win.geom (0,0, theme.get 'scr.w', theme.get 'scr.h');
theme.inv.mode 'disabled'

ru:gamedev:modules:snapshots

Ìîäóëü snapshots

Ïîäêëþ÷åíèå

require �snapshots�

Òèï

èãðîâîé / ðàñøèðåíèå êîäà

Çàâèñèìîñòè

íåò
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Îïèñàíèå

Ìîäóëü snapshots ïðåäîñòàâëÿåò âîçìîæíîñòü âîññòàíàâëèâàòü ïðåäâàðèòåëüíî ñîõðàíåííûå
ñîñòîÿíèÿ èãðû. Â êà÷åñòâå ïðèìåðà, ìîæíî ïðèâåñòè ñèòóàöèþ, êîãäà èãðîê âûïîëíÿåò â
èãðå äåéñòâèå, âåäóùåå ê ïðîèãðûøó. Ìîäóëü ïîçâîëÿåò àâòîðó èãðû íàïèñàòü êîä òàê, ÷òî
èãðîê âåðíåòñÿ ê ïðåäâàðèòåëüíî ñîõðàíåííîìó ñîñòîÿíèþ èãðû.

Äëÿ ñîçäàíèÿ ñíàïøîòà èñïîëüçóéòå ôóíêöèþ: make_snapshot(). Â êà÷åñòâå ïàðàìåòðà
ìîæåò áûòü çàäàí íîìåð ñëîòà.

Âíèìàíèå!!! Ñíàïøîò áóäåò ñîçäàí ïîñëå çàâåðøåíèÿ òåêóùåãî òàêòà èãðû, òàê êàê òîëüêî
â ýòîì ñëó÷àå ãàðàíòèðîâàíà íåïðîòèâîðå÷èâîñòü ñîõðàíåííîãî ñîñòîÿíèÿ èãðû.

Çàãðóçêà ñíàïøîòà îñóùåñòâëÿåòñÿ restore_snapshot(). Â êà÷åñòâå ïàðàìåòðà ìîæåò áûòü
çàäàí íîìåð ñëîòà.

Óäàëåíèå ñíàïøîòà äåëàåòñÿ ñ ïîìîùüþ delete_snapshot(). Ñëåäóåò óäàëÿòü íåíóæíûå
ñíàïøîòû, òàê êàê îíè çàíèìàþò ëèøíåå ìåñòî â ôàéëàõ ñîõðàíåíèÿ.

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.4.0"
require "xact"
require "snapshots"

theend = xroom {
nam = 'Êîíåö';
xdsc = [[Âû ïðîèãðàëè!!! Íî ìîæåò áûëî âñå {çàíîâî|ïî äðóãîìó}?]];
obj = {

xact('çàíîâî', code [[ restore_snapshot() ]]);
}

-- ...

}

house = room {
nam = 'Ó çäàíèÿ';
entered = code [[ make_snapshot() ]];

-- ...

}

ru:gamedev:modules:dbg

Ìîäóëü dbg

Ïîäêëþ÷åíèå
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require �dbg�

Òèï

èãðîâîé

Çàâèñèìîñòè

input

Îïèñàíèå

Âêëþ÷àåò îòëàä÷èê. Îòëàä÷èê ïîçâîëÿåò:

• ïåðåõîäèòü â ðàçíûå ëîêàöèè;

• áðàòü è âûáðàñûâàòü ïðåäìåòû;

• âûïîëíÿòü lua êîä;

• äåëàòü äàìï ñîñòîÿíèÿ îáúåêòîâ;

Ïðèìåðû èñïîëüçîâàíèÿ

Ïîñëå âêëþ÷åíèÿ ìîäóëÿ â âàøó èãðó, êëèêíèòå íà îáúåêò debug â èíâåíòàðå, èëè íàæìèòå
êëàâèøó ¾F7¿.

