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<?xm version="1.0" encodi ng="utf-8"?>
<Mbd i d="8d4f a23a- ef 43- 440c- 8422- 2bec11f 8f 5d7" versi on="4.2">
<Properties>
<Nanme>Better Trade Screen</ Nanme>
<Stability>Beta</Stability>
<Teaser>Adds sort options, filters and generally inproves the trade
screen. </ Teaser >
<Descri pti on>Adds sort options, filters and generally inproves the trade
screen. </ Descri ption>
<Aut hor s>ast og</ Aut hor s>
<Af f ect sSavedGanes>0</ Af f ect sSavedGanes>
<Conpat i bl eVer si ons>2. 0</ Conpat i bl eVer si ons>
</ Properties>
<I nGaneAct i ons>
<l nportFiles id="BTS_| MPORT_FI LES" >
<ltenms>
<Fil e>Ul/ TradeOvervi ew. xm </ Fi | e>
<Fi | e>Ul / TradeOvervi ew. | ua</ Fi | e>
<Fi | e>Ul / TradeSupport .| ua</Fil e>
<Fi | e>Ul / Chooser s/ Tr adeRout eChooser . xm </ Fi | e>
<Fi | e>Ul / Chooser s/ Tr adeRout eChooser . | ua</ Fi | e>
<Fi | e>Ul / Chooser s/ TradeOri gi nChooser. xm </ Fi | e>
<Fi | e>Ul / Chooser s/ TradeOri gi nChooser . |l ua</ Fil e>
</ltems>
</l nportFil es>
<Local i zedText id="BTS_TEXT">
<ltenms>
<Fi | e>Text/BTS Text DE. xm </ Fil e>
<Fi | e>Text/ BTS_Text _EN. xm </ Fi | e>
<Fi | e>Text/BTS Text ES. xm </ Fil e>
<Fi | e>Text/BTS Text FR xm </ Fil e>
<Fi | e>Text/ BTS_Text _Hans_CN. xm </ Fi | e>
<Fil e>Text/BTS Text IT.xm </ Fil e>
<Fi | e>Text/BTS Text KR xm </ Fil e>
<Fi | e>Text/BTS_Text _PL.xm </ Fi | e>
<Fi |l e>Text/BTS Text RU. xm </ Fil e>
</ltems>
</ Local i zedText >
</ I nGaneAct i ons>
<Fil es>
<Fil e>Ul/ TradeOvervi ew. xm </ Fi | e>
<Fi |l e>Ul / TradeOvervi ew. | ua</ Fi | e>
<Fi | e>Ul / TradeSupport .| ua</Fil e>
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<Fi | e>Ul / Chooser s/ Tr adeRout eChooser . xm </ Fi | e>
<Fi | e>Ul / Chooser s/ Tr adeRout eChooser . | ua</ Fi | e>
<Fi | e>Ul / Chooser s/ TradeOri gi nChooser. xm </ Fi | e>
<Fi | e>Ul / Chooser s/ TradeOri gi nChooser . |l ua</Fil e>
<Fi | e>Text/ BTS_Text DE. xm </ Fi | e>
<Fi | e>Text/BTS Text EN. xm </ Fi | e>
<Fi | e>Text/BTS Text ES.xm </ File>
<Fi | e>Text/ BTS_Text _FR xm </ Fi | e>
<Fi | e>Text/ BTS Text Hans_ CN. xm </ Fi | e>
<Fi | e>Text/BTS Text IT.xm </File>
<Fi | e>Text/ BTS_Text KR xm </ Fi | e>
<Fi |l e>Text/BTS Text PL.xm </ Fil e>
<Fi | e>Text/BTS Text RU. xm </ Fil e>
</Files>
</ Mbd>
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M T License

Copyright (c) 2016 astog

Perni ssion is hereby granted, free of charge, to any person obtaining a copy
of this software and associ ated docunentation files (the "Software"), to deal
in the Software without restriction, including without Iinmtation the rights
to use, copy, nodify, nerge, publish, distribute, sublicense, and/or sell
copies of the Software, and to pernmit persons to whomthe Software is
furnished to do so, subject to the follow ng conditions:

The above copyright notice and this perm ssion notice shall be included in all
copi es or substantial portions of the Software.

THE SOFTWARE |'S PROVIDED "AS |'S", W THOUT WARRANTY OF ANY KI ND, EXPRESS OR

| MPLI ED, | NCLUDI NG BUT NOT LIM TED TO THE WARRANTI ES OF MERCHANTABI LI TY,

FI TNESS FOR A PARTI CULAR PURPCSE AND NONI NFRI NGEMENT. | N NO EVENT SHALL THE
AUTHORS OR COPYRI GHT HOLDERS BE LI ABLE FOR ANY CLAIM DAMAGES OR OTHER

LI ABI LI TY, WHETHER | N AN ACTI ON OF CONTRACT, TORT OR OTHERW SE, ARl SI NG FROMV
QUT OF OR I N CONNECTI ON W TH THE SOFTWARE OR THE USE OR OTHER DEALI NGS I N THE
SOFTWARE.
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# Better Trade Screen
## | ntroduction
The goal of this nod is to inprove the trade screens in Civilization VI and help
manage and nonitor running trade routes.
## Features
* Shows turns to conplete a trade route rather than the di stance between the
cities.
* Overhaul ed *Trade Overvi ew screen

* Shows all possible routes, even if the trader is not present in the
origin city.

* Clicking on a route where a free trade unit is not present in the
origin city takes you to a free trade unit and opens the *Change Cty* screen

* Route entry is colored based on destination player

* Player/City header are also col ored.

* Shows origin city and destination city yields in the sane screen

* Added **G oup** and **Filter** settings

* *My Routes* tab tracks active routes, so you know when a trade route
conpl et es.

ITalt text](http://i.inmgur.conl 3GLPAdh.jpg?1l "COverhaul ed Trade Overview
screen")
* Sort bar in *Make Trade Route* screen and *Trade Overvi ew screen. Sort the
routes by **left clicking** on a button

ITalt text](http://i.inmgur.conf QUTDQYe.jpg "Sort bar - Trade Overview')
* Trade Routes can be sorted based on yields, and turns renai ning. Queue
multiple sorts by holding **SH FT** and the left clicking on a sort button
Right click on any sort button to renove it fromthe sort setting

Ifalt text](http://i.inmgur.conl CLT7kPL.jpg?1l "Miultiple Sort exanple")
* When openi ng *Make Trade Route* screen, the | ast destination is automatically
pi cked.
* Set a trader to repeat its last route by selecting the **Repeat Route**
checkbox when initiating a trade route.

ITalt text](http://i.inmgur.conlfalLaOb3.jpg "Repeat Route checkbox")
* An additional checkbox is provided that sets the trader to repeat the **top**
route fromthe sort settings when the trade was initiated. This allows the trade
route to always be the best one, hence reducing nicromanagent of always checking
the trade routes.
* Cancel the automated trader fromthe *My Routes* tab in **Trade Overvi ew*
screen.
## Installation
If you are using [Chao's QU] (https://github.confchaorace/cqui), this nod is
already included in it, and requires no extra steps to install. If you are
*NOT** using CQUI, follow the steps bel ow
1. Downl oad the | atest rel ease.
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2. Extract the downl oaded archive to your Mdds folder. For ne this is in
*Docurment s\ My Ganes\Sid Meier's Gvilization VI\Mds*

3. Activate the Mod in *Additional Content* inside Civilization VI.

## Troubl eshooti ng

If you encounter issues with getting the nod working try the follow ng steps:
1. Try installing the Mod into the DLC folder. This folder is the fol der where
you installed Civilization VI, exanple *C \Program Fil es

(x86)\ St eam st eamapps\ common\Sid Meier's CGvilization VI\DLC*

2. Delete the cache. This can be found here - *Docunents\My Ganes\Sid Meier's
Civilization VI\Cache*

3. Check out this [thread] (https://foruns.civfanatics.conithreads/nods-not-

wor ki ng-at -al | - hel p. 606288/)

4. If none of the above work, let ne knowin this repository or

[here] (https://foruns. civfanatics. conlthreads/ nore-I|enses. 606150/)

## FAQ

**] | oaded a save ganme and the text is all broken?**

> This is a bug fromFiraxis. To fix this you have to exit to **destop** and
start Civilization VI again.

**] can't see yields for the destination city, where are they?**

>In the previous version, | had a string show that the destination city gains no
benefits, but it lead to a lot of cluttering in the screen. Currently, if the
destination city has no yield, you won't see any.

**Trade Overvi ew panel does not open in between turns?**

>Wth v3.0 | blocked the Trade Overvi ew panel from opening since it causes CID.
If you want to unblock this, change the following Iine in TradeOverview | ua

>

>"| ocal bl ockPanel | nBet weenTurns = true’

>

>t o

>

>"| ocal bl ockPanel | nBet weenTurns = fal se’
## Credits

* @houYzzz for providing the Chinese localization in #161-CQU

* @eggesi m (Si nonel974 on Civfanatics) for providing the Italian |ocalization
in #250- CQU

* @lectron for providing the Russian |localization in #251-CQU

* @ejbr for providing the Polish localization in #253-CQU

* @rytomfor providing the German | ocalization in #283-CQU

* @ctrs for providing a partial French localization in #273-CQU

* @bqgd for providing a Korean translation in #309-CQU
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#!/ bi n/ sh

#

# An exanpl e hook script to check the conmit | og nessage taken by
# appl ypatch froman e-mail nessage

#

# The hook should exit with non-zero status after issuing an

# appropriate nmessage if it wants to stop the commit. The hook is
# allowed to edit the conmit nessage file.

#

# To enable this hook, rename this file to "appl ypatch-nsg".

gi t-sh-setup
conm tneg="%$(git rev-parse --git-path hooks/commit-nsg)"
test -x "$commi tmsg" && exec "$conmi tnsg" ${1+"$@A}
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#

#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
t

'/ bin/sh
An exanpl e hook script to check the commit | og nessage.
Called by "git conmit" with one argunment, the nane of the file
that has the commt nessage. The hook should exit with non-zero
status after issuing an appropriate nessage if it wants to stop the
commit. The hook is allowed to edit the conmit nessage file.
To enabl e this hook, rename this file to "commit-nsg".
Uncoment the below to add a Signed-off-by line to the nessage.
Doing this in a hook is a bad idea in general, but the prepare-conmit-nsg
hook is nore suited to it.
SOB=$(git var AT AUTHOR IDENT | sed -n "s/™\(.*>\).*$/Signed-off-by: \1/p')
grep -gs "~$SOB" "$1" || echo "$SOB" >> "$1"
Thi s exanpl e catches duplicate Signed-off-by |ines.
est "" = "$(grep '~Signed-of f-by: ' "$1"
sort | unig -c | sed -e '/ 1*1[ 1/7d)" || {
echo >&2 Duplicate Signed-off-by |ines.
exit 1
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#! [ usr/ bi n/ perl

use strict;

use war ni ngs;

use | PC: : Openz,;

An exanpl e hook script to integrate Watchman

(https://facebook. github.io/watchman/) with git to speed up detecting
new and nodified files.

The hook is passed a version (currently 1) and a tinme in nanoseconds
formatted as a string and outputs to stdout all files that have been
nodi fied since the given tine. Paths nmust be relative to the root of
the working tree and separated by a single NUL.

#
#
#
#
#
#
#
#
#
# To enable this hook, rename this file to "query-watchnman" and set
# 'git config core.fsnonitor .git/hooks/query-watchman
#
ny ($version, $tine) = @GARGY
# Check the hook interface version
if ($version == 1) {

# convert nanoseconds to seconds

$tinme = int $time / 1000000000;
} else {

di e "Unsupported query-fsnmonitor hook version '$version

"Falling back to scanning...\n";

An

}

ny $git_work tree;

if ($°0 =~ "nmeys' || $"O =~ "cygwin') {
$git_work_tree = Wn32:: Get Owd();
$git_work tree =~ tr/\\/\//;

} else {
requi re Owd;
$git_work tree = Owd::cwd();

}

ny $retry = 1;

| aunch_wat chman() ;
sub [ aunch_wat chman {
ny $pid = open2(\*CHLD_QUT, \*CHLD IN, 'watchman -j --no-pretty')
or die "open2() failed: $!'\n"
"Falling back to scanning...\n";
# In the query expression below we're asking for names of files that
# changed since $tine but were not transient (ie created after
# $time but no | onger exist).
#
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To acconplish this, we're using the "since" generator to use the
recency index to select candidate nodes and "fields" to linmt the
output to file nanes only. Then we're using the "expression" termto
further constrain the results.

The category of transient files that we want to ignore will have a
creation clock (cclock) newer than $tine_t value and will also not
currently exist.
ny $query = <<" END';
["query", "$git_work_tree", {

"since": $tine,

"fields": ["nanme"],

"expression": ["not", ["allof", ["since", $ting,
"cclock"], ["not", "exists"]]]

}

HoH OB OB OB OB H R

END
print CHLD IN $query;
close CHLD IN
ny $response = do {local $/; <CHLD OUT>};
di e "Wat chman: command returned no output.\n"
"Falling back to scanning...\n" if $response eq "";
di e "Watchman: command returned invalid output: $response\n”

"Falling back to scanning...\n" unless $response =~ /"\{/;
ny $j son_pkg;
eval ({

requi re JSON: : XS
$j son_pkg = "JSON: : XS"
1;
} or do {
require JSON: : PP;
$j son_pkg = "JSON: : PP";
i
ny $0 = $j son_pkg- >new >ut f 8- >decode( $r esponse) ;
if ($retry > 0 and $o->{error} and $o->{error} =~ munable to resolve
root .* directory (.*) is not watched/) {
print STDERR "Adding '$git_work_tree' to watchman's watch
list.\n";
$retry--;
gx/ wat chman watch "$git_work_tree"/;
die "Failed to nake watchman watch '$git_work_tree'.\n"
"Falling back to scanning...\n" if $? 1= 0;
# Watchman will always return all files on the first query so
# return the fast "everything is dirty" flag to git and do the
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# \Watchman query just to get it over with now so we won't pay
# the cost in git to ook up each individual file.

print "/\0";
eval { launch_watchman() };
exit O;

}
die "Watchman: $o->{error}.\n" .
"Falling back to scanning...\n" if $o->{error};
bi nnrode STDOUT, ":utf8";
local $, = "\0";
print @$o->{files}};
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#!/ bi n/ sh

#

# An exanpl e hook script to prepare a packed repository for use over
# dunb transports.

#

# To enable this hook, renane this file to "post-update".

exec git update-server-info
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#!/ bi n/ sh

#

# An exanpl e hook script to verify what is about to be committed

# by applypatch froman e-nmail nessage.

#

# The hook should exit with non-zero status after issuing an

# appropriate nmessage if it wants to stop the commt.

#

# To enable this hook, renanme this file to "pre-applypatch".
git-sh-setup

precommt="$(git rev-parse --git-path hooks/pre-comit)"
test -x "$precommit” && exec "$precommit” ${1+"$@}
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#!/ bi n/ sh

An exanpl e hook script to verify what is about to be commtted.
Called by "git conmit"” with no argunents. The hook shoul d

exit with non-zero status after issuing an appropriate nessage if
it wants to stop the conmit.

EYSNEVONE "N “OIE et

# To enable this hook, renane this file to "pre-comit".
if git rev-parse --verify HEAD >/dev/null 2>&1
t hen
agai nst =HEAD
el se
# Initial coomit: diff against an enpty tree object
agai nst=$(git hash-object -t tree /dev/null)
fi
# If you want to allow non-ASCI| filenanes set this variable to true.
al | ownonascii =$(git config --bool hooks. al |l ownonasci i)
# Redirect output to stderr
exec 1>&2
# Cross platformprojects tend to avoid non-ASCI I fil enanes; prevent
# them from being added to the repository. W exploit the fact that the
# printable range starts at the space character and ends with til de.
if [ "$allownonascii" !'= "true" ] &&
# Note that the use of brackets around a tr range is ok here, (it's
# even required, for portability to Solaris 10's /usr/bin/tr), since
# the square bracket bytes happen to fall in the designated range.
test $(git diff --cached --nane-only --diff-filter=A -z $agai nst
LC ALL=C tr -d '[ -~]\0" | wc -¢c) !'=0
t hen
cat <<\ EOF
Error: Attenpt to add a non-ASCI|l file nane.
This can cause problens if you want to work with people on other platfornmns.
To be portable it is advisable to renane the file.
If you know what you are doing you can disable this check using:
git config hooks. all ownonascii true
EOF
exit 1
fi
# |If there are whitespace errors, print the offending file names and fail
exec git diff-index --check --cached $agai nst --
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#!/ bi n/ sh
An exanpl e hook script to verify what is about to be pushed.

