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A Complete Guide to the Language Powering Games, Engines, and Embedded Systems


Lua is one of the most widely used scripting languages in the world, yet it remains one of the least understood. This book takes you from writing your very first line of Lua code to mastering advanced topics like metaprogramming with metatables, embedding Lua in C applications, and building production-grade systems. Whether you are a game developer scripting behavior in Roblox or LÖVE2D, a web engineer configuring OpenResty, an editor power user customizing Neovim, or simply a programmer curious about the language that powers so much of modern software, this book gives you the deep, practical knowledge you need. Every concept is explained with annotated code examples, version-aware notes covering Lua 5.1 through the latest 5.5 release, and real-world context drawn from the projects and communities that make Lua matter.












Introduction


You have probably used Lua already. You just did not know it.




If you have ever played Roblox, the platform where millions of young developers create and share games, you have been running Lua code. If you have customized the interface in World of Warcraft with an addon, that addon was written in Lua. If you use Neovim as your text editor, its configuration is likely Lua. If you have ever visited Wikipedia, the templates that render each article are powered by Lua scripts. OpenResty, one of the most popular ways to extend Nginx web servers, embeds Lua directly into the request processing pipeline. Redis, the in-memory data store used by countless applications, allows you to write server-side scripts in Lua.




Lua is everywhere. And yet, if you ask a programmer to name the scripting languages they know, Lua rarely comes up before Python, JavaScript, or Ruby. That is precisely the point. Lua does not try to be the center of attention. It is designed to live inside other programs, quietly extending them with flexibility and speed. This is not an accident. It is the result of a deliberate design philosophy that has guided the language for over three decades.




What This Book Is


This book is a complete guide to the Lua programming language. It assumes no prior knowledge of Lua but does expect that you have some general programming experience. You should be comfortable with the basic ideas of variables, functions, loops, and data structures from any language. If you have written even a small program in Python, JavaScript, C, or Java, you are ready.




The book is organized to take you on a progressive journey. The early chapters cover the fundamentals: installing Lua, understanding its types and operators, writing control flow, and working with functions. The middle chapters dive into the features that make Lua unique: tables as the universal data structure, metatables and metamethods for extensible semantics, and coroutines for cooperative concurrency. The later chapters tackle advanced territory: the C API for embedding and extending Lua, performance optimization, security considerations, and real-world applications across game development, web infrastructure, automation, and embedded systems.




Each chapter is designed to be readable from start to finish while also serving as a standalone reference. You can read the book cover to cover for a comprehensive learning experience, or you can jump directly to the chapters relevant to your current project and return to earlier material as needed.





What This Book Is Not


This is not a quick tutorial that shows you ten Lua commands and calls it done. It is also not an academic treatise on language theory. The goal is something in between: rigorous enough to be trustworthy, practical enough to be useful, and engaging enough that you actually want to read it.




This book focuses on standard Lua as developed by the team at PUC-Rio (Pontifical Catholic University of Rio de Janeiro). You will encounter references to LuaJIT, the popular just-in-time compiler for Lua 5.1, and Luau, Roblox’s dialect of Lua. These are important parts of the Lua ecosystem, but the core material centers on the reference implementation. Where behavior differs between versions or implementations, I call it out explicitly.





The Version Landscape


Lua has a long history with several major releases still in active use. Here is the current landscape:





	
Lua 5.1 (2006): Still widely used, especially in environments that prioritize stability over new features. LuaJIT is based on this version.



	
Lua 5.2 (2011): Introduced the goto statement, yieldable pcall, and table finalizers. Some older projects still use it.



	
Lua 5.3 (2015): Added native integers, bitwise operators, and a UTF-8 library. A significant step for numerical computing.



	
Lua 5.4 (2020): Brought generational garbage collection, const variables, to-be-closed variables, and a warning system. The current stable series as of mid-2025 is 5.4.8.