ru:gamedev:modules:trigger

Ìîäóëü trigger

Ïîäêëþ÷åíèå

require ¾trigger¿

Òèï

ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD 1.7.0

Îïèñàíèå

Ìîäóëü ìîæíî âçÿòü çäåñü:

http://github.com/instead-hub/instead/raw/master/doc/examples/trigger.lua

Òðèããåðû ïîçâîëÿþò âûïîëíèòü íåêîå ñîáûòèå ïî óñëîâèþ. Ïðè ýòîì, ñîáûòèå
ñðàáàòûâàåò îäèí ðàç. Òðèããåðû ðåàëèçîâàíû êàê íàäñòðîéêà íàä life, è ïîýòîìó
îáðàáàòûâàþòñÿ ïîñëå êàæäîãî äåéñòâèÿ èãðîêà.
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Äëÿ ñîçäàíèÿ òðèããåðà èñïîëüçóéòå:

<èäåíòèôèêàòîð> = trigger(<äåéñòâèå> [,óñëîâèå])

Ãäå `äåéñòâèå' - ñòðîêà âûâîäà èëè ôóíêöèÿ, à `óñëîâèå' � ôóíêöèÿ èëè ñòðîêà, êîòîðàÿ
áóäåò âû÷èñëÿòüñÿ êàê óñëîâèå. Åñëè óñëîâèå íå çàäàíî, òðèããåð ñðàáîòàåò ñðàçó.

Äëÿ àêòèâàöèè òðèããåðà èñïîëüçóéòå:

èäåíòèôèêàòîð:on([ïðèîðèòåò]) -- áîëåå âûñîêèì
-- çíà÷åíèÿì ïðèîðèòåòà ñîîòâåòñòâóþò ìåíüøèå
-- ÷èñëîâûå çíà÷åíèÿ (1 -- ñàìûé âûñîêèé)

Äëÿ äåàêòèâàöèè:

èäåíòèôèêàòîð:off()

×òîáû óçíàòü ñîñòîÿíèå òðèããåðà, èñïîëüçóéòå:

èäåíòèôèêàòîð:state() -- â ñëó÷àå åñëè òðèããåð àêòèâåí, áóäåò âîçâðàùåíî true

Ïðèìåðû èñïîëüçîâàíèÿ

life_checker = trigger(code [[ walk 'badend' ]],
[[ pl._life <= 0 ]]):on(1)

hello_dlg = trigger([[- Ïðèâåò! Êàê äåëà? - ñïðîñèë ìåíÿ Ìàêñ.]],
[[ visited(max_dialog) ]])

hello_dlg:on()

Òàê êàê òðèããåð óäàëÿåòñÿ èç ñïèñêà life îáúåêòîâ ñðàçó ïîñëå ñðàáàòûâàíèÿ, áåçîïàñíî
ïèñàòü êîíñòðóêöèè âèäà:

d = dlg {
nam = "Ðàçãîâîð ñ Àëåêñàíäðîì";
entered = function(s)

trigger "Ïðèâåò! Õîðîøî, ÷òî çàøåë!":on()
end;

-- ...
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Òàê êàê òàêîé áåçûìÿííûé òðèããåð ñðàáîòàåò â ýòîì æå èãðîâîì òàêòå, è áóäåò òóò æå
óäàëåí. Ýòîò ïðèåì óäîáíî èñïîëüçîâàòü â äèàëîãàõ.

ru:gamedev:modules:keyboard

Ìîäóëü keyboard

Ïîäêëþ÷åíèå

require ¾keyboard¿

Òèï

èãðîâîé/ðàñøèðåíèå êîäà

Çàâèñèìîñòè

INSTEAD 1.7.0

Îïèñàíèå

Ìîäóëü äëÿ ñîçäàíèÿ ïîëåé ââîäà. Ââîä ìîæåò îñóùåñòâëÿòüñÿ êàê ñ êëàâèàòóðû, òàê è
ñ ïîìîùüþ ññûëîê. Ìîäóëü íàõîäèòñÿ â êàòàëîãå doc/examples â èñõîäíîì êîäå INSTEAD:
http://github.com/instead-hub/instead/tree/master/doc/examples/keyboard