This hook is called with the follow ng paraneters:

$1 -- Nanme of the renpte to which the push is being done
$2 -- URL to which the push is being done

I f pushing w thout using a naned renpte those argunents wll

the standard input in the form

#
#
#
#
#
#
#
#
#
#
#
#
#
#
# <l ocal ref> <local shal> <renpte ref> <renote shal>
#

#

# with "WP" (work in progress).

renot e="$1"

url ="$2"

z40=0000000000000000000000000000000000000000

while read local _ref local _sha renote_ref renote_sha

do
if [ "$local _sha" = $z40 ]

t hen
# Handl e del ete
el se
if [ "$renpte_sha" = $z40 ]
t hen
# New branch, exanine all comits
range="$l ocal _sha"
el se

Called by "git

push" after it has checked the renote status, but before anything has been
pushed. If this script exits with a non-zero status nothing will be pushed.

be equal

I nformati on about the commits which are being pushed is supplied as lines to

Thi s sanple shows how to prevent push of conmits where the | og nessage starts

# Update to existing branch, exam ne new commits

range="$renot e_sha. . $l ocal _sha"
fi
# Check for WP comi t

commit="git rev-list -n 1 --grep '"WP "$range""

if [ -n "$commit" ]
t hen

echo >& "Found WP commit in $local _ref, not pushing"

exit 1
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fi
fi
done
exit O
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#!/ bi n/ sh

#

# Copyright (c) 2006, 2008 Juni o C Hanano

#

# The "pre-rebase" hook is run just before "git rebase" starts doing
# its job, and can prevent the comand fromrunning by exiting with
# non-zero status.

#

# The hook is called with the follow ng paraneters:

#

# $1 -- the upstreamthe series was forked from

# $2 -- the branch being rebased (or enpty when rebasing the current branch).
#

# This sanple shows how to prevent topic branches that are already

# merged to 'next' branch fromgetting rebased, because allowing it

#

woul d result in rebasing al ready published history.

publ i sh=next
basebr anch="3$1"
if test "$#" = 2
t hen

t opi c="r ef s/ heads/ $2"

el se

fi

topic="git synbolic-ref HEAD |
exit O ;# we do not interrupt rebasing detached HEAD

case "$topic" in
r ef s/ heads/ ??/*)

*)
exit O ;# we do not interrupt others.
esac
# Now we are dealing with a topic branch bei ng rebased

#
#

on top of master. Is it OKto rebase it?
Does the topic really exist?

git showref -q "S$Stopic" || {

}
#

echo >& "No such branch $topic"
exit 1

Is topic fully nerged to master?

not _in_naster="git rev-list --pretty=oneline "master "$topic""
if test -z "$not _i n_naster”
t hen
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echo >& "S$topic is fully nmerged to master; better renmove it."
exit 1 ;# we could allowit, but there is no point.
fi
# |s topic ever nerged to next? |If so you should not be rebasing it.
only_next_1="git rev-list “master "~$topic" ${publish} | sort"

only next 2="git rev-list ~master ${publish} | sort"
if test "$only_next_1" = "$only_next 2"
t hen

not in topic=git rev-list ""$topic" nmaster’
if test -z "$not_in_topic"

t hen
echo >&2 "$topic is already up to date with nmaster”
exit 1 ;# we could allowit, but there is no point.
el se
exit 0
fi
el se
not in_next="git rev-list --pretty=oneline ~${publish} "$topic""
/fusr/bin/perl -e'
ny $topic = $ARGV[ 0] ;
ny $nsg = "* $topic has commits already nerged to public
branch:\ n";
my (%ot _in_next) = map {
/I™N([0-9a-f]+) [/;
($1 => 1);
} split(/\n/, $ARGV[1]);
for ny $elem (map {
IN([0-9a-f1+) (.*)$/;
[$1 => $2];
} split(/\n/, $ARGV[2])) {
if ('exists $not_in_next{$elem>[0]}) {
if ($msg) {
print STDERR $nsg;
undef $nsg;
}
print STDERR " $elem >[1]\n";
}
}
"$topic" "$not_in_next" "$not_in_nmaster"”
exit 1
fi
<<\ DOC_END

Thi s sanpl e hook safeguards topic branches that have been

Doc Page: 17



Project: Better Trade Screen
Path: Better Trade Screen\.git\hooks\pre-rebase.sample

File Page: 3

publ i shed from bei ng rewound.
The wor kfl ow assuned here is:
* Once a topic branch forks from"master", "master" is never
merged into it again (either directly or indirectly).
* Once a topic branch is fully cooked and nmerged into "master"

it is deleted. |If you need to build on top of it to correct
earlier mstakes, a new topic branch is created by forking at
the tip of the "master". This is not strictly necessary, but

it makes it easier to keep your history sinple.
* Whenever you need to test or publish your changes to topic
branches, nerge theminto "next" branch
The script, being an exanple, hardcodes the publish branch nane
to be "next", but it is trivial to make it configurable via
$G T_DI R/ confi g nechani sm
Wth this workflow, you would want to know:
(1) ... if a topic branch has ever been nmerged to "next". Young
topi ¢ branches can have stupid m stakes you woul d rather
cl ean up before publishing, and things that have not been
merged into ot her branches can be easily rebased wi thout
affecting other people. But once it is published, you would
not want to rewind it.

(2) ... if atopic branch has been fully nerged to "master".
Then you can delete it. More inportantly, you should not
build on top of it -- other people may already want to

change things related to the topic as patches agai nst your
"master", so if you need further changes, it is better to
fork the topic (perhaps with the sane nane) afresh fromthe
tip of "master".
Let's | ook at this exanple:
0---0---0---0---0---0---0---0---0---0 "next"

/ / / /
/ a---a---b A / /
/ / / /
/ / c---c---c---c B /
/ / / \ /
/ / / b---b C \ /
/ / / / \ /

---0---0---0---0---0---0---0---0---0---0---0 "naster"
A, B and C are topic branches.
* A has one fix since it was nerged up to "next".

* B has finished. It has been fully nerged up to "master" and "next",

and is ready to be del eted.
* C has not nmerged to "next" at all
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W would want to allow C to be rebased, refuse A and encourage
B to be del eted.
To conpute (1):

git rev-list ~“master ~topic next

git rev-list “naster next

if these match, topic has not nerged in next at all
To conpute (2)

git rev-list master..topic

if this is enpty, it is fully nerged to "naster”
DOC_END
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#!/ bi n/ sh

#

# An exanpl e hook script to make use of push options.

# The exanple sinply echoes all push options that start with 'echoback=

# and rejects all pushes when the "reject" push option is used.

#

# To enable this hook, rename this file to "pre-receive"
if test -n "$A T_PUSH_OPTI ON_COUNT"

t hen
i =0
while test "$i" -1t "$G T_PUSH OPTI ON_COUNT"
do
eval "val ue=\$d T_PUSH OPTI ON_$i "
case "$value" in
echoback=*)
echo "echo fromthe pre-recei ve-hook: ${val ue#t*=}" >8&2
reject)
exit 1
esac
i=$((i + 1))
done

fi
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#!/ bi n/ sh

#

# An exanpl e hook script to prepare the conmit | og nessage.

# Called by "git commit” with the name of the file that has the

# commt nessage, followed by the description of the conmit

# message's source. The hook's purpose is to edit the comit

# message file. |If the hook fails with a non-zero status,

# the commit is aborted.

#

# To enable this hook, rename this file to "prepare-comit-nmsg".
# This hook includes three exanples. The first one renpves the

# "# Please enter the commit nessage..." hel p nessage.

#

# The second includes the output of "git diff --nane-status -r"

# into the nmessage, just before the "git status" output. It is

# commented because it doesn't cope with --anend or with squashed
# commits.

#

# The third exanple adds a Signed-off-by line to the nessage, that can
# still be edited. This is rarely a good idea.

COW T_MsSG_FI LE=$1
COW T_SOURCE=$2

SHA1=$3

/usr/bin/perl -i.bak -ne "print unless(m~”. Please enter the conmit
nmessage/ .. m "#$/)"' "$COW T_MSG FI LE"

# case "$COW T_SOURCE, $SHAL" in

# ,|tenplate,)

# /fusr/bin/perl -i.bak -pe '’

# print "\n" . “git diff --cached --name-status -r°

# if / M && $first++ == 0' "$COWMM T_MSG FILE" ;:

# %)

# esac

# SOB=%(git var AT _COM TTER IDENT | sed -n 's/"\(.*>\).*$/Si gned-of f - by
\1/p')

# git interpret-trailers --in-place --trailer "$SOB" "$COMW T_MSG FI LE"

#if test -z "$COWMWM T_SOURCE"

# then

# Jusr/bin/perl -i.bak -pe "print "\n" if !$first_|line+t+ "$COW T_MSG FI LE"
#fi
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#!/ bi n/ sh

#

# An exanpl e hook script to block unannotated tags from entering.

# Called by "git receive-pack” with argunents: refnane shal-old shal-new
#

# To enable this hook, renane this file to "update"”

#

# Config

Ho------

# hooks. al | omunannot at ed

# This bool ean sets whether unannotated tags will be allowed into the
# repository. By default they won't be.

# hooks. al | ondel et et ag

# This bool ean sets whether deleting tags will be allowed in the

# repository. By default they won't be.

# hooks. al | ownodi f yt ag

# This bool ean sets whether a tag may be nodified after creation. By default
# it won't be.

# hooks. al | owdel et ebranch

# This bool ean sets whether deleting branches will be allowed in the
# repository. By default they won't be.

# hooks. denycr eat ebr anch

# This bool ean sets whether renmptely creating branches will be denied
# in the repository. By default this is allowed.

#

# --- Conmand line

r ef name="$1"

ol drev="3%2"

new ev="$3"

# --- Safety check

if [ -z"$AT_DR ]; then
echo "Don't run this script fromthe conmand line." >&2
echo " (if you want, you could supply QT DIR then run" >&2
echo " $0 <ref> <ol drev> <newev>)" >&2
exit 1

fi

if [ -z "$refnane” -o -z "$oldrev" -0 -z "$newev" ]; then
echo "usage: $0 <ref> <ol drev> <new ev>" >&2
exit 1

fi

# --- Config

al | omunannot at ed=$(git config --bool hooks. al | owmunannot at ed)

al | owdel et ebranch=$(git config --bool hooks. al | owdel et ebranch)
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denycreat ebranch=$(git config --bool hooks. denycreat ebranch)
al | owdel et et ag=$(git config --bool hooks. al |l owdel et et ag)

al | ownodi fytag=$(git config --bool hooks. all owrodi fyt ag)

# check for no description

proj ectdesc=$(sed -e '1q'" "$A T_DI R/ descri ption")

case "$projectdesc" in

"Unnamed repository"* | "")
echo "*** Project description file hasn't been set" >&2
exit 1

esac

# --- Check types

# if $newev is 0000...0000, it's a conmit to delete a ref.
zer 0="0000000000000000000000000000000000000000"
if [ "$newev' = "$zero" ]; then
new ev_type=del ete
el se
new ev_type=$(git cat-file -t $new ev)
fi
case "$refname", "$newrev_type" in
refs/tags/*, comit)
# un-annot ated tag
short _r ef name=${ r ef name##r ef s/ t ags/ }
if [ "$allownannotated” != "true" ]; then
echo "*** The un-annotated tag, $short_refnane, is not
allowed in this repository" >&2
echo "*** Use 'git tag [ -a | -s ]' for tags you want to
propagate." >&2
exit 1
fi

refs/tags/*, del ete)
# delete tag
if [ "$all owdel etetag" != "true" ]; then
echo "*** Deleting a tag is not allowed in this
repository" >&2
exit 1
fi
refs/tags/*,tag)
# annotated tag
if [ "$all ownodifytag" != "true" ] & & git rev-parse $refnane >
/dev/null 2>&1
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t hen
echo "*** Tag ' $refnanme’ already exists." >&2
echo "*** Modifying a tag is not allowed in this
repository." >&2
exit 1
fi

ref s/ heads/*, conmit)
# branch
if [ "$oldrev" = "$zero" -a "$denycreatebranch” = "true" ]; then
echo "*** Creating a branch is not allowed in this
repository" >&2
exit 1
fi
ref s/ heads/ *, del et e)
# del ete branch
if [ "$all owdel etebranch" !'= "true" ]; then
echo "*** Deleting a branch is not allowed in this
repository" >&2
exit 1
fi
refs/renotes/*, comit)
# tracki ng branch
refs/renotes/*, del ete)
# delete tracki ng branch
if [ "%all owdel etebranch"” !'= "true" ]; then
echo "*** Deleting a tracking branch is not allowed in
this repository"” >&2
exit 1
fi

*)
# Anything else (is there anything el se?)
echo "*** Update hook: unknown type of update to ref $refnanme of
type $newrev_type" >&2
exit 1

esac
# --- Finished
exit O
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >
<!-- CGERMAN -->
<l-- Common Text -->
<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="de_ DE">

<Text >G uppenei nst el | ungen</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="de_ DE">
<Text >Fi | ter ei nst el | ungen</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="de_ DE">
<Text>Sort. n. [l CON_Food] Nahrung</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="de_ DE">
<Text>Sort. n. [l CON_Production] Produktion</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="de_ DE">
<Text>Sort. n. [ICON_Col d] Col d</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="de_ DE">
<Text>Sort. n. [l CON_Science] Forschung</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP' Language="de_ DE">
<Text>Sort.n. [ICON _Cul ture] Kultur</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAlI TH TOOLTI P" Language="de_ DE">
<Text>Sort. n. [ICON_Faith] d aube</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI Nl NG TOCLTI P* Language="de_ DE">
<Text>Sort. n. [ICON_Turn] Runden bis Route fertig ist</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL ROUTES TEXT" Language="de_ DE">
<Text >l nt er nati onal e Rout en</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="de_ DE">
<Text >St adt staaten mit Handel squest </ Text >

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="de_DE">
<Text >er hélt kei ne Bonusse durch Handel srout e</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="de_DE">
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<Text >Sort. nach</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="de_ DE">
<Text >Max</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="de_ DE">
<Text >M n</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="de_ DE">
<Text >CGesant betrag an[| CON_Turn] bis zur Erstellung der
Handel sr out e</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_ TURNS_REMAI NI NG ALT HELP_TOOLTI P' Language="de_DE">
<Text >Di ese Route benéttigt {1_TurnsRemai ning}[lcon_Turn] bis zur
Fertigstellung. </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG TOOLTI P_BREAKER"' Language="de_DE">
<TeXt>----mmmmmmm e </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_TURNS_REMAI Nl NG_ROUTE_LENGTH_TOOLTI P"
Language="de_DE">
<Text >Handel srout e[ | CON_Movenent]: {1_Tri psToDesti nati on}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="de_DE">
<Text >Zlge bis zum Ziel: {1_TripsToDesti nation}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NIl NG_TURN_COWMPLETI ON_TOOLTI P"
Language="de_DE">
<Text>Route wird fertiggestellt in
[1 CON_Turn] {1_Tur nvhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="de_DE">
<Text >Di e begonnene Route benétigt {1 _TurnsToConpl ete} Runden und wird
fertiggestellt in Runde {2_TurnWhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_AUTOVATI ON_TOOLTI P* Language="de_ DE">
<Text >Abbruch der autonatisierten Handel sroute. Der Handler wrd
ver f igbar sein, sobald seine Route abgeschl ossen ist.</Text>
</ Repl ace>
<!-- Make Trade Route -->
<Repl ace Tag="LOC_TRADE_REPEAT_ROUTE_ CHECKBOX_ LABEL" Language="de_DE">
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<Text >W eder hol e Rout e: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE REPEAT_ ROUTE_ CHECKBOX TOOLTI P" Language="de_ DE">
<Text >Aktiviere, damt der Handl er di ese Route w ederholt. Standardnéfi g
ist die wiederholte Route die |etzte Route des Handl ers. </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL"
Language="de_DE">
<Text >Von oben sort. Ei ntréage: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FROM TOP_SORT ENTRY_CHECKBOX TOOLTI P"
Language="de_DE">
<Text >Di e wi ederholte Route ist die oberste Route in der Sortierliste.
Die Route wird gewdhlt, sobald der Handl er di e Vorige abgeschl ossen hat. </ Text >
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N_CHOOSER HEADER BACKGROUND TEXT" Language="de_DE">
<Text >Wahl e ei ne Stadt </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_ ORI G N_CHOOSER_HEADER LABEL_TEXT" Language="de_DE">
<Text >Transferiere den Handl er nach...</Text>
</ Repl ace>
<Repl ace Tag="LOC ORI G N _CHOOSER CHANGE DESTI NATI ON_BUTTON'
Language="de_DE">
<Text >Best at i ge</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<BaseGaneText >

<l-- ENGISH -->

<l-- Common Text -->

<Row Tag="LOC_TRADE_CROUP_SETTI NGS" >
<Text >Group Settings</ Text>

</ Row>

<Row Tag="LOC_TRADE_FI LTER_SETTI NGS" >
<Text>Filter Settings</Text>

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_FOOD_TOOLTI P*>
<Text>Sort by [| CON_Food] Food. </ Text >