	
Lua 5.5 (December 2025): The newest major release, introducing global variable declarations, named vararg tables, more compact arrays (using about 60 percent less memory for large arrays), and incremental major garbage collections [5,8].








Throughout the book, I will note when a feature is version-specific. Code examples target Lua 5.4 as the primary reference, with forward notes on 5.5 features where relevant. If you are working with an older version, the version notes will tell you what to adjust.





How to Use the Code Examples


Every code example in this book is written to be runnable. You can copy it directly into a Lua file and execute it with the lua command, or paste it into the interactive interpreter. Examples are annotated with comments that explain what each line does. When an example produces output, the expected output is shown alongside the code.




Some examples build on concepts from earlier chapters. I will always indicate when you need to understand a prior concept first. Other examples are self-contained and can be understood in isolation.





A Note on Style


The code in this book follows modern Lua conventions: consistent indentation with spaces, meaningful variable names, and the liberal use of local variables to avoid polluting the global namespace. Where there is no single “correct” style (such as whether to use function name(args) or function name(args) end on separate lines), I pick one convention and stick with it for consistency.




The prose aims for clarity over cleverness. Technical terms are defined when first introduced. When I use a concept from another domain (like “closure” from functional programming or “metatable” from Lua’s own vocabulary), I explain it in context before relying on it.





What to Expect Next


Chapter 1 takes you back to 1993, to a university computer science department in Rio de Janeiro, where three researchers set out to build a configuration language and accidentally created one of the most versatile scripting languages ever designed. Understanding where Lua came from will help you understand why it works the way it does, and why that matters for the code you write today.




From there, we move into hands-on territory. Chapter 2 gets Lua installed and running on your machine. Chapter 3 introduces the building blocks: types, variables, and expressions. Each subsequent chapter adds a new layer of capability, until by the end you can read, write, debug, optimize, and embed Lua code with confidence.




Let us begin.













Chapter 1: The Story of Lua


From SOL to Lua: A Brazilian Origin Story


In 1992, the Computer Graphics Technology Group at the Pontifical Catholic University of Rio de Janeiro (PUC-Rio) faced a practical problem. The group was building two visualization programs, and both needed a way for users to customize behavior without recompiling the entire application. Their solution was a small configuration language called SOL (Sigla para Objetos Linguagem, or “Acronym for Objects Language” in Portuguese).




SOL worked, but it had limitations. It was designed for one specific purpose, and the researchers realized that the same pattern would be useful elsewhere. Roberto Ierusalimschy, Luiz Henrique de Figueiredo, and Waldemar Celes decided to build something more general. They kept what worked in SOL, fixed what did not, and added features they anticipated needing. The result was a new language, released in 1993 [2].




They needed a name. The team chose “Lua,” the Portuguese word for moon. It was short, easy to type, aesthetically pleasing, and happened to be unused as a programming language name at the time. More subtly, it followed the naming tradition of their predecessor: SOL means sun in Portuguese, and Lua means moon. The language named after the night sky was born on July 28, 1993, as version 1.0 [9].




Lua 1.0 was not publicly released. It was used internally at PUC-Rio for about a year. The first public release came in July 1994 as version 1.1, initially restricted to academic use. By version 2.1 in February 1995, Lua was freely available for commercial use as well [2,9]. This early commitment to openness would prove decisive in the language’s long-term adoption.





Design Philosophy: Minimalism by Choice


What separates Lua from other scripting languages is not what it has, but what it does not have. There is no built-in string class with dozens of methods. There is no exception handling keyword. There is no module system in the sense that Python or Ruby have one. There is no garbage-collected object hierarchy with classes and inheritance baked into the syntax.




Instead, Lua gives you a handful of mechanisms and trusts you to build what you need on top of them. This philosophy was not born from neglect; it was a deliberate trade-off.




Ierusalimschy has described the core design goals as simplicity, small size, portability, and embeddability. Each goal reinforces the others. A simpler language is smaller. A smaller language is more portable. A more portable language is easier to embed. And when a language is designed for embedding from the start, it does not need features that assume standalone execution (like built-in file I/O or networking).