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.7.0"
require "keyboard"
require "xact"

input.verbose = true
main = room {

nam = '?';
dsc = function(s)

if read.text ~= '' then
p "Ïðèâåò, "
p (read.text,"!")

else
p [[Êàê âàñ {xwalk(read)|çîâóò}?]];

end
end

}

read = keyboard {
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nam = 'Èìÿ:';
msg = "Ïîëå ââîäà:";

}

ru:gamedev:modules:cutscene

Ìîäóëü cutscene

Ïîäêëþ÷åíèå

require "cutscene"

Òèï

ðàñøèðåíèå êîäà, äëÿ ñîçäàíèÿ ýôôåêòîâ

Çàâèñèìîñòè

INSTEAD íå íèæå 1.8.0

Ìîäóëü xact

Ìîäóëü timer

Íà äàííûé ìîìåíò (2012/12/29 00:21): ìîäóëü âñå åùå íàõîäèòñÿ â òåñòîâîì ðåæèìå è íå
âêëþ÷åí â áàçó, äëÿ èñïîëüçîâàíèÿ â ðàçðàáîòêå ìîäóëü ìîæíî çàãðóçèòü îòñþäà.

Îïèñàíèå

Äëÿ âûçîâà â êîäå èãðû ÷åðåç require ¾cutscene¿ ôàéë cutscene.lua, íàõîäÿùèéñÿ â
êàòàëîãå instead/doc/examples/ äîëæåí íàõîäèòñÿ â êàòàëîãå ñ ôàéëàìè èãðû (òàì ãäå
ðàñïîëîæåí main.lua). Çàâèñèìîñòè ïîäêëþ÷àòü íåîáÿçàòåëüíî, â òîì ñëó÷àå, åñëè äàííûå
ìîäóëè íå èñïîëüçóþòñÿ â âàøåé èãðå, îíè ïîäêëþ÷àþòñÿ àâòîìàòè÷åñêè.
Â ñëó÷àå êîãäà ìîäóëü cutscene ðàñïîëîæåí â êàêîì-ëèáî ïîäêàòàëîãå, òî íåîáõîäèìî óêàçàòü
ýòîò êàòàëîã ïðè âûçîâå, íàïðèìåð:

-- $Name: Ìîÿ èãðà$

-- $Version: 0.1$

-- $Author: ß$

instead_version = "1.8.0"

require "./lib/cutscene"
...
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Ïîääåðæèâàþòñÿ ñëåäóþùèå òåãè:

{pause} çàäåðæêà (âðåìÿ ïî óìîë÷àíèþ)

{pause <n>} ãäå n - óêàçûâàåòñÿ ÷èñëî (âðåìÿ â ìèëëèñåêóíäàõ)

{cls} î÷èñòèòü âûâîä

{cut} æäàòü íàæàòèÿ îò ïîëüçîâàòåëÿ (âûâîäèò óêàçàòåëü >>> )

{cut <what>} âûâåñòè íàäïèñü íà ññûëêå-óêàçàòåëå

{walk <what>} ïåðåõîä â óêàçàííóþ êîìíàòó

{code <what>} âûïîëíèòü îïðåäåëåííûé êîä

{pic <what>} âûâåñòè â ãðàôè÷åñêóþ îáëàñòü êàðòèíêó, ïóòü ê ôàéëó óêàçûâàåòñÿ áåç ñïåöñèìâîëîâ

{fading} âûâîä ñ ýôôåêòîì ïåðåõîäà (âûâîäèòñÿ òî, ÷òî ïîïàëî â âûâîä ðàíüøå)