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_PRODUCTI ON_TOOLTI P* >
<Text>Sort by [ICON_Production] Producti on. </ Text >

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_GOLD TOOLTI P*>
<Text>Sort by [| CON_CGol d] Gol d. </ Text >

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_SCI ENCE_TOCOLTI P" >
<Text >Sort by []CON_Sci ence] Sci ence. </ Text >

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_CULTURE_TOOLTI P" >
<Text>Sort by [ICON _Cul ture] Cul ture. </ Text>

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_FAI TH TOCOLTI P" >
<Text>Sort by [ICON_Faith]Faith. </ Text>

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_TURNS_REMAI NI NG_TOCOLTI P" >
<Text>Sort by [ICON Turn] Turns to conpl ete route. </ Text>

</ Row>

<Row Tag="LOC_TRADE_FI LTER | NTERNATI ONAL_ROUTES_TEXT" >
<Text >l nt ernati onal Routes</ Text >

</ Row>

<Row Tag="LOC_TRADE_FI LTER_CS_W TH_QUEST_TOOLTI P* >
<Text>City-States with Trade Quest </ Text >

</ Row>

<!-- Trade Overview -->

<Row Tag="LOC_TRADE_NO BENEFI T_TEXT" >
<Text >gai ns no benefits fromthis Route. </ Text>

</ Row>

<Row Tag="LOC_TRADE_SORT_BY_TEXT" >
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<Text >Sort by: </ Text>
</ Row>
<Row Tag="LOC_TRADE_OVERVI EW ORI G N_AZ" >
<Text>Origin A Z</ Text >
</ Row>
<Row Tag="LOC_TRADE_OVERVI EW ORI G N_ZA" >
<Text>Origin Z- A</ Text >
</ Row>
<Row Tag="LOC_TRADE_OVERVI EW DESTI NATI ON_AZ" >
<Text >Desti nati on A-Z</Text>
</ Row>
<Row Tag="LOC_TRADE_OVERVI EW DESTI NATI ON_ZA" >
<Text >Desti nati on Z- A</ Text>
</ Row>
<Row Tag="LOC_TRADE_EXPAND_ALL_BUTTON_TEXT" >
<Text >Exp: </ Text >
</ Row>
<Row Tag="LOC_TRADE_COLLAPSE_ALL_BUTTON_TEXT" >
<Text >Col : </ Text >
</ Row>
<Row Tag="LOC_TRADE_TURNS_REMAI NI NG HELP_TOOLTI P* >
<Text >Total anount of [ICON_Turn]to conplete this trade route</Text>
</ Row>
<Row Tag="LOC_TRADE_TURNS_REMAI NI NG_ALT_HELP_TOOLTI P" >
<Text>This route will take {1 _TurnsRemaining}[lcon_Turn] to
conpl ete. </ Text >

</ Row>

<Row Tag="LOC _TRADE_TURNS_REMAI NI NG TOOLTI P_BREAKER" >
=) R e PP </ Text >

</ Row>

<Row Tag="LOC _TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH TOOLTI P" >
<Text >Trade Rout e[| CON_Movenent]: {1 TripsToDesti nati on}</ Text>

</ Row>

<Row Tag="LOC _TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P" >
<Text>Trips to destination: {1 TripsToDestination}</Text>

</ Row>

<Row Tag="LOC_TRADE_TURNS_REMAI NI NG _TURN_COVPLETI ON_TOOLTI P" >
<Text>Route will conplete in [ICON_Turn]{1 _TurnWenConpl et ed} </ Text >

</ Row>

<Row Tag="LOC _TRADE_TURNS_REMAI NI NG_TURN_COVPLETI ON_ALT_TOOLTI P" >
<Text>If started, route will take {1_TurnsToConplete} turns and wll

conplete on turn {2_TurnWhenConpl et ed} </ Text >
</ Row>
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<Row Tag="LOC_TRADE_CANCEL_AUTOVATI ON_TOOLTI P" >
<Text >Cancel this trade route's automati on. The trader will be avail abl e,
once this route conpl etes. </ Text >
</ Row>
<l-- Make Trade Route -->
<Row Tag="LOC_TRADE_REPEAT_ROUTE_CHECKBOX_LABEL" >
<Text >Repeat Route: </ Text >
</ Row>
<Row Tag="LOC_TRADE_REPEAT_ROUTE_CHECKBOX TOOLTI P" >
<Text >Enabl e, to have this trader repeat its route. By default, the route
repeated is the | ast one the trader nade. </ Text>
</ Row>
<Row Tag="LOC _TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL">
<Text >From Top Sort Entry: </ Text >
</ Row>
<Row Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX _TOOLTI P" >
<Text >The route repeated is the top route fromthe currently sort
settings. The route gets picked when trader conpletes his |ast one.</Text>
</ Row>
<l-- Trade Oigin Chooser -->
<Row Tag="LOC_ORI G N_CHOOSER HEADER BACKGROUND_TEXT" >
<Text >Choose a city</ Text>
</ Row>
<Row Tag="LOC_TRADE_ORI G N_CHOOSER HEADER_LABEL_ TEXT">
<Text >TRANSFER TRADER TO.. . </ Text >
</ Row>
<Row Tag="LOC_ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON" >
<Text >CONFI RM</ Text >
</ Row>
</ BaseGaneText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<l-- SPANISH -->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="es_ES">
<Text >G upo</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="es_ES"'>
<Text >Fi | tr o</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="es_ES">
<Text >Ordenar por [|CON_Food] Al i ment os. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="es_ES"'>
<Text >Ordenar por [l CON_Producti on] Producci 6n. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="es_ES">
<Text >Ordenar por [ICON_CGol d] Oro. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="es_ES"'>
<Text >Ordenar por [ICON_Sci ence] G enci a. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP' Language="es_ES"'>
<Text >Ordenar por [ICON _Cul ture] Cul tura. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P" Language="es_ES">
<Text >Ordenar por [ICON _Faith]Fe. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI Nl NG TOCLTI P' Language="es_ES"'>
<Text >Ordenar por [ICON_Turn] Turnos para conpletar |a ruta.</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL_ROUTES TEXT" Language="es_ ES">
<Text >Rut as | nt er naci onal es</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="es_ES"'>
<Text >C-E con M si 6n Conerci al </ Text >

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="es_ES"'>
<Text >no obtiene beneficios por esta ruta.</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="es_ES">
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<Text >Or denar por: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="es_ ES">
<Text >Exp: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="es_ ES">
<Text >Con: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="es_ES"'>
<Text >Nunmero de[| CON_Tur n] para conpl etar esta ruta</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENMAI NI NG ALT HELP TOOLTI P" Language="es_ ES">
<Text >Esta ruta se conpletara en {1_TurnsRemai ni ng}[|con_Turn]. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENMAI NIl NG TOCOLTI P_BREAKER' Language="es_ES"'>
<TeXt>-----mmmmm e - </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH _TOOLTI P"
Language="es_ES">
<Text >Ruta Conercial [| CON_ Movenent]: {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="es_ES">
<Text>Vi ajes hacia el destino: {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG TURN COMPLETI ON_TOOLTI P"
Language="es_ES">
<Text>La ruta se conpletard en [ CON_Turn] {1_Tur nWhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="es_ES">
<Text>Una vez iniciada, la ruta durara {1 _TurnsToConpl ete} turnos y se
conpletard en el turno {2_TurnWenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_CANCEL_AUTOVATI ON_TOOLTI P" Language="es_ES"'>
<Text >Cancel a | a autonati zaci 6n de esta ruta. El conerciante estaré
di sponi bl e una vez que la ruta se conpl ete. </ Text >
</ Repl ace>
<!-- Make Trade Route -->
<Repl ace Tag="LOC TRADE REPEAT_ROUTE_CHECKBOX LABEL" Language="es_ES">
<Text >Repeti r </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="es_ES">
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<Text >Activa para que este conerciante repita |la ruta. Por defecto, |la
ruta repetida es la Ultim efectuada por el conerciante. </ Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL"
Language="es_ES">
<Text >Mej or ruta</ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_TOOLTI P"
Language="es_ES">
<Text>La ruta repetida es la nejor ruta segun los criteri os de ordenaci 6n
sel ecci onados. La nueva nejor ruta se escoge cada vez que el conerciante
conpl ete su ruta actual . </ Text>
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N CHOOSER HEADER BACKGROUND TEXT" Language="es_ES"'>
<Text >Escoge una ci udad</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE ORI 3 N CHOOSER HEADER LABEL_ TEXT" Language="es_ ES">
<Text >TRANSFERI R COVERCI ANTE A. .. </ Text>
</ Repl ace>
<Repl ace Tag="LOC ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON'
Language="es_ES">
<Text >CONFI RMAR</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<!-- FRENCH -->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="fr_ FR'>
<Text >Par anetres de groupe</ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="fr_ FR'>
<Text >Paranetres de filtrage</ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="fr_ FR'>
<Text>Trier par [|CON_Food] Nourriture. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="fr_ FR'>
<Text>Trier par [|CON_Production]Production. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="fr_ FR'>
<Text>Trier par [ICON _Gol d] O. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="fr_FR'>
<Text>Trier par [|CON_Sci ence] Sci ence. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP" Language="fr_ FR'>
<Text>Trier par [ICON_Cul ture] Cul ture. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P" Language="fr_FR'>
<Text>Trier par [|ICON_Faith]Foi.</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI Nl NG TOCLTI P* Language="fr_FR'>
<Text >Trier par [|CON _Turn]Tours pour conpl éter |la route. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL_ ROUTES TEXT" Language="fr_ FR'>
<Text >Rout es i nt ernati onal es</ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="fr_FR'>
<Text>Cité-Etats avec une Quéte Commerci al e</ Text >

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="fr_FR'>
<Text >Aucun avant age bénéfi que de cette Route. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="fr_FR'>
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<Text>Trier par :</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="fr_ FR'>
<Text >Exp : </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="fr_ FR'>
<Text >Col :</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="fr_FR'>
<Text >Nonbre total de[l CON _Turn]pour conpl éter cette route
commer ci al e. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_ TURNS_REMAI NI NG ALT HELP_TOOLTI P" Language="fr_FR'>
<Text>Cette route prendra {1 _TurnsRemai ning}[lcon_Turn] pour étre
ter mi née. </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG TOOLTI P_BREAKER' Language="fr_FR'>
<TeXt>----mmmmmem i </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_TURNS_REMAI Nl NG_ROUTE_LENGTH_TOOLTI P"
Language="fr_FR'>
<Text >Rout e conmmerci al e[| CON_Mwvenent] : {1_TripsToDesti nati on}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="fr_FR'>
<Text >Voyages vers l|la destination : {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NIl NG_TURN_COWMPLETI ON_TOOLTI P"
Language="fr_FR'>
<Text >La Route sera term née dans [|I CON_Turn] {1 Tur nWhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG_TURN_COWVPLETI ON_ALT_TOOLTI P"
Language="fr_FR'>
<Text>Si dénmarré, |'itinéraire prend {1_TurnsToConplete} tours et se
term nera au tour {2_TurnWhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_CANCEL_AUTOVATI ON_TOOLTI P* Language="fr_FR'>
<Text >Annul ez | "' automati sation de cette route conmmerciale. Le commrerc¢ant
sera di sponi ble, une fois cette route conpl éte. </ Text>
</ Repl ace>
<!-- Make Trade Route -->
<Repl ace Tag="LOC TRADE REPEAT ROUTE CHECKBOX LABEL" Language="fr_ FR'>
<Text >Reproduire la route : </ Text>
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</ Repl ace>
<Repl ace Tag="LOC _TRADE_REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="fr_FR'>
<Text >Activer, pour que |le marchand reproduise sa route. Par défaut, la
route reproduite est la derniére que |le narchand a faite. </ Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL"
Language="fr_FR'>
<Text>De Haut Tri Entrée: </ Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_ FROM TOP_SORT_ENTRY_CHECKBOX_ TOOLTI P"
Language="fr_FR'>
<Text>L'itinéraire reproduit est |'itinéraire | e plus haut des paranetres
de tri actuels. L'itinéraire est choisi |lorsque | e comercant term ne son
derni er. </ Text >
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N_CHOOSER HEADER BACKGROUND TEXT" Language="fr_FR'>
<Text >Choi si ssez une vill e</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_ ORI G N_CHOOSER_HEADER LABEL_TEXT" Language="fr_FR'>
<Text >STRANSFERER LE MARCHAND VERS. .. </ Text >
</ Repl ace>
<Repl ace Tag="LOC ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON'
Language="fr_FR'>
<Text >CONFI RVER</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >
<!-- SI MPLI FY- CHI NESE - - >
<l-- Common Text -->
<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="zh_ Hans_ CN'>
<Text>mmmmmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FI LTER SETTI NGS" Language="zh_ Hans CN'>
<Text>mmmmmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="zh_ Hans CN'>
<Text>m [| CON_Food] mmmm</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOOLTI P" Language="zh_Hans_ CN'>
<Text>m [| CON_Producti on] mmmmm</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P*" Language="zh_ Hans_ CN'>
<Text>m [| CON_Col d] mmmm</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCOLTI P' Language="zh_Hans_ CN'>
<Text>m [| CON_Science] mmmmm</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT BY CULTURE TOCOLTIP' Language="zh_Hans_ CN'>
<Text>m [ICON Culture] mmmmm</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P' Language="zh_Hans_ CN'>
<Text>m [ICON_Faith] mmmmm</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_SORT_BY_TURNS_REMAI NI NG_TOOLTI P"
Language="zh_Hans_CN'>
<Text>m [ICON_Turn] mmmmmmm</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE_FI LTER | NTERNATI ONAL_ROUTES_TEXT"
Language="zh_Hans_ CN'>
<Text>mmummmm</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE_FILTER CS W TH_QUEST_TOOLTI P* Language="zh_Hans_CN'>
<Text>mummmmmEEE</ Text>
</ Repl ace>
<l-- Trade Overview -->
<Repl ace Tag="LOC TRADE NO BENEFI T_TEXT" Language="zh_ Hans_ CN'>
<Text>mummmmmmEEEE</ Text>
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</ Repl ace>
<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="zh_Hans_CN'>
<Text >mmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_EXPAND ALL_BUTTON TEXT" Language="zh_Hans_CN'>
<Text >mm</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_CCOLLAPSE ALL_BUTTON TEXT" Language="zh_Hans_CN'>
<Text >mm</ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG HELP_TOOLTI P* Language="zh_Hans_CN'>
<Text>mmmmmm [|CON Turn] mmm</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG ALT_HELP_TOCLTI P"
Language="zh_Hans CN'>
<Text>mmmmmmm {1 TurnsReraining}[lcon_Turn] mmm</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI Nl NG_ALT2_HELP_TOCLTI P"
Language="zh_Hans_CN'>
<Text>mmmmmmm {1 TurnsRemaining}[lcon_Turn] mmm</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG _TOOLTI P_BREAKER"
Language="zh_Hans_ CN'>
<TeXt>----mmmmmmi e </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG_ROUTE_LENGTH_TOOLTI P"
Language="zh_Hans CN'>
<Text>mmmm [|CON Mwvenent]: {1_TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="zh_Hans_CN'>
<Text>mmmm: {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI Nl NG_TURN_COWPLETI ON_TOOLTI P"
Language="zh_Hans_ CN'>
<Text>mmmmmm [| CON Turn]{1_TurnWenConpl et ed} mmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG_TURN_COWVPLETI ON_ALT_TOOLTI P"
Language="zh_Hans CN'>
<Text>mmmmmmmmmmmmm [|[CON Turn]{1_ TurnWhenConpl et ed} mmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_AUTOVATI ON_TOOLTI P* Language="zh_ Hans CN'>
<Text>EEEEEEEEEEEEEEEEEEEEEE< Text>
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</ Repl ace>
<!-- Make Trade Route -->

<Repl ace Tag="LOC TRADE REPEAT ROUTE CHECKBOX LABEL" Language="zh Hans CN'>

<Text>mmmmmmmmE</ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_REPEAT_ROUTE_CHECKBOX TOOLTI P"
Language="zh_Hans_CN'>

<Text>EEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEE< Text>

</ Repl ace>

<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_LABEL"

Language="zh_Hans_CN'>
<Text>mmmmmm</ Text >
</ Repl ace>

<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_ CHECKBOX_TOOLTI P"

Language="zh_Hans CN'>
<Text>EEEEEEEEEEEEEEEEEEEEEEEE Text>
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N_CHOOSER HEADER BACKGROUND TEXT"
Language="zh_Hans_ CN'>
<Text>mmmmmm</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE ORI G N CHOOSER HEADER LABEL TEXT"
Language="zh_Hans CN'>
<Text >mmmmm</ Text >
</ Repl ace>

<Repl ace Tag="LOC_ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON"