The most consequential design decision was making the table the only data structure in the language. In most programming languages, you have arrays, dictionaries, structs, classes, enums, and more, each with their own syntax and semantics. In Lua, you have tables. A table can be an array (using integer keys starting from 1). It can be a dictionary (using arbitrary keys). It can be a struct (using string keys as field names). It can be a set, a queue, a stack, or a graph. The same underlying mechanism serves all these roles.




This is not just about saving implementation space. It means that the language has one concept to learn instead of many. Once you understand tables, you understand how Lua represents data. Everything else (including objects, modules, and even the global namespace itself) is built on top of tables.




The second pillar of Lua’s design is extensibility through metatables. A metatable is a table that defines how another table behaves when certain operations are performed on it. Want to add two tables together? Define an __add metamethod. Want a table to act like an object with inherited methods? Define an __index metamethod. Want to intercept new field assignments? Define __newindex. The language does not prescribe how these things should work; it gives you the hooks to decide for yourself.




This approach has a name: “meta-mechanisms.” Instead of providing every possible feature, Lua provides mechanisms for creating features. As Ierusalimschy put it in a 2018 Communications of the ACM article: “What sets Lua apart from other scripting languages is its particular set of goals: to be simple, small, portable, and highly embeddable” [1].





Version Evolution: From 1.0 to 5.5


Lua has evolved steadily over thirty years while maintaining a commitment to backward compatibility within each major series. The version history tells the story of a language that grows carefully, adding features only when they solve real problems encountered by its users.




Lua 1.x (1993-1994) established the basic structure: procedural programming with tables as the primary data container. The language was already embeddable and had a C API from these early days.




Lua 2.x (1995-1996) added pattern matching (a lightweight alternative to regular expressions), variable-length argument lists, long string literals, and the luac compiler. Version 2.5 in November 1996 was a significant milestone that brought many features still central to the language today.




Lua 3.x (1997-1999) introduced tag methods (the predecessor of metatables) and the auxiliary C library (luaL), which simplified writing C extensions. By version 3.2, Lua had a debug library and improved table functions.




Lua 4.0 (2000) was the first release to use the now-familiar for loop syntax. It also introduced multiple interpreter states (allowing several independent Lua environments in one process), a revamped C API, and comprehensive debugging support.




Lua 5.0 (2003) was a watershed release. It added coroutines for cooperative multitasking, full lexical scoping with proper closures, metatables (replacing tag methods with a more flexible system), boolean values as a distinct type (previously, zero and nil both meant false), and proper tail call optimization. This was also the first version released under Lua’s current MIT-style license [2,9].




Lua 5.1 (2006) introduced the modern module system with require and the module() function, an incremental garbage collector (replacing the previous stop-the-world approach), and metatables for all value types, not just tables. This version became enormously popular and remains in use today, particularly through LuaJIT, which targets Lua 5.1 compatibility.




Lua 5.2 (2011) added the goto statement (a carefully designed form with labeled targets and scope restrictions), yieldable protected calls (pcall could now be called from within a coroutine), table finalizers via the __gc metamethod, an emergency garbage collector that prevents allocation failures from crashing the interpreter, and the __pairs/__ipairs metamethods for customizing iteration.




Lua 5.3 (2015) brought native integer support with full 64-bit capability on appropriate platforms, bitwise operators (&, |, ~, <<, >>, ~~), a UTF-8 string library, and first-class support for both 32-bit and 64-bit platforms. This was the version that made Lua viable for serious numerical computing without floating-point hacks.




Lua 5.4 (2020) introduced a generational garbage collection mode (in addition to the existing incremental mode), const variables that cannot be reassigned after initialization, to-be-closed variables that guarantee cleanup when leaving scope, a warning system for common mistakes, and a new math.random implementation not based on the C standard library’s rand(). It also removed implicit string-to-number coercion in arithmetic operations, a change that broke some legacy code but improved correctness.