{fading <n>} ãäå n - ÷èñëî øàãîâ ïåðåõîäà îò 0 - 255

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.8.2"
require "cutscene"
require "fonts"

function init()
s1 = font('georgia.ttf', 30);
s2 = font('georgia.ttf', 15);

end

main = cutscene {
nam = true;
dsc = function(s)

pn (txtc(s1:txt "INSTEAD"))
pn "{fading}"
pn (txtc(s2:txt "http://instead.syscall.ru"))
pn "{code print 'a'}"
pn "{fading}"
pn ("{cut}{walk r2}")

end;
}

r2 = cutscene {
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entered = function(s)
pn (txtc(s1:txt "The End!"))

end;
nam = 'end';
way = {'r2'};

}

ru:gamedev:modules:fonts

Ìîäóëü fonts

Ïîäêëþ÷åíèå

require ¾fonts¿

Òèï

ðàñøèðåíèå êîäà, îôîðìëåíèå

Çàâèñèìîñòè

INSTEAD íå íèæå 1.8.0

Ìîäóëü sprites

Ìîäóëü theme

Íà äàííûé ìîìåíò (2012/12/29 00:17): ìîäóëü âñå åùå íàõîäèòñÿ â òåñòîâîì ðåæèìå è íå
âêëþ÷åí â áàçó, äëÿ èñïîëüçîâàíèÿ â ðàçðàáîòêå ìîäóëü ìîæíî çàãðóçèòü îòñþäà.

Îïèñàíèå

Äëÿ âûçîâà â êîäå èãðû ÷åðåç require ¾fonts¿ ôàéë fonts.lua, íàõîäÿùèéñÿ â êàòàëîãå
instead/doc/examples/ äîëæåí íàõîäèòñÿ â êàòàëîãå ñ ôàéëàìè èãðû (ãäå ðàñïîëîæåí
main.lua). Çàâèñèìîñòè ïîäêëþ÷àòü íåîáÿçàòåëüíî, â òîì ñëó÷àå, åñëè äàííûå ìîäóëè íå
èñïîëüçóþòñÿ â âàøåé èãðå, îíè ïîäêëþ÷àþòñÿ àâòîìàòè÷åñêè.
Âñå âíåøíèå ôàéëû øðèôòîâ, èñïîëüçóåìûå â èãðå, âñåãäà áîëåå ïðàâèëüíî ðàñïîëîæèòü â
ïîäêàòàëîãå $âàøà èãðà/fonts, äëÿ âåðíîãî îòîáðàæåíèÿ îáðàáîò÷èêîì INSTEAD íà äðóãèõ
îïåðàöèîííûõ ñèñòåìàõ, ãäå íå óñòàíîâëåíû èëè îòñóòñòâóþò òàêèå øðèôòû è âûçûâàòü â
êîäå èìåííî îòòóäà.
Â ñëó÷àå êîãäà ìîäóëü fonts ðàñïîëîæåí â êàêîì-ëèáî ïîäêàòàëîãå, òî íåîáõîäèìî óêàçàòü
ýòîò êàòàëîã ïðè âûçîâå, íàïðèìåð:

-- $Name: Ìîÿ èãðà$

-- $Version: 0.1$
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-- $Author: ß$

instead_version = "1.8.0"

require "./lib/fonts"
...

Ïðèìåðû èñïîëüçîâàíèÿ

instead_version "1.8.0"
require "fonts"

function init()
s1 = font('georgia.ttf', 30);
s2 = font('georgia.ttf', 12);

end

main = room {
nam = "Äåìîíñòðàöèÿ øðèôòîâ.";
dsc = function(s)

pn "Ïðèìåð èñïîëüçîâàíèÿ ìîäóëÿ:"
pn (s1:txt "Ïðèâåò, ìèð!");
pn (s1:txt ("Ïðèâåò, ìèð!", 'gray', 2));
pn (s2:txt "Ìåëêèé øðèôò...");
pn "Îáû÷íûé øðèôò"

end;
way = { 'm2' };

}

m2 = room {
nam = 'Ïåðåõîä';
dsc = function()

pn (s1:txt "È ñíîâà øðèôòû!");
end;
way = { 'main' };

}
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