Language="zh_Hans_CN'>
<Text >mm</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<l-- | TALIAN -->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="it IT">

<Text >l npost azi oni gruppo</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="it | T">
<Text >l npost azi oni filtro</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="it IT">
<Text >Ordi na per [|CON_Food] G bo. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="it | T">
<Text >Ordi na per [1CON_Production] Produzi one. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="it IT">
<Text >Ordi na per [ CON_Gol d] Oro. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="it_|IT">
<Text >Ordi na per [1CON_Sci ence] Sci enza. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP" Language="it_|IT">
<Text>Ordina per [1CON Cul ture]Cultura. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P" Language="it | T">
<Text >Ordi na per [l CON_Faith]Fede. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI Nl NG TOCLTI P* Language="it _|IT">
<Text>Ordina per [1CON_Turn] Turni al conpletanento della rotta. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL_ROUTES TEXT" Language="it |T">
<Text >Rotte Internazionali</Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="it I T">
<Text>Citta Stato con M ssione Rotta Conmerci al e</ Text >

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE _NO BENEFI T_TEXT" Language="it_IT">
<Text >non ha benefici da questa Rotta Commercial e. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="it_IT">
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<Text >Ordi na per: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="it |IT">
<Text >Esp: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="it |T">
<Text >Com </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="it I T">
<Text >Nurnero di [ CON_Turn]al termne della rotta conmerci al e</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENMAI NI NG ALT HELP TOOLTI P" Language="it |T">
<Text >Questa rotta verra conpletata in
{1_TurnsRemai ni ng}[ | con_Turn]. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENMAI NIl NG TOCLTI P_BREAKER' Language="it_IT">
<TeXt>------mmmmm i </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH _TOOLTI P"
Language="it_IT">
<Text >Rotta Commerci al e[| CON_Movenent]: {1 _TripsToDesti nation}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG_TRI PS_COUNT_TOOLTI P"
Language="it _IT">
<Text >Vi aggi a destinazione: {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_TOOLTI P"
Language="it _IT">
<Text>La rotta verra conpletata in [ICON_Turn]{1_TurnWenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="it_IT">
<Text>Se avviata, la rotta verra conpletata in {1 TurnsToConplete} turni e
si concludera al turno {2_TurnWenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_ AUTOVATI ON_TOOLTI P* Language="it IT">
<Text >Cancel | a | ' aut omazi one di questa rotta commerciale. Il comerciante
sara disponibile al suo conpl et anento. </ Text >
</ Repl ace>
<l-- Make Trade Route -->
<Repl ace Tag="LOC_TRADE_REPEAT_ROUTE_CHECKBOX_LABEL" Language="it_|T">
<Text >Ri peti Rotta: </ Text>
</ Repl ace>
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<Repl ace Tag="LOC TRADE REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="it _|T">
<Text>Abilita per ripetere la rotta. Di default, la rotta comerciale
ripetuta € I'ultima portata a term ne dal conmerci ante. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FROM TOP_SORT ENTRY_ CHECKBOX LABEL"
Language="it _IT">
<Text>Ordina dall'alto per:</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_TOOLTI P"
Language="it _IT">
<Text>La rotta ripetuta € la mgliore secondo |'attuale criterio di
ordi nanento. La rotta verra scelta quando il commerciante term nera quella
corrente. </ Text>
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N_CHOOSER HEADER BACKGROUND TEXT" Language="it_|IT">
<Text >Scegli una citta</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE ORI G N_CHOOSER_HEADER LABEL_ TEXT" Language="it_IT">
<Text >TRASFERI SCI COWMERCI ANTE A. .. </ Text >
</ Repl ace>
<Repl ace Tag="LOC ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON"
Language="it_IT">
<Text >CONFERMA</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<!-- KOREAN - ->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="ko KR'>
<Text>mm mmm mmEEE, </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="ko_ KR'>
<Text>mm mmm mmEEE, </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="ko KR'>
<Text>[ 1 CON_Food] mm mmm mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCOLTI P' Language="ko_ KR'>
<Text>[ 1 CON_Production|mmm mmm mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="ko_ KR'>
<Text>[ICON_Cold]m mmm mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="ko_ KR'>
<Text >[I CON_Sci ence]mm mmm mmmmm, </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP' Language="ko KR'>
<Text>[ICON Culture]mm mmm mmmmm, </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ FAI TH TOOLTI P" Language="ko_ KR'>
<Text>[ I CON_Faith] mm mmm mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI NIl NG TOCLTI P' Language="ko_ KR'>
<Text>umm mmm [|CON Turn]m mm mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL ROUTES TEXT" Language="ko_ KR'>
<Text>mm mmmE</ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="ko KR'>
<Text>mmm mEm EEE EE EE Text>

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="ko_KR'>
<Text>m EEEE EN EN EEN EEEE. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="ko_KR'>
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<Text>mm: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="ko KR'>
<Text>mm: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="ko_ KR'>
<Text>mm: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="ko_ KR'>
<Text>m mmmm mmm [|CON Turn]m m</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENAI NI NG ALT HELP TOOLTI P" Language="ko_ KR'>
<Text>m mmmm [|con_Turn]{1_TurnsRemaining}m mm mmmmm. </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENAI NI NG ALT2 HELP_TOOLTI P* Language="ko KR'>
<Text>m mmmm [|con_Turn]{1_TurnsRemaining}m mm mmmmm. </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENAI NIl NG TOCOLTI P_BREAKER' Language="ko_ KR'>
<TeXt>-----mmmmm e - </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH _TOOLTI P"
Language="ko_KR'>
<Text>mmm mm mm: [|CON Mvenent]{1_TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="ko_KR'>
<Text>mmmmmm mm: {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG TURN COMPLETI ON_TOOQOLTI P"
Language="ko_KR'>
<Text>mmmm [|CON_Turn] {1_TurnWhenConpleted}mmm mmmmm. </ Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="ko_KR'>
<Text>mm mmmm [|CON Turn]{1_TurnsToConpletelmm mmm
[1 CON_Turn] {2_Tur nWhenConpl eted} mmm mmmmm. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_AUTOVATI ON_TOOLTI P* Language="ko_ KR'>
<Text>m EEENE EN EEN EEN, £ EEN EEN EEN EN EEEN B EEEE. </ Text>
</ Repl ace>
<!-- Make Trade Route -->
<Repl ace Tag="LOC TRADE REPEAT ROUTE CHECKBOX LABEL" Language="ko_ KR'>
<Text>mm mm mEm: </ Text>
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</ Repl ace>
<Repl ace Tag="LOC _TRADE_REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="ko_KR'>
<Text>EEEEE EEN EN EEN EEEEN SEEEEN EEN EEEN EEN EEEE EEEEE. </ Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL"
Language="ko_KR'>
<Text>mm EEE EEEN EEEE EE: </ Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_TOOLTI P"
Language="ko_KR'>
<Text>EEEEE EN EN EEN EEN EEN ESEN EEEN EEEEE. EN EEEE EEEEE. </ Text>
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N_CHOOSER HEADER BACKGROUND TEXT" Language="ko_KR'>
<Text>mm mm</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE_ ORI G N_CHOOSER_HEADER LABEL_TEXT" Language="ko_KR'>
<Text>mm mmm mE</ Text>
</ Repl ace>
<Repl ace Tag="LOC ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON"
Language="ko_KR'>
<Text >mm</ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<l-- POLISH -->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="pl _PL">

<Text >Ust awi eni a grup</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="pl _PL">
<Text >Ust awi eni a filtroéw/ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="pl _PL">
<Text >Sortuj po [| CON_Food] Jedzeni u. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="pl _PL">
<Text >Sortuj po [ICON_Production] Produkcji.</ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="pl _PL">
<Text >Sortuj po [| CON_Col d] Zmoci e. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="pl _PL">
<Text >Sortuj po [I CON_Sci ence] Nauce. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP' Language="pl _PL">
<Text>Sortuj po [ICON_Culture] Kulturze. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P" Language="pl PL">
<Text>Sortuj po [ICON _Faith]Werze. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI NIl NG TOCLTI P* Language="pl _PL">
<Text>Sortuj po [ICON_Turn]liczbie tur do zakomczeni a szl aku. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL ROUTES TEXT" Language="pl PL">
<Text >M mdzynar odowe szl aki </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="pl _PL">
<Text >M ast a- pamstwa z zadani am </ Text >

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="pl _PL">
<Text >ni e zyskuje nic z tego szl aku. </ Text >

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="pl _PL">
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<Text >Sortuj po:</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="pl _PL">
<Text >Rw. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="pl _ PL">
<Text >Zw: </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="pl _PL">
<Text >Camkowita il omm [|ICON Turn]do zakomczenia tego szl aku
handl owego</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE_ TURNS_REMAI NI NG ALT HELP_TOOLTI P" Language="pl _PL">
<Text >Zakomczeni e tego szl aku zajm e {1 _TurnsRemmini ng}[lcon_Turn]. </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENMAI NIl NG TOCLTI P_BREAKER' Language="pl _PL">
<TeXt>------mmmmm i </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH _TOOLTI P"
Language="pl _PL">
<Text >Szl ak handl owy[ | CON_Movenent]: {1 Tri psToDesti nation}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI Nl NG_TRI PS_COUNT_TOOLTI P"
Language="pl _PL">
<Text >Podr 6me do celu: {1 _TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_TOOLTI P"
Language="pl _PL">
<Text >Szl ak zakomczy sim w turze: [ICON _Turn]{1_TurnWenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="pl _PL">
<Text>Jemli rozpoczmty, szlak te zajme {1 TurnsToConplete} turn i
zost ani e zakomczony w turze {2_TurnWenConpl et ed}. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_AUTOVATI ON_TOOLTI P* Language="pl _PL">
<Text>\Wmmcz automatyzacjm tego szl aku handl owego. Kupi ec bmdzi e dostmpny
po zakomczeni u szl aku. </ Text >
</ Repl ace>
<l-- Make Trade Route -->
<Repl ace Tag="LOC_TRADE_REPEAT_ROUTE_ CHECKBOX_LABEL" Language="pl _PL">
<Text >Pow ar zaj : </ Text >
</ Repl ace>

Doc Page: 47



Project: Better Trade Screen
Path: Better Trade Screen\Text\BTS_Text PL.xml File Page: 3

<Repl ace Tag="LOC TRADE REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="pl _PL">
<Text >Wamcz by ten kupi ec powt arzam swdj szl ak. Standardowo, powt 6érzony
zostani e ostatni szl ak wykonany przez kupca. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE FROM TOP_SORT ENTRY_ CHECKBOX LABEL"
Language="pl _PL">
<Text >Powt ar zaj wedmug sortowani a: </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_TOOLTI P"
Language="pl _PL">
<Text >Powt 6r zony zostani e szlak z gory aktual nie sortowanej listy. Szlak
zostani e wybrany gdy kupi ec zakomczy ostatni szl ak. </ Text >
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N CHOOSER HEADER BACKGROUND TEXT" Language="pl _PL">
<Text >Wbi erz m ast o</ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE ORI 3 N CHOOSER HEADER LABEL_ TEXT" Language="pl _ PL">
<Text >PRZENI Em KUPCA DO. .. </ Text >
</ Repl ace>
<Repl ace Tag="LOC ORI G N_CHOOSER CHANGE_DESTI NATI ON_BUTTON'
Language="pl _PL">
<Text >POTW ERDm </ Text >
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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<?xm version="1.0" encodi ng="utf-8"?>
<GaneDat a>
<Local i zedText >

<!-- RUSSI AN -->

<l-- Common Text -->

<Repl ace Tag="LOC TRADE GROUP_SETTI NGS" Language="ru_RU'>

<Text>mammumEEEEE EEEEEZ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE FILTER SETTI NGS" Language="ru_RU'>
<Text>mEEEEEEEEE EEEEEEEZ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FOOD TOOLTI P* Language="ru_RU'>
<Text>mmmmmmmmmmnm mm [|CON Food|mmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_ PRODUCTI ON_TOCLTI P' Language="ru_RU'>
<Text>mmmummmmmmm mm [|CON Production)| aemmmsmmmmnm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY GOLD TOOLTI P* Language="ru_RU'>
<Text>mmmummmmmnm um [|CON Cold] mmmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY_SClI ENCE TOCLTI P' Language="ru_RU'>
<Text>mmmmummmmmmm mm [|CON Science] mmmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY CULTURE TOCLTIP" Language="ru_RU'>
<Text>mmmummmmmnmm mm [|CON Culture]ammmmmmnm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY FAI TH TOOLTI P" Language="ru_RU'>
<Text>mmmmmmmmmmm mm [|CON Faith) mmmm. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE SORT_BY TURNS REMAI NI NG TOCLTI P' Language="ru_RU'>
<Text>mmmmmmmmmEE mm [[CON Turn|esEEEs NN EENEEEEEEE EEEE. </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FI LTER | NTERNATI ONAL ROUTES TEXT" Language="ru_RU'>
<Text>EuEEEEEEEEEEN EEEE</ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE FILTER CS W TH QUEST TOCLTI P' Language="ru_RU'>
<TeXt>EEEEEE-ENEEEEEEEEN § EEENEEEEE EEEEEEEE Text>

</ Repl ace>

<l-- Trade Overview -->

<Repl ace Tag="LOC TRADE_NO BENEFI T_TEXT" Language="ru_RU'>
<Text>EEEEEEE EEEEENE EN EEEEE EEEER </ Text>

</ Repl ace>

<Repl ace Tag="LOC TRADE_SORT_BY_TEXT" Language="ru_RU'>
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<Text>mmmmmmEEEEEE EE: </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE EXPAND ALL BUTTON TEXT" Language="ru_RU'>
<Text>mmmmmEEEEE EEE: </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE COLLAPSE ALL BUTTON TEXT" Language="ru_RU'>
<Text>mummmmmm mEE: </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS REMAI NI NG HELP_TOCLTI P' Language="ru_RU'>
<Text>mmmmm mpmmmmmEEE [[CON Turn] EEs SEESEEEEEEEN EEEEEEEEE EEEE</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENAI NI NG ALT HELP TOOLTI P" Language="ru_RU'>
<Text>EmmummEES sunns ssnmmsmmms smmmm {1 TurnsRemaining}[lcon_Turn].</Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE TURNS RENAI NIl NG TOCOLTI P_BREAKER' Language="ru_RU"'>
<TeXt>-----mmmmm e - </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NIl NG_ROUTE_LENGTH _TOOLTI P"
Language="ru_RU'>
<Text>mmmmmmmm mmmm[| CON Mvenent]: {1_TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC _TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P"
Language="ru_RU'>
<Text>EEEEEEE m EEEEE smmmmmmmmnm:. {1 TripsToDestination}</Text>
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_TOOLTI P"
Language="ru_RU"'>
<Text>mmmmEE mm EEmmmmmmEm mmmm: [|CON Turn]{1_TurnWhenConpl et ed} </ Text >
</ Repl ace>
<Repl ace Tag="LOC_TRADE_TURNS_REMAI NI NG_TURN_COWPLETI ON_ALT_TOOLTI P"
Language="ru_RU'>
<Text>smm mummmmn, mumm semmmm {1 TurnsToConplete} m EEEEEEEEEN EN
{2_Tur nWhenConpl et ed} mmm. </ Text >
</ Repl ace>
<Repl ace Tag="LOC TRADE CANCEL_AUTOVWATI ON_TOOLTI P* Language="ru_RU'>
<TeXt> A EEEEEEN EEEEEEEEEEEEN EEEEN EEEEEEEENE EEEN EEEEEEEN EEEEN
EEEEEEEN, EEN EEEEEN EEEN EEEEEEEEEE, </ Text>
</ Repl ace>
<!-- Make Trade Route -->
<Repl ace Tag="LOC_TRADE_REPEAT_ROUTE_ CHECKBOX_ LABEL" Language="ru_RU'>
<Text>EEEEEEEEE EEEN: </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE REPEAT_ROUTE_CHECKBOX TOOLTI P" Language="ru_RU'>
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<TeXxt>EEEEEEEN, EEEEN EESSEEENEN SEESSEEEEN EESEEEEEN ENEEN, EN EEEEEEEEEN,
EEEEEEEEEEN EEEEEEEEN EEEEEEEEE EEEE. </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE FROM TOP_SORT_ENTRY_CHECKBOX_ LABEL"
Language="ru_RU'>
<Text>EEEEEEEEEENE EN EEEEEEEE: </ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE FROM TOP_SORT_ENTRY_CHECKBOX TOOLTI P"
Language="ru_RU"'>
<TeXt>EEEEEEEEEEN EESEN — SEEEEEEE N EESESN NSNS EEEEESS EESEEEEEEN, EENE
EEEEE EEEEEN HSHEN EEEEEN EESESEEEN EENEEEEEN EEEE EEEEEEEEE. </ Text >
</ Repl ace>
<l-- Trade Oigin Chooser -->
<Repl ace Tag="LOC ORI G N _CHOOSER HEADER BACKGROUND TEXT" Language="ru_RU'>
<Text>EmEEEEEE EEEEE</ Text>
</ Repl ace>
<Repl ace Tag="LOC TRADE_ ORI G N_CHOOSER_HEADER LABEL_TEXT" Language="ru_RU'>
<Text>EmEEEEEEEEN EEEEEEEE B . . </ Text>
</ Repl ace>
<Repl ace Tag="LOC ORI G N _CHOOSER CHANGE DESTI NATI ON_BUTTON'
Language="ru_RU"'>
<Text>mmmummmmmmmmE</ Text>
</ Repl ace>
</ Local i zedText >
</ GaneDat a>
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--  SETTI NGS

| ocal alignTradeYields = true

| ocal showNoBenefitsString = fal se

| ocal showSort OrdersPernanently = fal se
| ocal hideTradi ngPostlcon = fal se

-- Color Settings for Headers

| ocal col orCityPl ayer Header = true
| ocal backdropGidCol orOfset = 20

| ocal backdropGi dCol orOpacity =
| ocal backdropCol orOffset = -15

| ocal backdropCol or Opacity = 55

| ocal |abel ColorOffset = -27

| ocal | abel Col orQpacity = 255

-- Color Settings for Route Entry

| ocal tintRouteEntry = fal se
local tintColorOfifset = 80
| ocal tintColorQpacity = 205