Lua 5.5 (December 2025) is the newest major release after a five-year development cycle. Its headline features include declarations for global variables (using a global keyword that makes global usage explicit), named vararg tables (allowing you to name the vararg table for clearer code), read-only for-loop variables, a table.create function for preallocating table storage, incremental major garbage collections (eliminating stop-the-world pauses in generational mode), and significantly more compact arrays that use approximately 60 percent less memory for large sequential data. The C API gained luaL_openselectedlibs for fine-grained control over which standard libraries are loaded, and luaL_makeseed for generating random seeds.





Where Lua Lives Today


Despite its minimalist design, Lua has found homes in an astonishing variety of applications. The common thread is always the same: a host application written in C or C++ that needs a flexible, fast, embeddable scripting layer.




Game development is Lua’s most visible domain. Roblox, the massively popular game creation platform, uses a Lua derivative called Luau for all gameplay scripting [34]. With over 140 million daily active users as of late 2025, Roblox represents one of the largest Lua-based ecosystems in the world [35]. World of Warcraft allows players to customize their interface with Lua addons, creating one of the largest communities of Lua programmers in the world. Defold, King’s open-source 2D game engine (used to make games played by hundreds of millions), scripts all game logic in Lua [32]. LÖVE2D provides a framework for building 2D games entirely in Lua [31]. Other notable games using Lua include Factorio, Garry’s Mod, Civilization V and VI, and Teardown [49].




Web infrastructure has embraced Lua through OpenResty, a distribution of Nginx that embeds LuaJIT for request processing [36]. OpenResty is capable of handling 10K to 1M+ concurrent connections on a single box [37], and is used by companies including Netflix, Cisco, and WordPress.com. Kong, one of the most popular API gateways, is built on OpenResty and uses Lua for its plugin system [40].




Databases use Lua for server-side scripting. Redis has supported Lua scripting since version 2.6 (2012), allowing atomic multi-command operations through EVAL and EVALSHA commands. Tarantool, an in-memory database and application server, uses Lua as its primary stored-procedure language.




Text editors have increasingly adopted Lua. Neovim, the hyperextensible Vim fork, migrated its plugin API from Vimscript to Lua [42], making Lua a first-class configuration language for one of the most popular editors among professional developers. According to the 2025 Stack Overflow Developer Survey, Neovim is used by approximately 12% of developers [43].




Other notable uses include Adobe Lightroom (Lua for plugin development), VLC media player (Lua for extensions and streaming scripts), Pandoc (Lua for filters that transform document formats), MediaWiki/Scribunto (Lua for Wikipedia template logic), nmap (Lua for the NSE scripting engine used in network security scanning), Snort (Lua for intrusion detection rules), ArduPilot (Lua for drone autopilot scripting), and even Volvo cars (Lua embedded in instrument panel software).




The list is long because Lua’s design philosophy makes it useful almost anywhere an application needs extensibility. The language does not try to compete with the host; it tries to complement it. That is a rare quality in programming languages, and it is precisely why Lua has survived and thrived for over thirty years.





Chapter 1 Summary


Lua was born at PUC-Rio in 1993 from the practical need for an embeddable configuration language. Its design philosophy prioritizes simplicity, small size, portability, and embeddability above all else. The table serves as Lua’s universal data structure, eliminating the need for separate arrays, dictionaries, and objects. Metatables provide a meta-mechanism for extending language semantics without hard-coding features into the syntax. Over thirty years of careful evolution has produced five major 5.x releases, each adding targeted improvements while maintaining backward compatibility within series. Today Lua powers game engines, web servers, databases, text editors, and countless embedded applications worldwide. Understanding this history and philosophy is essential to writing idiomatic Lua code, because the language’s “limitations” are actually deliberate design choices that reward programmers who work with its grain rather than against it.













