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Research and Realization of Lua and C + + Cross-Method
DENG Zheng-Yang, CHEN He-Ping,"'SU Peng
(College of Information Science and Technology, Wuhan University of Science and Technology, Wuhan 430081, China)
Abstract: To make full use of the characteristics of Lua dynamic scripting language for the current development of
large and complex programs, which has the problem of high cost, this article focuses on how to simulate the
message. mechanism based on event in the Lua script and visiting the C + + interface. The design of Lua

debugger is also presented.
Keywords: dynamic scripting languages; Lua; message mechanism based on event; C + + interface; debugger
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2 Lua CH++
Lua

Lua

lua_State *L = lua_open(); // Lua

void InitLua()

{
luaL_openlibs(L); //

lua

if (luaL_dofile(L,"testdua")) 7/ Lua //

cout << "can't load test.lua" << endl;//

//
}
Lua
luaL_dofile() Lua
Lua_close(L) Lua(Test.lua
)

Lua C++ Lua
C++ C++ Lua

1+t Lua
Lua C++
C++
C++
2.1 Lua C++
Lua
Lua

C++

Lua

VC++

OnPaint() Lua VC++

Lua
C++

Lua

function OnPaintinLua(dc) //Lua

end
VC++ OnPaint()
OnPaintinLua()
OnPaint()
lua_getglobal(L,"func") func Lua
lua_isfunction(L,-1) func
lua_push-
number(L, Pa) Pa lua_push-
boolean(L, Pa) Pa lua_push-
Istring(L, Pa) Pa
Lua

lua_pcall(L, nCount, 0, 0) Lua

nCount
Lua OnPaint-
InLua() Lua
( )
2.2 Lua C++
Lua C++
C++
C++
Lua C++ C++
Lua
Lua
lua.h lua_CFunction typedef
int (*lua_CFunction) (lua_State *L);
C++ Lua state
C++

lua_pushcfunction(L,cFun);
lua_setglobal(L,"LuaFun™);

cFun cFun
LuaFun LuaFun cFun Lua
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Lua LuaFun

cFun cFun C++

C++ cFun

static int cFun(lua_State *L)

{

lua_gettop(L); //
lua_Number x =0; // X
lua_Numbery =0; // y

if (llua_isnumber(L, 1)) cout << "param must be a
number" << endl; //

X = lua_tonumber(L, 1); 7/ //

X

lua_pushnumber(L, x); //

if ('lua_isnumber(L, 2)) cout <<

" param must a number" <<'endl;//

//
y = lua_tonumber(L, 2); 7/ //
y
lua_pushnumber(L, y); //
lua_pop(L,2); //
return 2; //
}

Lua C++
function OnPaintinLua(dc)
cFun(Pal, Pa2) //C++

end
Lua OnPaintinLua()
C++
cFun() C++ Lua
C++
C++ Lua
Lua table ( )
Metatable
Lua
getmetatable()
C++ Lua
CDC
C++ LDC

static void DrawlLine(lua_State *L) // //

200 Experiences Exchange

lua_Number x1 = lua_tonumber(L, 1); //

//

HDC hDC = (HDC) lua_tonumber(L, 5)

DC

CDC* pDC = CDC::FromHandle(hDC);// //HDC
CDC

if(pDC)

{7/ (x1,y1) (x2,y2)

pDC->MoveTo(x1, y1);

pDC-=LineTo(x2, y2);

}

}

/7 /7

Lua
function OnPaintinLua(dc)
Idc = LDC.new(); //1dc LDC
Idc:Drawline(x1, y1, x2, y2, dc);// //L.DC
Drawline

end

3 Lua
Lua Lua

C/C++

Lua

Debug Lua
Lua

Lua debug.sethook Hook

hook El Lua
call return
Lua line

count

debug
etinfo(foo) foo

debug.

debug getlocal
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F5---
FO---
F10---
F11---
CEditView CLuaEdit-
ew Lua Lua Debug.lua
Function BeginDebug()// hook

debug.sethook(OnDebugTrace, "I")

end
CluaEditView  OnKeyDown()
F5 Lua BeginDebug()
line OnDebug-
ace()

Lua OnDebugTrace()
io.write(““(Idb)~”)
local RevCmd = io.read()

if RevCmd == ““F57” then // F5

Else
debug.sethook()
End
if RevCmd == ““F9”” then // F9
CeditView
End

if RevCmd == “*F10”” then // F10

line
End
if RevCmd == ““F11”” then // F11
if debug.getinfo(n).fun then

return

Else
F10
end
end
Lua debug.getinfo(foo)
getlocal(n)
Debug.Lua
CluaEditView Lua

¢ \
VS2008 ) 2

function keyEventA@_ce -, 7l o
BT miaEA s TR
if key == IGLenum. KEY_w them

move: = mowveyr + movezpeed;

print ("kezEwvent™);

end

function mouseEvent (button, state, x, ¥)
print ("mouzeEvent ™) ;

end
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2 Lua

Lua

C++

Lua C++

1 . , ,
: , 2008.
2 Jung K. Lua Beginning Lua
Programming. John Wiley & Sons 2007.
3 lerusalimschy R. Programming in Lua, Second Edition,

, 2008.
4 : Game Coding Complete,
2006.
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