140

-- Set to false to hide all debug prints fromthis file.

| ocal dbug_print = true
| ocal opt_print = fal se

-- | NCLUDES

i ncl ude(" Ani nSi dePanel Support");
i ncl ude(" PopupDi al ogSupport");

i ncl ude("Il nstanceManager");

i ncl ude(" Support Functi ons");

i ncl ude(" TradeSupport");

-- CONSTANTS

| ocal RELOAD CACHE ID:string = "TradeOverview';

sanme as the file nane)

Must be unique (usually the

| ocal QUTSI DE_SUPPORT _CACHE I D:string = "TradeOvervi ewSupport";

| ocal DATA | CON_PREFI X:string = "1 CON_";

| ocal TRADE_TABS:table = {
MY_ROUTES =
ROUTES_TO CI TI ES
AVAI LABLE_ROUTES

[
NEREQ

}
| ocal GROUP_BY SETTINGS:table =
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NONE = 1;
ORIA@ N = 2;
DESTI NATI ON = 3;

-- Special group by's (these get converted to sort settings in
OnG oupBySel ect ed)

ORI G N_AZ =

ORI A N_ZA

DESTI NATI ON_AZ

DESTI NATI ON_ZA

1

| ocal SEM EXPAND SETTINGS:table = {};

SEM _EXPAND_SETTI NGS[ GROUP_BY_SETTINGS. ORIA N = 4;

SEM _EXPAND_SETTI NGS[ GROUP_BY_SETTI NGS. DESTI NATI ON] = 2;

| ocal BASE_TOURI SM MODI FI ER = d obal Paranet ers. TOURI SM_TRADE_ROUTE_BONUS;

--  VARI ABLES

| nst anceManager : new( " Rout el nst ance",

| ocal m Routelnstancel Mtable
"Top", Controls.BodyStack);

| ocal m Headerl nstancel Mtabl e
"Top", Controls.BodyStack);

| ocal m Si npl eButtonl nstancel Mtabl e =

| nst anceManager : new( " Si npl eBut t onl nst ance", "Top", Controls.BodyStack);

| ocal mDividerlnstancel Mtabl e =

| nst anceManager : new( " Sect i onDi vi der | nstance", "Top", Controls.BodyStack);
| ocal m Ani nSupport:table; -- AninSi dePanel Support

| ocal m current Tab: nunber = TRADE TABS. M¥_ROUTES;

| ocal m shiftDown: bool ean = fal se;

local mctrl Down: bool ean = fal se;

| ocal msortCall Refresh: bool ean = fal se;

-- Trade Routes Tabl es

| nst anceManager : new( " Header | nst ance",

| ocal m Avail abl eTradeRoutes:table = {}; -- Stores all available routes

| ocal m Final TradeRoutes:table = {}; -- Filter version of above

| ocal m Avail abl eG oupedRoutes:table = {}; -- Grouped version of routes.
Built from above

| ocal m Avail abl eTraders:table = {}; -- Indexed by the city id, value
stored is the unit id

| ocal m TurnUpdat edTr aders: nunber = -1;

-- Stores filter list and tracks the currently selected |ist
local mfilterList:table = {};

local mfilterCount:nunber = 0;

local mfilterSel ected: nunber = 1;

| ocal m groupBySel ect ed: nunber = GROUP_BY_SETTI NGS. DESTI NATI ON;
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| ocal m groupByList:table = {};

| ocal m G oupExpandAl | : bool ean = fal se;

| ocal m GroupCol | apseAl | : bool ean = fal se;

| ocal m G oupsFul | yExpanded: table = {};

| ocal m GroupsFullyCol | apsed:table = {};

| ocal m HasBui | t TradeRout eTabl e: bool ean = fal se;
| ocal m Last TurnBuilt TradeRout eTabl e: nunber = -1,
| ocal m Sort SettingsChanged: bool ean = true;

| ocal m GroupSettingsChanged: bool ean = true;
local mFilterSettingsChanged: bool ean = true;

-- Stores the sort settings.

local mInGoupSortBySettings = {}; -- Stores the setting each group will have
within it. Applicable when routes are grouped
local m GoupSortBySettings = {}; -- Stores the overall group sort setting. This

is used, when routes are NOT grouped
| ocal mdividerCount = 0

-- Refresh functions

-- Finds and adds all possible trade routes
function Rebuil dAvai | abl eTr adeRout esTabl e()
i f dbug_print then
print ("Rebuilding Trade Routes table");
end
m Avai | abl eTradeRoutes = {};
| ocal sourcePl ayerl D = Gane. Get Local Pl ayer ();
| ocal sourceCities:table = Players[sourcePlayerlD]:GetCities();
| ocal players:table = Gane. Get Pl ayers{ Alive=true };
| ocal destinationCitieslD:table = {};
| ocal tradeManager:table = Ganme. Get TradeManager () ;

for _, sourceCity in sourceCities: Menbers() do
| ocal sourceCityl D nunber = sourceCity: GetlD();
for _, destinationPlayer in ipairs(players) do

| ocal destinationPlayerlD: nunber = destinationPlayer: GetlX)
-- Check for war, net, etc
i f CanPossi bl yTradeW t hPl ayer (sourcePl ayer| D, destinationPl ayerl| D)
t hen
for _, destinationCity in
destinationPlayer: GetCities(): Menbers() do
| ocal destinationCitylD: nunber = destinationCity: GetlD();
i f tradeManager: CanStart Rout e(sourcePl ayerl D, sourceC tyl D,
destinationPlayerl D, destinationCitylD) then
-- Create the trade route entry
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| ocal tradeRoute = {
OiginGtyPl ayer
OiginCtylD
Desti nati onCi tyPl ayer
DestinationCtyl D

sour cePl ayer | D,
sourceCi tyl D,
destinationPl ayer| D,
destinationCitylD

1
tabl e. i nsert(m_Avail abl eTr adeRout es, tradeRoute);
end
end
end
end
end
i f dbug_print then
print("Total routes =" .. table.count(m Avail abl eTradeRout es))
end

m HasBui | t TradeRout eTabl e = true;
m Last Tur nBui | t Tr adeRout eTabl e = Gane. Get Current GameTur n() ;
end
function Rebuil dAvai |l abl eTraders()
i f dbug_print then
print("Building avail able traders")
end
| ocal playerl D = Gane. Get Local Pl ayer ()
| ocal pPlayer = Players|playerlD
| ocal pPlayerUnits = pPlayer: Get Units()
m Avai | abl eTraders = {}
for i, pUnit in pPlayerUnits: Menbers() do
I ocal unitinfo:table = Ganelnfo. Units[pUnit: GetUnitType()];
local unitlD:nunber = pUnit: Getl);
i f unitlnfo. MakeTradeRoute == true and (not
pUni t : HasPendi ngQperations()) then
local pCGity = CGties.GetCitylnPlot(pUnit:GetX(), pUnit:CGetY());
if pGty ~= nil then
local citylD = pCity: GetlD()
-- Make entry if none exists
if mAvailableTraders[citylD] == nil then
m Avai | abl eTraders[cityl D] = {}
end
-- Append unit into the entry
tabl e.insert(mAvail abl eTraders[cityl D], unitlD)
end
end
end
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m Tur nUpdat edTr aders = Gane. Get Curr ent GaneTur n()
end
function Refresh()
| ocal timel = Automation. GetTinme();
i f dbug_print then
print("Refresh start")
end
PreRefresh();
Ref reshG oupByPul | down() ;
RefreshFilters();
Ref reshSort Bar () ;
i f m TurnUpdat edTraders < Gane. Get Current GaneTurn() then
Rebui | dAvai | abl eTr ader s()
end
if mcurrentTab == TRADE TABS. MY_ROUTES t hen
Vi ewyRout es() ;
el seif mcurrent Tab == TRADE_TABS. ROUTES TO CI TI ES t hen
Vi ewRout esToCi ti es();
el seif mcurrent Tab == TRADE _TABS. AVAI LABLE ROUTES t hen
Vi ewAvai | abl eRout es() ;
el se
Vi ewyRout es() ;
end
Post Refresh();
| ocal time2 = Automation. GetTinme()
i f dbug_print then
print(string.format ("Tine taken to refresh: % 4f sec(s)",
end
end
function PreRefresh()
-- Reset Stack
m Rout el nst ancel M Reset | nst ances();
m Header | nst ancel M Reset | nst ances() ;
m_Si npl eBut t onl nst ancel M Reset | nst ances() ;
m Di vi der | nst ancel M Reset | nst ances();
m di vi der Count = 0
end
function PostRefresh()
-- Calculate Stack Sizes
| ocal timel = Automation. GetTime()
Control s. Header St ack: Cal cul at eSi ze();
Control s. Header St ack: ReprocessAnchori ng();
Control s. BodyScrol | Panel : Cal cul ateSi ze();

tinme2-tinel))
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Control s. BodyScrol | Panel : ReprocessAnchori ng();
Control s. BodyScrol | Panel : Cal cul at el nternal Si ze();
| ocal time2 = Autonation. GetTine()
i f dbug_print then
print(string.format("Tine to calcul ate stack sizes: %4f sec(s)",
tinme2-tinel))
end

-- Tab functions

-- Show My Routes Tab
function Vi ewMyRout es()
-- Updat e Tabs
Set MyRout esTabSel ect ed(true);
Set Rout esToCi ti esTabSel ect ed(f al se);
Set Avai | abl eRout esTabSel ect ed(f al se);
| ocal | ocal Pl ayerl D = Gane. Get Local Pl ayer () ;

if (local PlayerlD == -1) then
return,
end
-- Updat e Header
| ocal player Trade :table = Players[local PlayerlD]: Get Trade();

| ocal routesActive :nunber pl ayer Tr ade: Get NumQut goi ngRout es() ;

| ocal routesCapacity: nunber = player Trade: Get Qut goi ngRout eCapacity();
Control s. Header Label : Set Text (Local e. ToUpper (" LOC_TRADE OVERVI EW MY_RQUTES") ) ;

Control s. Acti veRout esLabel : Set Hi de(f al se);

-- If our active routes exceed our route capacity then color active route
nurmber red

| ocal routesActiveText:string =

if routesActive > routesCapacity then

rout esActiveText = "[COLOR RED]" .. tostring(routesActive)
"[ ENDCOLOR] ";
el se
rout esActiveText = tostring(routesActive);

end
Control s. Acti veRout esLabel : Set Text (Local e. Lookup("LOC_TRADE_OVERVI EW ACTI VE_
ROUTES", routesActiveText, routesCapacity));
| ocal | ocal Pl ayer Runni ngRout es: tabl e = Get Local Pl ayer Runni ngRout es() ;
-- Gather data and apply filter
| ocal routesSortedByPlayer:table = {};
for _, route in ipairs(local Pl ayer Runni ngRoutes) do
if mfilterList[mfilterSelected].FilterFunction and mfilterList[mfilt
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erSel ected]. FilterFunction(Players[route.DestinationCityPlayer]) then
-- Make sure we have a table for each destination player

i f routesSortedByPl ayer[route.DestinationC tyPlayer] == nil then
rout esSortedByPl ayer[route. DestinationGCi tyPlayer] = {};
end
tabl e.insert(routesSortedByPl ayer[route.DestinationC tyPlayer],
route);
end

end
-- Add routes to local player cities
if routesSortedByPl ayer[local PlayerlD] ~= nil then

Cr eat ePl ayer Header (Pl ayers[ | ocal Pl ayer| D]);
rout esSortedByPl ayer[| ocal Pl ayerI D] =
Sort Tr adeRout es(rout esSort edByPl ayer[ | ocal Pl ayer|I D], m G oupSortBySettings);
for _, route in ipairs(routesSortedByPlayer[local PlayerlD]) do
AddRout el nst anceFr onRout el nf o(r out e) ;
end
end
-- Add routes to other civs
| ocal haveAddedCit ySt at eHeader : bool ean = fal se;
for playerI D, routes in pairs(routesSortedByPl ayer) do
if playerI D ~= | ocal Pl ayerI D t hen
routes = Sort TradeRout es(routes, m G oupSortBySettings);
-- Skip Gty States as these are added bel ow
| ocal playerinfluence:table = Players[playerlD]: Cetlnfluence();
i f not playerlnfluence: CanRecei vel nfl uence() then
Cr eat ePl ayer Header (Pl ayer s[ pl ayer|1 D] );
for _, route in ipairs(routes) do
AddRout el nst anceFr onRout el nf o(r out e) ;
end
el se
-- Add city state routes
i f not haveAddedCi t ySt at eHeader then
haveAddedCi t ySt at eHeader = true;
Creat eCitySt at eHeader () ;

end
for _, route in ipairs(routes) do
AddRout el nst anceFr onRout el nf o(rout e) ;
end
end
end
end

-- Determine how nany unused routes we have

Doc Page: 58



Project: Better Trade Screen
Path: Better Trade Screen\UN\TradeOverview.lua File Page: 8

| ocal unusedRoutes :nunber = routesCapacity - routesActive;
i f unusedRoutes > 0 then
Cr eat eUnusedRout esHeader () ;
| ocal idleTradeUnits:table = Getldl eTradeUnits(local PlayerlD);
-- Assign idle trade units to unused routes
for i=1, unusedRoutes, 1 do
if #idleTradeUnits > 0 then
-- Add button to choose a route for this trader
AddChooseRout eBut t onl nst ance(i dl eTradeUni ts[1]);
tabl e. renove(idl eTradeUnits, 1);
el se
-- Add button to produce new trade unit
AddPr oduceTr adeUni t Butt onl nst ance() ;
end
end
end
end
-- Show Routes To My Cities Tab
function ViewRoutesToGities()
-- Updat e Tabs
Set MyRout esTabSel ect ed(f al se);
Set Rout esToCi ti esTabSel ect ed(true);
Set Avai | abl eRout esTabSel ect ed(f al se);
-- Updat e Header
Control s. Header Label : Set Text (Local e. ToUpper (" LOC_TRADE_OVERVI EW ROUTES _TO MY
_CITIES"));
Control s. Acti veRout esLabel : Set Hi de(true);
-- Gather data
| ocal routesSortedByPlayer:table = {};
| ocal players = Gane. Get Pl ayers{ Alive=true };
for _, player in ipairs(players) do
-- Don't show domestic routes
if player:GetlD() ~= Gane. Get Local Pl ayer() then
if mfilterList[mfilterSelected].FilterFunction and
mfilterList[mfilterSelected].FilterFunction(player) then
for , city in player:GetCities(): Menbers() do
| ocal out goi ngRoutes = city: Get Trade(): Get Qut goi ngRout es() ;
for _, route in ipairs(outgoi ngRoutes) do
-- Make sure the destination city is owned by the |oca
pl ayer
if route.DestinationGtyPlayer == Gane. Get Local Pl ayer ()
t hen
-- Make sure we have a table for each destination
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if routesSortedByPlayer[route. OriginCityPlayer] ==
nil then
rout esSortedByPl ayer[route. Origi nGtyPl ayer] =
{}
end
tabl e.insert(routesSortedByPl ayer[route. OriginCtyPlayer], route);
end
end
end
end
end
end