Chapter 2: Getting Started with Lua


Installing Lua: From Source to Package Manager


Lua is distributed as pure ISO C source code. It compiles unmodified on virtually every platform that has a C compiler. This is not a marketing claim; it is a consequence of the language’s design. The entire Lua distribution fits in under 400 kilobytes of compressed source [10], and it has no external dependencies beyond a standard C library.




Building from source on Unix-like systems is straightforward. Download the tarball from lua.org, extract it, and run make:



1 -- These are shell commands, not Lua code
2 curl -L -O https://www.lua.org/ftp/lua-5.4.7.tar.gz
3 tar zxf lua-5.4.7.tar.gz
4 cd lua-5.4.7
5 make all test
6 sudo make install





The make all command compiles the Lua library, the standalone interpreter (lua), and the compiler (luac). The make test target runs the interpreter on its own source code as a basic sanity check. If everything works, you will see the Lua version printed and then a return to the shell prompt.




For Lua 5.5, the process is identical:



1 curl -L -O https://www.lua.org/ftp/lua-5.5.0.tar.gz
2 tar zxf lua-5.5.0.tar.gz
3 cd lua-5.5.0
4 make all test
5 sudo make install





Installing via package managers is often easier. On Debian and Ubuntu, run sudo apt install lua5.4 (or lua5.5 when available). On macOS with Homebrew, use brew install lua. On Windows, you can use vcpkg (vcpkg install lua) or download pre-built binaries from LuaBinaries.sourceforge.net.




LuaRocks, the Lua package manager, is installed separately. On most Unix systems:



1 curl -L -O https://luarocks.org/releases/luarocks-3.11.0.tar.gz
2 tar zxf luarocks-3.11.0.tar.gz
3 cd luarocks-3.11.0
4 ./configure && make && sudo make install





After installation, verify with luarocks --version. LuaRocks lets you install community packages with commands like luarocks install penlight or luarocks install lua-resty-http.





Your First Lua Program


The quickest way to start writing Lua is the interactive interpreter, also known as the REPL (Read-Eval-Print Loop). Type lua at your command prompt:



1 $ lua
2 Lua 5.4.7  Copyright (C) 1994-2024 Lua.org, PUC-Rio
3 >





The > prompt means Lua is waiting for input. Try it:



1 > print("Hello, Lua!")
2 Hello, Lua!
3 > 2 + 3
4 5
5 > x = 10
6 > print(x * 2)
7 20





The interpreter evaluates each expression and prints the result (except for assignments and function calls that do not return values). The print function is a built-in that converts its arguments to strings and writes them to standard output, separated by tabs and followed by a newline.




Running scripts from files is how you will write real programs. Create a file called hello.lua:



 1 -- This is a comment in Lua
 2 -- Lines starting with -- are ignored by the interpreter
 3 
 4 print("Hello, Lua!")
 5 
 6 -- You can also use block comments for longer explanations
 7 --[[
 8 This is a block comment.
 9 It can span multiple lines.
10 ]]
11 
12 local name = "World"
13 print("Hello, " .. name .. "!")





Run it with lua hello.lua. The output is:



1 Hello, Lua!
2 Hello, World!





The .. operator concatenates strings. This is Lua’s string joining operator, and you will use it constantly. Note that Lua uses 1-based indexing (the first character of a string is at position 1, not 0), which differs from many languages but aligns with how most people count naturally.





Development Environments and Editors


Lua does not come with an integrated development environment. The language team has always preferred to keep the distribution minimal and let users choose their own tools. Here are the most popular options:




Visual Studio Code with the Lua Language Server extension (by sumneko/wallos, now maintained as the official Lua VSCode extension) provides syntax highlighting, IntelliSense, type inference, and debugging support. It is currently the most popular Lua development environment and works well for both standalone Lua projects and embedded scripting.




ZeroBrane Studio is a free, cross-platform IDE built specifically for Lua. It includes a debugger, an interactive console, project management, and support for multiple Lua versions. It is particularly useful for beginners who want an all-in-one tool.