-- Add routes to stack
for playerI D, routes in pairs(routesSortedByPl ayer) do
Cr eat ePl ayer Header (Pl ayer s[ pl ayer1 D]);
-- Sort the routes
routes = SortTradeRout es(routes, m G oupSortBySettings);
for _, route in ipairs(routes) do
AddRout el nst anceFr onRout el nf o(rout e) ;
end
end
end
-- Show Avai |l abl e Routes Tab
-- Note: There is a lot OPT prints and tine information cal cul ated
function Vi ewAvai |l abl eRout es()
-- Updat e Tabs
Set MyRout esTabSel ect ed(f al se);
Set Rout esToCi ti esTabSel ect ed(f al se);
Set Avai | abl eRout esTabSel ect ed(true);
| ocal | ocal Pl ayerl D = Game. Get Local Pl ayer () ;
if (local PlayerlD == -1) then
return;
end
local tinel, tine2;
-- Updat e Header
Control s. Header Label : Set Text (Local e. ToUpper (" LOC_TRADE_OVERVI EW AVAI LABLE RO
UTES"));
Control s. Acti veRout esLabel : Set Hi de(true);
-- Dont rebuild if the turn has not advanced
i f (not m HasBuiltTradeRout eTabl e) or Gane. Get Current GameTurn() >
m Last Tur nBui | t Tr adeRout eTabl e t hen
timel = Automation. Get Ti ne()
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Rebui | dAvai | abl eTr adeRout esTabl e() ;
time2 = Automation. Get Ti ne()
i f dbug_print then

print(string.format ("Tine taken to build routes: %4f sec(s)",

time2-tinel))

end
-- Cache routes info.
timel = Automation. Get Ti ne()
CacheEnpty();
i f CacheRout esl nfo(m Avai |l abl eTradeRout es) then

time2 = Automation. Get Ti ne()

i f dbug_print then

print(string.format ("Tine taken to cache: % 4f sec(s)",
time2-tinel))

end
end
-- Just rebuilt base routes table. need to do everything again
m Sort Setti ngsChanged = true;
m FilterSetti ngsChanged = true;
m G oupSetti ngsChanged = true;

el se
i f dbug_print then
print("Trade Route table last built on: "
m Last TurnBui | t TradeRout eTable .. ". Current ganme turn:
Gane. Get Current GaneTurn());
end
if opt_print then
print("OPT: Not Rebuilding or recaching routes table")
end
end

-- Filter the routes here. This allows for nmax inprovenent in speed if a
filter is selected
if mFilterSettingsChanged then
timel = Automation. Get Ti ne()
m Fi nal TradeRoutes = Filter TradeRout es(m Avai | abl eTr adeRout es) ;
tinme2 = Autonmation. Get Ti ne()
i f dbug_print then
print(string.format("Tine taken to filter: % 4f sec(s)",
tinme2-tinel))
end
-- Need to regroup routes (sonme groups could di ssapear because of
filter)
m G oupSetti ngsChanged = true
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el se
if opt_print then
print("OPT: Not refiltering routes")
end
end
-- Sort and display the routes
if not G oupSettinglsNone(m groupBySel ected) then
-- GGoup routes. Use the filtered list of routes
if m G oupSettingsChanged then
timel = Automation. Get Ti ne()
m Avai | abl eGroupedRout es = GroupRout es(m Fi nal Tr adeRout es,
m gr oupByLi st [ m groupBySel ect ed] . gr oupByl D)
time2 = Automation. Get Ti ne()
i f dbug_print then
print(string.format ("Tine taken to group: % 4f sec(s)",
time2-tinmel))
end
-- Need to resort to show correct order
m Sort Setti ngsChanged = true
el se
if opt_print then
print("OPT: Not regrouping routes”)
end
end
-- Sort within each group, and then sort groups
if mSortSettingsChanged then
-- Sort within each group
timel = Automation. Get Ti ne()
for i=1, #m Avail abl eG oupedRout es do
m Avai | abl eGroupedRoutes[i] =
Sort Tr adeRout es(m Avai | abl eG oupedRoutes[i], m.InG oupSortBySettings)
end
tinme2 = Autonation. Get Ti ne()
i f dbug_print then
print(string.format("Tine taken to within group sort: % 4f
sec(s)", time2-tinel))
end
-- Sort the order of groups. You need to do this AFTER each group
has been sorted
timel = Automation. Get Ti ne()
m Avai | abl eG oupedRout es =
Sor t G oupedRout es(m Avai | abl eG oupedRout es, m GroupSortBySettings);
time2 = Automation. Get Ti ne()
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i f dbug_print then
print(string.format("Tine taken to group sort: % 4f sec(s)",
tinme2-tinel))
end
el se
if opt_print then
print("OPT: Not resorting within and of groups")
end
end
-- Show t he groups
for i=1, #m Avail abl eG oupedRout es do
i f m groupByList[ mgroupBySel ected]. groupByl D ==
GROUP_BY_SETTI NGS. ORI A N t hen
| ocal originPlayer:table =
Pl ayer s[ m Avai | abl eGroupedRoutes[i][1].OiginCtyPl ayer];
local originGCty:table =
originPlayer: GetCities():Findl D(m Avai |l abl eG oupedRoutes[i][1].OiginCitylD);
Di spl ayG oup(m Avai | abl eGroupedRoutes[i], originCty);
el sei f m groupByLi st[ m groupBySel ect ed]. groupByl D ==
GROUP_BY_SETTI NGS. DESTI NATI ON t hen
| ocal destinationPlayer:table =
Pl ayer s[ m Avai | abl eG oupedRout es[i][1]. Destinati onCityPl ayer];
| ocal destinationCity:table = destinationPlayer:GetGties():Find
| D{ m Avai | abl eGroupedRout es[i][1].DestinationCitylD);
Di spl ayG oup(m Avai | abl eG oupedRout es[i], destinationCity);
end
end
el se
i f m_Final TradeRoutes ~= nil then
if mSortSettingsChanged or m GroupSetti ngsChanged t hen
timel = Automation. Get Ti ne()
m _Fi nal TradeRout es = Sort Tr adeRout es(m_Fi nal Tr adeRout es,
m G- oupSort BySettings);
time2 = Automation. Get Ti ne()
i f dbug_print then
print(string.format ("Tine taken to sort: % 4f sec(s)",
time2-tinmel))
end
el se
if opt_print then
print("OPT: Not resorting routes")
end
end
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AddRout el nst ancesFr onilabl e( m_Fi nal Tr adeRout es) ;
end
end
-- Everything is done if it reaches here
m Sort Set ti ngsChanged = fal se;
m Fi |l terSettingsChanged = fal se;
m G oupSet ti ngsChanged = fal se;
end
function DisplayGoup(routesTable:table, city:table)
-- dunmp(routesTabl e[ 1])
| ocal routeCount:nunber = #routesTabl e;
if routeCount > 0 then
-- Find if the city is in exclusion |ist
local cityEntry:table = {
OwnerI D = city: Get Omner (),
CitylD = city: Getl )
s
| ocal groupExpandl ndex = findl ndex(m G oupsFul | yExpanded, cityEntry,
CompareCityEntries);
| ocal groupCol |l apsel ndex = findl ndex(m GroupsFul |l yCol | apsed, cityEntry,
CompareCityEntries);
i f dbug_print then

-- print(Local e.Lookup(city: GetName()) .. ": " .. groupExpandl ndex
groupCol | apsel ndex )
end
i f (groupExpandl ndex > 0) then
CreateCityHeader(city, routeCount, routeCount, "");

AddRout el nst ancesFr onirabl e(r out esTabl e) ;
el sei f (groupCol | apsel ndex > 0) then
CreateCityHeader(city, 0, routeCount,
CGet Ci t yHeader Tool ti pString(routesTable[1]));
AddRout el nst ancesFronirabl e(rout esTabl e, 0);
el se
i f m G oupExpandAll then
-- If showing all, add city to expand list, and display all
tabl e. i nsert(m GroupsFul | yExpanded, cityEntry);
CreateCityHeader(city, routeCount, routeCount, "");
AddRout el nst ancesFr onirabl e(r out esTabl e) ;
el seif m G oupCol | apseAll then
-- If hiding all, add city to collapse list, and hide it
tabl e.insert(m G oupsFul |l yCol | apsed, cityEntry);
CreateCityHeader(city, 0, routeCount,
CGet Ci t yHeader Tool ti pString(routesTable[1]));
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AddRout el nst ancesFr onirabl e(rout esTabl e, 0);
el se
Creat eCi tyHeader(city,
mat h. mi n( SEM _EXPAND_SETTI NGS[ m_gr oupBySel ect ed], routeCount), routeCount, "");
AddRout el nst ancesFr onirabl e(r out esTabl e,
SEM EXPAND SETTI NGS[ m _gr oupBySel ect ed]) ;
end
end
end

function Set M/Rout esTabSel ect ed( isSel ected: bool ean )
Control s. MyRout esBut t on: Set Sel ect ed(i sSel ect ed) ;
Control s. MyRout esTabLabel : Set Hi de(i sSel ect ed) ;
Control s. MyRout esSel ect ed: Set Hi de(not isSel ected);
Control s. MyRout esSel ect edArrow. Set Hi de(not isSel ected);
Control s. MyRout esTabSel ect edLabel : Set Hi de(not i sSel ected);
end
function Set RoutesToCiti esTabSel ected( isSel ected: bool ean )
Control s. Rout esToCi ti esButton: Set Sel ect ed(i sSel ect ed);
Control s. Rout esToCi ti esTabLabel : Set Hi de(i sSel ect ed) ;
Control s. Rout esToCi ti esSel ect ed: Set H de(not i sSel ected);
Control s. Rout esToCi ti esSel ect edArr ow: Set Hi de(not i sSel ected);
Control s. Rout esToCi ti esTabSel ect edLabel : Set H de(not isSel ected);
end
function SetAvail abl eRout esTabSel ect ed( isSel ect ed: bool ean )
Control s. Avai | abl eRout esBut t on: Set Sel ect ed(i sSel ect ed);
Control s. Avai | abl eRout esTabLabel : Set Hi de(i sSel ect ed);
Control s. Avai | abl eRout esSel ect ed: Set H de(not isSel ected);
Control s. Avai | abl eRout esSel ect edArrow. Set Hi de(not i sSel ect ed);
Control s. Avai | abl eRout esTabSel ect edLabel : Set H de(not isSel ected);

end
function GetC tyHeaderTooltipString( routelnfo:table )
return "Top Route: " .. GetTradeRouteString(routelnfo) .. "[NEW.INE]"
Local e. Lookup(" LOC_TRADE_TURNS_REMAI NI NG _TOCLTI P_BREAKER")
"[NEWLINE]" .. GetTradeRouteYiel dString(routelnfo);
end

-- Route Instance Creators

function AddChooseRout eButtonlnstance( tradeUnit:table )
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| ocal sinpleButtonlnstance:table = m Si npl eButtonl nstancel M Getl nstance();
si npl eBut t onl nst ance. Gri dBut t on: Set Text (Local e. Lookup("LOC_TRADE_OVERVI EW CH
OCSE_RQUTE") ) ;
si npl eBut t onl nst ance. Gri dButt on: Set Di sabl ed(f al se);
si npl eButt onl nstance. Gi dButt on: Regi st er Cal | back( Muse. eLd i ck,
function()
SelectUnit( tradeUnit );
end
)
end
function AddProduceTradeUni t Buttonl nstance()
| ocal sinpleButtonlnstance:table = m Si npl eButtonl nstancel M Get | nstance();
si nmpl eBut t onl nst ance. Gri dButt on: Set Text (Local e. Lookup("LOC _TRADE_OVERVI EW PR
ODUCE_TRADE_UNI T"));
si npl eBut t onl nst ance. Gri dButt on: Set Di sabl ed(true);
end
function AddRout el nstancesFronTabl e( tradeRoutes:table, showCount:nunber )
i f showCount then
I ocal len = math. m n(showCount, #tradeRoutes)
for i=1, len do
AddRout el nst anceFr onRout el nfo(tradeRout es[i]);
end
el se
local tTime = Autonation. GetTine();
for i=1, #tradeRoutes do
if (tTinme + 1 < Automation. CetTinme()) then
i f dbug_print then
print("+1 sec ... " .. i)
end
tTinme = Autonmation. Get Ti ne()
end
AddRout el nst anceFr onRout el nf o(t radeRout es[i]);
end
end
end
function AddRout el nst anceFronRout el nfo( routelnfo:table )
-- Cet all the info, to build the route
| ocal originPlayer:table = Players[routelnfo.OiginCityPlayer];
local originCty:table =
originPlayer:GetCities(): Findl D(routelnfo.OriginGtylD);
| ocal destinationPlayer:table = Players[routelnfo.DestinationC tyPlayer];
| ocal destinationCity:table =
destinationPlayer: GetCities(): Findl D(routelnfo.DestinationCitylD);
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| ocal routelnstance:table = m Routel nstancel M Getl nstance();
| ocal destinationBackCol or, destinationFrontCol or, darkerBackCol or,
bri ght er BackCol or = Get Pl ayer Col or | nf o(rout el nfo. Desti nationCityPl ayer, true);
| ocal origi nBackCol or, originFrontCol or =
CGet Pl ayer Col orI nfo(routel nfo.Ori gi nGityPl ayer, true);
| ocal tintBackCol or = DarkenLi ght enCol or (desti nati onBackCol or,
tintColorOfset, tintColorQpacity);
-- Update colors
if tintRouteEntry then
rout el nst ance. Gi dButt on: Set Col or (ti nt BackCol or);
end
rout el nst ance. Tur nsToConpl et e: Set Col or (desti nati onFront Col or);
rout el nst ance. Banner Base: Set Col or (desti nati onBackCol or) ;
rout el nst ance. Banner Dar ker : Set Col or (dar ker BackCol or) ;
rout el nst ance. Banner Li ght er: Set Col or (bri ght er BackCol or) ;
rout el nst ance. Rout eLabel : Set Col or (desti nati onFront Col or);
-- Updat e Route Label
rout el nst ance. Rout eLabel : Set Text (Local e. ToUpper (ori ginGCty: GetNanme()) .. " "
Local e. ToUpper ("LOC _TRADE _OVERVI EWTO') .. " "
Local e. ToUpper (destinationCity: Get Narme()));
-- Update yield directional arrows
rout el nst ance. Ori gi nG vArrow. Set Col or (ori gi nFront Col or);
rout el nst ance. Desti nati onC vArrow. Set Col or (desti nati onFront Col or);
Set Ori gi nRout el nst anceYi el ds(rout el nstance, routelnfo)
i f GetNetYieldForDestinationGty(routelnfo, true) > 0 then
i f dbug_print then
print(CGetTradeRouteString(routelnfo), "has destination has yield")
end
rout el nstance. Desti nationYi el ds: Set Hi de(f al se);
Set Dest i nati onRout el nst anceYi el ds(rout el nstance, rout el nfo)
el se
rout el nstance. Desti nati onYi el ds: Set H de(true);
end
-- Update City State Quest Icon
rout el nstance. CityStat eQuest|con: Set H de(true);
| ocal questTooltip : string = Local e. Lookup("LOC ClI TY_STATES QUESTS");
| ocal tradeRouteQuestlnfo:table = Ganel nfo. Quest s[ " QUEST_SEND TRADE_ROUTE"] ;
| ocal questsManager:table = Ganme. Get Quest sManager () ;
if IsCityStateWthTradeQuest (destinationPlayer) then
quest Tool tip = questTooltip .. "[NEW.INE]"
tradeRout eQuest I nfo.lconString ..
guest sManager : Get Acti veQuest Nane(rout el nfo. Ori gi nCtyPl ayer,
rout el nfo. DestinationCityPl ayer, tradeRouteQuestlnfo.lndex);
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rout el nstance. CitySt at eQuest | con: Set Hi de(f al se);
rout el nstance. G tySt at eQuest | con: Set Tool Ti pSt ri ng(quest Tool ti p);
end
-- Update Diplomatic Visibility
rout el nstance. Vi si bilityBonusGid: Set Hi de(fal se);
rout el nstance. Touri snBonusG i d: Set Hi de(f al se);
-- TODO - Can we nmke this sinmpler?
-- Do we display the tourismor visibilty bonus? Hde themif we are show ng
t hem sonewhere else, or it is a city state, or it is donestic route
if IsCityState(destinationPlayer) or routelnfo.OiginCtyPlayer ==
rout el nfo. Destinati onC tyPl ayer
or m groupByLi st[ m groupBySel ect ed]. groupByl D ==
GROUP_BY_SETTI NGS. DESTI NATI ON or m current Tab ~= TRADE_TABS. AVAI LABLE_ROUTES
t hen
rout el nstance. Visi bilityBonusG i d: Set Hi de(true);
rout el nstance. Touri snBonusG'i d: Set Hi de(true);
-- Al'so hide the trading post if grouping by destination (will be shown
in the header)
i f m_groupByLi st[ mgroupBySel ected]. groupByl D ==
GROUP_BY_SETTI NGS. DESTI NATI ON t hen
rout el nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
el seif not hideTradi ngPost 1 con then
rout el nst ance. Tr adi ngPost | ndi cat or: Set Hi de(f al se);
end
el se
-- Deternmine are diplomatic visibility status
| ocal visibilitylndex: nunber =
GetVisibilityl ndex(routel nfo.DestinationCGCityPlayer, true)
-- Determine this player has a trade route with the |ocal player
| ocal hasTradeRout e: bool ean =
CGet HasAct i veRout e(rout el nfo. Desti nati onCityPl ayer, true)
-- Display trade route tourismnodifier
| ocal extraTourismvbdifier =
ori gi nPl ayer: Get Cul ture(): Get ExtraTradeRout eTouri smvbdi fier();
-- TODO Use LOC TRADE_OVERVI EW TOURI SM BONUS when we can update the
t ext
rout el nst ance. Tour i snBonusPer cent age: Set Text (" +"
Local e. ToPer cent ( ( BASE_TOURI SM MODI FI ER + extraTouri snivodi fier)/100));
i f hasTradeRoute then
rout el nst ance. Tour i snBonusPer cent age: Set Col or ByNane(" Tr adeOver vi ewText CS") ;
rout el nst ance. Touri snBonusl con: Set Texture(0, 0, "Touri sm VisitingSmall");
rout el nstance. Touri snBonusGri d: Local i zeAndSet Tool Ti p(" LOC_TRADE_OVER
VI EW TOOLTI P_TOURI SM_BONUS") ;
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rout el nstance. Vi si bi |l i t yBonusl con: Set Text ure("Di pl omacy_Visibilitylcons");
rout el nstance. Vi si bil i tyBonusl con: Set Vi sState(d anp(vi si bilityl ndex
1, 0, 3));
rout el nstance. Visi bilityBonusGi d: Local i zeAndSet Tool Ti p("LOC_TRADE_O
VERVI EW TOCOLTI P_DI PLOVATI C_VI S_BONUS") ;
el se
rout el nst ance. Touri snBonusPer cent age: Set Col or ByNane(" Tr adeQver vi ewTe
xt Di sabl edCS");
rout el nst ance. Tour i snBonusl con: Set Texture(0, 0, "Touri sm VisitingSmall Gey");
rout el nst ance. Touri snBonusGi d: Local i zeAndSet Tool Ti p(" LOC_TRADE_OVER
VI EW.TOOLTI P_NO_TOURI SM_BONUS") ;
rout el nstance. Vi si bi |l i tyBonusl con: Set Texture("Di pl omacy_VisibilitylconsGey");
rout el nstance. Vi si bi |l i t yBonusl con: Set Vi sSt at e(d anp(vi si bilityl ndex,
0, 3));
rout el nstance. Visi bilityBonusGid: Local i zeAndSet Tool Ti p("LOC TRADE O
VERVI EW TOCLTI P_NO_DI PLOVATI C_VI S_BONUS") ;
end
end
-- Update Tradi ng Post |con
i f GroupSettingl sNone(m groupBySel ected) or m groupBySel ected ==
GROUP_BY_SETTI NGS. ORI G N t hen
rout el nst ance. Tr adi ngPost | ndi cat or: Set Hi de(f al se);
el se
rout el nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
end
i f Get Rout eHasTradi ngPost (routelnfo, true) then
rout el nst ance. Tr adi ngPost | ndi cat or: Set Al pha( 1. 0);
rout el nst ance. Tr adi ngPost | ndi cat or: Local i zeAndSet Tool Ti p(" LOC_TRADE_OVER
VI EW TOOLTI P_TRADE_POST_ESTABLI SHED") ;
el se
rout el nst ance. Tr adi ngPost | ndi cat or: Set Al pha(0. 2);
rout el nst ance. Tr adi ngPost | ndi cat or: Local i zeAndSet Tool Ti p("LOC_TRADE_OVER
VI EW TOOLTI P_NO_TRADE_POST") ;
end
-- Update turns to conplete route
| ocal tooltipString:string;
| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
CGet Rout el nfo(routel nfo, true);
i f routelnfo.TurnsRenmaining ~= nil then
rout el nst ance. Tur nsToConpl et e: Set Text (rout el nf 0. Tur nsRemai ni ng) ;
tooltipString = (
Local e. Lookup(" LOC_TRADE_TURNS_REMAI NI NG_ALT_HELP_TOOLTI P,
rout el nf o. TurnsRemai ni ng) .. "[ NEW.I NE] "
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Local e. Lookup("LOC_TRADE_TURNS_ RENAI NIl NG TOOLTI P_BREAKER') .. "[ NEW.I NE]"

Local e. Lookup("LOC _TRADE_TURNS_REMAI NI NG ROUTE_LENGTH_TOOLTI P*, tradePat hLengt h)
" NEWLI NE]

Local e. Lookup("LOC_TRADE_TURNS REMAI NI NG TRI PS_COUNT_TOOLTI P,

tri psToDestination) .. "[NEWINE"

Local e. Lookup(" LOC_TRADE_TURNS_REMAI NI NG_TURN_COWVPLETI ON_TOOLTI P",
(Game. Get Current GaneTurn() + routelnfo. TurnsRemai ning)) );
el seif mcurrent Tab == TRADE_TABS. ROUTES TO CI TI ES t hen
rout el nst ance. Tur nsToConpl et e: Set Text (t urnsToConpl et eRout e) ;
tooltipString = (

Local e. Lookup("LOC_TRADE_TURNS REMAI NI NG HELP_TOOLTI P") .. "[ NEW.I NE]"

Local e. Lookup("LOC_TRADE_TURNS_REMAI NI NG TOOLTI P_BREAKER') .. "[ NEWLI NE]"

Local e. Lookup("LOC_TRADE_TURNS_REMAI Nl NG ROUTE_LENGTH TOOLTI P', tradePat hLengt h)
" [ NEWLI NE] "

Local e. Lookup(" LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOCLTI P",
tripsToDestination) );
el se
rout el nst ance. Tur nsToConpl et e: Set Text (t urnsToConpl et eRout e) ;
tooltipString = (

Local e. Lookup("LOC _TRADE_TURNS_REMAI NI NG HELP_TOOLTI P*) .. "[ NEW.I NE]"

Local e. Lookup( " LOC_TRADE_TURNS_REMAI NI NG_TOOLTI P_BREAKER") .. "[ NEW.I NE]"

Local e. Lookup("LOC_TRADE_TURNS_REMAI NIl NG ROUTE_LENGTH TOCLTI P*, tradePat hLengt h)
" NEWLI NE] "

Local e. Lookup( " LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOOLTI P*,

tripsToDestination) .. "[NEWINE]"

Local e. Lookup("LOC _TRADE_TURNS_REMAI NI NG_TURN_COWVPLETI ON_ALT_TOOLTI P*,
turnsToConpl et eRout e, (Gane. Get Current GaneTurn() + turnsToConpl eteRoute)) );

end

rout el nst ance. Tur nsToConpl et e: Set Tool Ti pString( tooltipString );

| ocal originTextureOfsetX, originTextureOfsetY, originTextureSheet,
originTooltip = GetPlayerlconlnfo(routelnfo.OiginCtyPlayer, true)

| ocal destinationTextureOfsetX, destinationTextureOfsetY,
destinati onTextureSheet, destinationTooltip =
CGet Pl ayer | conl nf o(rout el nfo. Desti nati onCityPl ayer, true)

-- Oigin Cv lcon

rout el nstance. Oi gi nG vl con: Set Text ure(ori gi nText ure f set X,
originTextureOfsetY, originTextureSheet);

rout el nstance. Ori gi nCi vl con: Local i zeAndSet Tool Ti p(ori gi nTool tip);

rout el nstance. Ori gi nG vl con: Set Col or (ori gi nFront Col or) ;

rout el nst ance. Ori gi nG vl conBacki ng: Set Col or (ori gi nBackCol or) ;

-- Destination Civ Icon

rout el nstance. Desti nati onCi vl con: Set Text ur e(desti nati onText ureC f set X,
destinationTextureO fsetY, destinationTextureSheet);
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rout el nst ance. Desti nati onCi vl con: Set Col or (desti nati onFront Col or);
rout el nst ance. Desti nati onC vl conBacki ng: Set Col or (dest i nati onBackCol or);
rout el nstance. Desti nati onCi vl con: Local i zeAndSet Tool Ti p(desti nati onTool ti p);
-- Hide the cancel automation button by default
rout el nst ance. Cancel Aut omat i on: Set Hi de(true);
-- Should we display the cancel automation?
if mcurrent Tab == TRADE TABS. M¥_RQOUTES and routelnfo. TraderUnitl D ~= nil
t hen
i f 1sTrader Aut onat ed(rout el nfo. TraderUnitl D) then
-- Unhi de the cancel autonation
rout el nst ance. Cancel Aut omat i on: Set Hi de(f al se);
-- Add button call back
rout el nst ance. Cancel Aut omat i on: Regi st er Cal | back( Muse. eLd i ck,
function()
Cancel Aut omat edTr ader (rout el nfo. TraderUnit1D);
Refresh();
end
)
end
end
if routelnfo.TraderUnitID then
| ocal tradeUnit:table =
originPlayer: Get Units(): Findl D(routel nfo. TraderUnitlD);
rout el nstance. Gi dButton: Regi ster Cal | back( Muse. eLd i ck,
function()
Sel ectUnit (tradeUnit);
end
)
-- Add button hookups for only this tab
el seif mcurrent Tab == TRADE TABS. AVAI LABLE ROUTES and m Avai | abl eTraders ~=
nil and table.count(m Avail abl eTraders) > 0 then
-- Check if we have free trader in that city
if mAvailableTraders[routelnfo.OiginCitylD ~= nil and
tabl e. count (m_Avai | abl eTraders[routelnfo.OiginCitylD) > 0 then
-- Get first trader
| ocal traderID = m Avail abl eTraders[routelnfo.OriginCitylD][1]
| ocal tradeUnit:table = originPlayer:GetUnits():Findl D(traderlD);
rout el nstance. &i dButton: Regi sterCal | back( Muse. eLd i ck,
function()
Sel ect FreeTrader (tradeUnit, routelnfo.DestinationCtyPlayer,
rout el nfo. DestinationCitylD);
end

)
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el se -- Cycle through all free traders and open transfer-to screen for
t hem
| ocal co = coroutine.create(
function()
while true do -- Infinitely cycle

-- Do we have traders to cycle between?
i f Count Traders(m_ Avai l abl eTraders) > 0 then
for citylD in pairs(mAvail abl eTraders) do
for i in pairs(mAvailableTraders[citylD]) do
| ocal traderID =
m Avai |l abl eTraders[cityl D] [i]
local tradeUnit:table =
originPlayer: GetUnits(): Findl D(traderlD);
i f dbug_print then
print("Calling transfer from"
cityl D)
end
TransferTrader To(tradeUnit, originCity)
coroutine.yield()
end
end
el se
i f dbug_print then
print("Backup 2 yield")

end
coroutine.yield() -- gauranteed yield to prevent
infinite cycle bug
end
end
end
)
rout el nstance. Gi dButton: Regi sterCal | back( Muse.eLd ick
function()
Cycl eTrader s(co)
end
)
end
end
end

function Set Ori gi nRout el nst anceYi el ds(rout el nstance, rout el nfo)
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| ocal vyieldTexts = {}
for yieldl ndex = START_I NDEX, END_| NDEX do
| ocal vyieldAnmount = GetYieldForOriginCty(yieldlndex, routelnfo, true)
yi el dAnount = Round(yi el dAnmount, 1)
I ocal iconString, text = FornatYiel dText (yi el dl ndex, vyiel dAnpunt)
yi el dTexts[yi el dlndex] = text .. iconString
end
rout el nstance. Ori gi nYi el dFoodLabel : Set Text (yi el dText s[ FOOD_I NDEX] )
rout el nstance. Ori gi nYi el dProduct i onLabel : Set Text (yi el dText s[ PRODUCTI ON_| NDEX] )
rout el nstance. Ori gi nYi el dGol dLabel : Set Text (yi el dText s[ GOLD_I NDEX] )
rout el nstance. Ori gi nYi el dSci encelLabel : Set Text (yi el dText s[ SCI ENCE_| NDEX] )
rout el nstance. Ori gi nYi el dCul t ureLabel : Set Text (yi el dText s[ CULTURE_| NDEX] )
rout el nstance. Ori gi nYi el dFai t hLabel : Set Text (yi el dText s[ FAI TH_| NDEX] )
end
function SetDestinati onRout el nstanceYi el ds(rout el nstance, routelnfo)
| ocal vyieldTexts = {}
for yieldl ndex = START_I NDEX, END_| NDEX do
| ocal vyieldAnount = GetYiel dForDestinationC ty(yieldlndex, routelnfo,

true)
yi el dAnount = Round(yi el dAnmount, 1)
| ocal iconString, text = FornatYiel dText (yi el dl ndex, vyiel dAnount)
yi el dTexts[yi el dindex] = text .. iconString
end

rout el nst ance. Desti nati onYi el dFoodLabel : Set Text (yi el dText s[ FOOD_| NDEX] )

rout el nst ance. Desti nati onYi el dProducti onLabel : Set Text (yi el dText s[ PRODUCTI ON_
| NDEX] )

rout el nst ance. Desti nati onYi el dGol dLabel : Set Text (yi el dText s[ GOLD_| NDEX] )
rout el nst ance. Desti nati onYi el dSci encelLabel : Set Text (yi el dText s[ SCl ENCE_I| NDEX] )
rout el nstance. Desti nati onYi el dCul t ureLabel : Set Text (yi el dText s[ CULTURE_I| NDEX] )

rout el nstance. Desti nati onYi el dFai t hLabel : Set Text (yi el dText s[ FAI TH_| NDEX] )
end

-- Header Instance Creators

function CreateSectionDivider()
if mdividerCount > 0 then
| ocal dividerlnstance:table = m D viderlnstancel M Getl nstance();
end
m di vi der Count = mdi vi derCount + 1
end
function CreatePl ayer Header ( pl ayer:table )
Creat eSecti onDi vi der ()
| ocal headerlInstance:table = m Headerl nstancel M Get | nst ance();
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| ocal playerID = player: GetlD()
| ocal pPlayerConfig:table = PlayerConfigurations[playerlD;
header | nst ance. Header Label : Set Text (Local e. ToUpper ( pPl ayer Confi g: Get Pl ayer Nam
e()));
-- If the current tab is not available routes, hide the collapse button, and
tradi ng post
if mcurrent Tab ~= TRADE TABS. AVAI LABLE ROUTES t hen
header | nst ance. Rout esExpand: Set Hi de(true);
header | nst ance. Rout eCount Label : Set Hi de(true);
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
end
if colorCityPl ayer Header then
header | nst ance. CityBannerFil | : Set H de(f al se);
| ocal backCol or, frontCol or = GetPl ayerCol orlnfo(playerlD, true);
header BackCol or = Dar kenLi ght enCol or (backCol or, backdropCol or Of f set,
backdr opCol or Opacity);
header Front Col or = Dar kenLi ght enCol or (front Col or, | abel Col or O f set,
| abel Col or Opacity);
gri dBackCol or = Dar kenLi ght enCol or (backCol or, backdropGi dCol or Of f set ,
backdr opGri dCol or Opaci ty);
header | nst ance. G tyBanner Fi | | : Set Col or ( header BackCol or );
header | nst ance. Header Label : Set Col or ( header Fr ont Col or) ;
header | nst ance. Header Gri d: Set Col or (gri dBackCol or);
el se
-- Hide the colored U elenents
header | nst ance. G tyBannerFi |l | : Set Hi de(true);
end
-- If not local player or a city state
if (playerl D ~= Gane. GetLocal Player() and (not IsCtyState(player))) then
-- Deternmine are diplomatic visibility status
header | nst ance. Touri smBonusG i d: Set Hi de(f al se);
header | nst ance. Vi si bil i t yBonusG i d: Set Hi de(f al se)
| ocal visibilitylndex:nunber = GetVisibilitylndex(playerlD, true)
-- Determine this player has a trade route with the | ocal player
| ocal hasTradeRout e: bool ean = Get HasActi veRout e(pl ayerI D, true)
-- Display trade route tourismnodifier
| ocal extraTourismvbdifier =
Pl ayer s[ Gane. Get Local Pl ayer ()]: Get Cul ture(): Get ExtraTradeRout eTouri snivodi fi er();
-- TODO Use LOC TRADE OVERVI EW TOURI SM BONUS when we can update the
t ext
header | nst ance. Tour i smBonusPer cent age: Set Text (" +"
Local e. ToPer cent ( ( BASE_TOURI SM MODI FI ER + extraTouri snivodi fier)/100));
i f hasTradeRoute then
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header | nst ance. Tour i snBonusPer cent age: Set Col or ByName(" Tr adeOver vi ewText CS") ;
header | nst ance. Tour i snmBonusl con: Set Texture(0, 0, "Tourism VisitingSmall");
header | nst ance. Touri smBonusGri d: Local i zeAndSet Tool Ti p(" LOC_TRADE_OVE
RVI EW TOOLTI P_TOURI SM_BONUS") ;
header | nst ance. Vi si bi | i t yBonusl con: Set Texture("Di pl onacy_Visibilitylcons");
header | nst ance. Vi si bi | i t yBonusl con: Set Vi sSt at e( mat h. ni n(mat h. max(vi si bi lityl ndex
- 1,0, 3));
header | nst ance. Vi si bi |l i tyBonusGri d: Local i zeAndSet Tool Ti p("LOC_TRADE_
OVERVI EW TOOLTI P_DI PLOVATI C_VI S_BONUS") ;
el se
header | nst ance. Touri smBonusPer cent age: Set Col or ByName(" Tr adeOver vi ewT
ext Di sabl edCS");
header | nst ance. Tour i snBonusl con: Set Texture(0, 0, " Tourism VisitingSmall Gey");
header | nst ance. Touri smBonusGi d: Local i zeAndSet Tool Ti p(" LOC_TRADE_OVE
RVI EW TOOLTI P_NO_TOURI SM_BONUS") ;
header | nst ance. Vi si bi | i t yBonusl con: Set Texture("Di pl omacy_VisibilitylconsGey");
header | nst ance. Vi si bi | i t yBonusl con: Set Vi sSt at e( mat h. mi n(mat h. max(vi s
ibilitylndex, 0), 3));
header | nst ance. Vi si bil i tyBonusG i d: Local i zeAndSet Tool Ti p(" LOC_TRADE
OVERVI EW TOCLTI P_NO DI PLOVATI C_ VI S_BONUS") ;
end
el se
i f dbug_print then
-- print("Not displaying vis bonuses")
end
header | nst ance. Touri snmBonusG i d: Set Hi de(true);
header | nst ance. Vi si bil i tyBonusG i d: Set Hi de(true);
end
end
function CreateC tyStateHeader ()
Creat eSecti onDi vi der ()
| ocal headerlInstance:tabl e = m Headerl nstancel M Get | nst ance();
-- If the current tab is not available routes, hide the collapse button, and
tradi ng post
if mcurrentTab ~= TRADE_TABS. AVAI LABLE_ROUTES t hen
header | nst ance. Rout esExpand: Set Hi de(true);
header | nst ance. Rout eCount Label : Set Hi de(true);
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
end
-- Reset Color for city states
header | nst ance. Header Gri d: Set Col or (OXFF666666) ;
header | nst ance. G tyBanner Fi | | : Set Hi de(true);
header | nst ance. Header Label : Set Col or ByNane( " Bei ge") ;