Neovim is itself configured in Lua and has excellent Lua development support. The built-in vim.lsp client works with the Lua Language Server out of the box, making Neovim a compelling choice if you already use it for other languages.




Online editors like lua-playground.net and the embedded demo on lua.org are useful for quick experiments and sharing code snippets. They run Lua in the browser using LuaJIT compiled to WebAssembly.





Understanding the Lua Distribution


When you download the Lua source, you will find a small but carefully organized set of files. The key files in the src/ directory are:





	
lua.c: The standalone interpreter. This is a thin wrapper (under 500 lines) around the core library. It handles command-line arguments, loads standard libraries, and runs either an interactive session or a script file. When you embed Lua in your own application, you do not use lua.c; you write your own host program that calls the same library functions.



	
luac.c: The Lua compiler. It compiles Lua source code into bytecode and can optionally disassemble existing bytecode for inspection.



	
lapi.c through lvm.c: The core library implementation. These files implement the C API, the virtual machine, the garbage collector, and the basic language mechanics.



	
lbaselib.c through loslib.c: The standard libraries. Each library (string, table, math, io, os, debug, coroutine, package) is implemented in its own file.



	
luaconf.h: The configuration header. You can customize Lua’s behavior by editing this file before compilation. Options include the size of the stack, string interning behavior, and whether to include certain libraries.








The fact that lua.c is so small is significant. It means that embedding Lua in your own application is not a special case; it is exactly what the Lua library was designed for. The standalone interpreter is just one possible host application among many.




This modular structure also means you can strip down Lua for embedded use. If you only need the core language and the string library, you can compile only those files and leave everything else out. The resulting binary can be tiny enough to fit in microcontroller firmware.





Chapter 2 Summary


Lua is distributed as pure ISO C source code with no external dependencies, making it trivially portable across platforms. Installation ranges from building from source (the most flexible approach) to using package managers like apt, Homebrew, or vcpkg. The interactive REPL provides immediate feedback for experimentation, while script files are the standard way to write real programs. The Lua distribution is remarkably small and modular: the standalone interpreter (lua.c) is under 500 lines of C wrapping around the core library, and each standard library lives in its own source file. This modularity means you can embed only the parts you need, producing binaries small enough for microcontroller firmware. Development environments range from VS Code with the Lua Language Server extension to ZeroBrane Studio’s dedicated Lua IDE, to Neovim (which is itself configured in Lua). Understanding the distribution structure helps you see that embedding Lua in your own application is not a special case; it is exactly what the library was designed for.
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Chapter 3 Summary
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Conditional Statements
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Closures and Upvalues
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Variadic Functions and … Arguments
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Tail Calls and Proper Tail Call Optimization
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Table Operations and the Table Library
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Tables as Data Structures
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Table Traversal and Manipulation
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Chapter 6 Summary
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.










Chapter 7: Metatables and Metamethods
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.

What Are Metatables?
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Arithmetic and Bitwise Metamethods
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Table Access Metamethods
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Advanced Metatable Patterns
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Metatable Lookup Chain: A Visual Guide
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Chapter 7 Summary
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.










Chapter 8: Object-Oriented Programming in Lua
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.

Objects Without Classes
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Class Metapatterns
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Inheritance in Lua
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Encapsulation and Access Control
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Polymorphism and Duck Typing
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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Chapter 9: Modules, Packages, and Code Organization
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.

Creating Modules
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Package Paths and Searchers
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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Producer-Consumer Patterns
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Why This Matters
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This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Chapter 12 Summary
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.










Chapter 13: The C API, Embedding, and Extending Lua
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Userdata and Metaprogramming in C
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Security and Sandboxing
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


C API Stack: A Visual Guide
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Chapter 13 Summary
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Design Overview
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.


Implementation
This content is not available in the sample book. The book can be purchased on Leanpub at https://leanpub.com/luaprogrammingfromfirstscripttofullmastery.
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