Doc Page: 75



Project: Better Trade Screen
Path: Better Trade Screen\UN\TradeOverview.lua File Page: 25

header | nst ance. Header Label : Set Text (Local e. ToUpper ("LOC_TRADE _OVERVIEWCI TY_S

TATES")) ;

end

header | nst ance. Vi si bil i tyBonusG i d: Set Hi de(true);
header | nst ance. Touri snmBonusG i d: Set Hi de(true);

function CreateUnusedRout esHeader ()

Creat eSecti onDi vi der ()
| ocal header|nstance:tabl e = m Headerl nstancel M Get | nst ance();
header | nst ance. Header Label : Set Text (Local e. ToUpper (" LOC_TRADE OVERVI EW UNUSED

_ROUTES"));

end

-- Reset Color for city states

header | nst ance. Header Gri d: Set Col or (OXFF666666) ;
header | nst ance. G tyBannerFi | | : Set Hi de(true);
header | nst ance. Header Label : Set Col or ByNane(" Bei ge") ;
header | nst ance. Rout esExpand: Set Hi de(true);

header | nst ance. Rout eCount Label : Set Hi de(true);
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
header | nstance. Vi si bil i tyBonusG i d: Set Hi de(true);
header | nst ance. Touri snmBonusG i d: Set Hi de(true);

function CreateC tyHeader( city:table , currentRouteShowCount: nunber,
t ot al Rout es: nunber, tooltipString:string )

Creat eSecti onbDi vi der ()
| ocal header|nstance:tabl e = m Headerl nstancel M Get | nst ance();
| ocal playerl D nunber = city: Get Owner ();
| ocal pPlayer = Players[playerlD;
header | nst ance. Header Label : Set Text (Local e. ToUpper (city: Get Name()));
if tooltipString ~= nil then
header | nst ance. Header Gri d: Set Tool Ti pString(tool ti pString);
end
if mcurrent Tab == TRADE TABS. AVAI LABLE ROUTES t hen
header | nst ance. Rout esExpand: Set Hi de(f al se);
header | nst ance. Rout eCount Label : Set H de(f al se);
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(f al se);
end
header | nst ance. Rout eCount Label : Set Text ( curr ent Rout eShowCount .. " / "

t ot al Rout es) ;

-- |If grouping by destination, show and refresh bonuses
i f m groupByLi st[ mgroupBySel ected]. groupByl D ==

GROUP_BY_SETTI NGS. DESTI NATI ON t hen

-- Update Trading Post |con
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(f al se);
if city: GetTrade(): HasActi veTradi ngPost (Pl ayer s[ Gane. Get Local Pl ayer()])
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t hen
header | nst ance. Tr adi ngPost | ndi cat or : Set Al pha(1. 0);
header | nst ance. Tr adi ngPost | ndi cat or: Local i zeAndSet Tool Ti p(" LOC_TRADE
_OVERVI EW.TOOLTI P_TRADE_POST_ESTABLI SHED") ;
el se
header | nst ance. Tr adi ngPost | ndi cat or: Set Al pha(0. 2);
header | nst ance. Tr adi ngPost | ndi cat or: Local i zeAndSet Tool Ti p(" LOC_TRADE
_OVERVI EW.TOOLTI P_NO _TRADE_POCST") ;
end
-- Update Diplomatic Visibility
header | nst ance. Vi si bil i tyBonusG i d: Set Hi de(f al se);
header | nst ance. Touri smBonusGi d: Set Hi de(f al se);
-- Do we display the tourismor visibilty bonus? Hde themif it is a
city state, or it is domestic route
if IsCityState(pPlayer) or pPlayer: GetlD() == Gane. Get Local Pl ayer() then
header | nst ance. Vi si bil i t yBonusG i d: Set Hi de(true);
header | nst ance. Touri smBonusG i d: Set Hi de(true);
el se
-- Determine are diplomatic visibility status
| ocal visibilitylndex:nunber = GetVisibilitylndex(playerlD, true)
-- Deternmine this player has a trade route with the | ocal player
| ocal hasTradeRout e: bool ean = Get HasActi veRout e(pl ayerI D, true)
-- Display trade route tourismnodifier
| ocal extraTourismvbdifier =
Pl ayer s[ Gane. Get Local Pl ayer ()]: Get Cul ture(): Get ExtraTradeRout eTouri snivodi fier();
-- TODO Use LOC TRADE_OVERVI EW TOURI SM BONUS when we can update the
t ext
header | nst ance. Tour i snmBonusPer cent age: Set Text (" +"
Local e. ToPer cent ( ( BASE_TOURI SM MODI FI ER + extraTouri snivodi fier)/100));
i f hasTradeRoute then
header | nst ance. Tour i snmBonusPer cent age: Set Col or ByName(" Tr adeOver vi ewText CS") ;
header | nst ance. Tour i snmBonusl con: Set Texture(0, 0, "Tourism VisitingSmall");
header | nst ance. Touri snBonusGri d: Local i zeAndSet Tool Ti p(" LOC_TRADE
_OVERVI EW.TOOLTI P_TOURI SM_BONUS") ;
header | nst ance. Vi si bi | i t yBonusl con: Set Texture("Di pl onacy_Visibilitylcons");
header | nst ance. Vi si bi | i t yBonusl con: Set Vi sSt at e( mat h. i n(mat h. max(vi si bi lityl ndex
- 1,0, 3));
header | nst ance. Vi si bi |l i tyBonusGi d: Local i zeAndSet Tool Ti p("LOC_TR
ADE_OVERVI EW TOOLTI P_DI PLOVATI C_VI S_BONUS") ;
el se
header | nst ance. Tour i snBonusPer cent age: Set Col or ByName(" Tr adeOver v
i ewText Di sabl edCS") ;
header | nst ance. Tour i snBonusl con: Set Texture(0, 0, " Tourism VisitingSmal |l Gey");
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header | nst ance. Touri snBonusGi d: Local i zeAndSet Tool Ti p(" LOC_TRADE
_OVERVI EW.TOOLTI P_NO_TOURI SM_BONUS") ;
header | nst ance. Vi si bi | i t yBonusl con: Set Texture("Di pl omacy_VisibilitylconsGey");
header | nst ance. Vi si bi | i t yBonusl con: Set Vi sSt at e( mat h. m n( mat h. max
(visibilitylndex, 0), 3));
header | nst ance. Vi si bilityBonusGi d: Local i zeAndSet Tool Ti p("LOC TR
ADE_OVERVI EW TOOLTI P_NO DI PLOVATI C_ VI S_ BONUS") ;
end
end
el se
header | nst ance. Touri smBonusG i d: Set Hi de(true);
header | nst ance. Vi si bil i tyBonusG i d: Set Hi de(true);
header | nst ance. Tr adi ngPost | ndi cat or: Set Hi de(true);
end
local cityEntry:table = {
Owner 1 D = pl ayer| D,
CtylD = city: GetlX)
1
| ocal cityExclusionlndex = findlndex(m G oupsFul | yExpanded, cityEntry,
CompareCityEntries);
i f cityExclusionlndex == -1 then
header | nst ance. Rout esExpand: Set Check( f al se);
header | nst ance. Rout esExpand: Set CheckText ureCf f set Val (0, 0) ;
el se
header | nst ance. Rout esExpand: Set Check(true);
header | nst ance. Rout esExpand: Set CheckText ur e f set Val (0, 22) ;
end
header | nst ance. Rout esExpand: Regi st er Cal | back( Muse. eLd ick, function()
OnExpandRout es( header | nst ance. Rout esExpand, city: GetOaner (), city:GetlID()); end
)
header | nst ance. Rout esExpand: Regi st er Cal | back( Muse. eMouseEnter, function()
Ul . Pl aySound(" Mai n_Menu_Muse_Cver"); end);
header | nst ance. Rout esExpand: Regi st er Cal | back( Muse. eRA i ck, function()
OnCol | apseRout es( header | nst ance. Rout esExpand, city: GetOmer (), city:CGetlD());
end );
header | nst ance. Rout esExpand: Regi st er Cal | back( Muse. eMouseEnter, function()
Ul . Pl aySound(" Mai n_Menu_Mouse_Over"); end);
if colorCityPl ayer Header then
header | nst ance. CityBannerFil | : Set H de(fal se);
| ocal backCol or, frontCol or = GetPl ayerCol orlnfo(playerlD, true);
header BackCol or = Dar kenLi ght enCol or (backCol or, backdropCol or Of f set,
backdr opCol or Opacity);
header Fr ont Col or = Dar kenLi ght enCol or (front Col or, |abel Col orOfset,
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| abel Col or Opacity);
gri dBackCol or = Dar kenLi ght enCol or (backCol or, backdropG i dCol or O f set,
backdr opGri dCol or Opaci ty);
header | nst ance. Header Label : Set Col or ( header Fr ont Col or) ;
header | nst ance. G tyBanner Fi | | : Set Col or (header BackCol or) ;
header | nst ance. Header Gri d: Set Col or (gri dBackCol or);
el se
-- Hide the colored U elenents
header | nstance. G tyBanner Fi | | : Set Hi de(true);
end
end
function OnExpandRout es( checkbox, cityOanerl D: nunber, citylD: nunber )
if mGoupColl apseAll then
m G oupCol | apseAl |l = fal se;
Control s. G oupCol | apseAl | CheckBox: Set Check(fal se);
end
-- For sone reason the Uncheck texture does not apply, so | had to hard code
the of fset in.
-- TODO Find a fix for this
i f (checkbox:|sChecked()) then
checkbox: Set CheckText ureOf f set Val (0, 22);
| ocal cityEntry = {
Owner | D = cityOaner | D,
CtylD = citylD
1
-- Only add entry if it isn't already in the list
i f findlndex(m G oupsFul | yExpanded, cityEntry, ConpareCityEntries) == -

t hen
i f dbug_print then
print("Adding " .. GetCityEntryString(cityEntry) .. " to the
exclusion list");
end
tabl e. i nsert(m GroupsFul | yExpanded, cityEntry);
el se
i f dbug_print then
print("Cty already exists in exclusion list");
end
end
el se

i f m G oupExpandAll then

m G oupExpandAl | = fal se;

Control s. G oupExpandAl | CheckBox: Set Check(f al se);
end
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checkbox: Set CheckText ureCf f set Val (0, 0) ;
local cityEntry = {
Owner | D = cityOmner | D,
CitylD = citylD
i
| ocal citylndex = findlndex(m G oupsFul | yExpanded, cityEntry,
CompareCityEntri es)
i f findlndex(m G oupsFul | yExpanded, cityEntry, ConpareC tyEntries) > 0

t hen
i f dbug_print then
print("Removing " .. GetCityEntryString(cityEntry) .. " to the
exclusion list");
end
tabl e. renmove(m GroupsFul | yExpanded, cityl ndex);
el se
i f dbug_print then
print("City does not exist in exclusion list");
end
end
end
Refresh();
end

function OnCol | apseRout es( checkbox, cityOaerlD: nunber, citylD: nunber )
i f m G oupExpandAl |l then
m G oupExpandAll = fal se
Control s. G oupExpandAl | CheckBox: Set Check(f al se);
end
checkbox: Set Check(f al se);
checkbox: Set CheckText ureCf f set Val (0, 0) ;
-- Check if city is in Goups expanded |i st
| ocal cityEntry {
Owner | D = cityOaner | D,
CtylD = citylD

1
local citylndex = findlndex(m G oupsFul | yExpanded, cityEntry,
Conpar eCityEntri es)
-- Renmove from fully expanded
if citylndex > 0 then
tabl e. renove(m GroupsFul | yExpanded, cityl ndex);
end
-- Add city to Goups collapsed list, if it does not exist
citylndex = findl ndex(m G oupsFul | yCol | apsed, cityEntry, ConpareCityEntries)
if citylndex == -1 then

Doc Page: 80



Project: Better Trade Screen
Path: Better Trade Screen\UN\TradeOverview.lua File Page: 30

tabl e.insert(m G oupsFul | yCol | apsed, cityEntry);
end
Refresh();
end
function ConpareC tyEntries( cityEntryl:table, cityEntry2:table )
if (cityEntryl. OmerlI D == cityEntry2. Omerl D) then
if (cityEntryl.CitylD == cityEntry2. CitylD) then
return true;
end
end
return false;
end
function GetCityEntryString( cityEntry:table )
| ocal pPlayer:table = Players[cityEntry. OmerlD];
local pCity:table = pPlayer:GetCities():FindlD(cityEntry. GtylD);
return Local e. Lookup(pCity: Get Name());

-- Trader Route history tracker
function Updat eRout eHi st oryFor Trader (rout el nfo: tabl e, routesTabl e:table)
if routelnfo.TraderUnitID ~= nil then
i f dbug_print then
print("Updating trader " .. routelnfo.TraderUnitID .. " with route
history: " .. GetTradeRouteString(routelnfo));
end
rout esTabl e[routel nfo. TraderUnitl D] = routelnfo;
el se
i f dbug_print then
print("Could not find the trader unit")
end
end

-- Goup By Pulldown functions

function RefreshG oupByPul | down()
-- Clear current group by entries
Control s. Overvi ewG oupByPul | down: Cl earEntries();
m gr oupByLi st = {};
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-- Build entries
AddGr oupByEntry(Local e. Lookup("LOC_Cl TY_STATES_NONE"),
GROUP_BY_SETTI NGS. NONE) ;
AddG oupByEnt ry( Local e. Lookup("LOC TRADE_OVERVI EW ORI G N'),
GROUP_BY_SETTINGS. ORIA N) ;
AddG oupByEnt ry( Local e. Lookup("LOC TRADE OVERVI EW DESTI NATI ON'),
GROUP_BY_SETTI NGS. DESTI NATI ON) ;
AddGr oupByEnt ry(Local e. Lookup("LOC_TRADE_OVERVI EW ORI G N_AZ"),
GROUP_BY_SETTI NGS. ORI G N_AZ) ;
AddG oupByEnt ry( Local e. Lookup("LOC _TRADE_OVERVI EW ORI G N_ZA"),
GROUP_BY_SETTI NGS. ORI A N_ZA) ;
AddG oupByEnt ry(Local e. Lookup("LOC TRADE OVERVI EW DESTI NATI ON_AZ"),
GROUP_BY_SETTI NGS. DESTI NATI ON_AZ) ;
AddG oupByEntry(Local e. Lookup("LOC_TRADE_OVERVI EW DESTI NATI ON_ZA"),
GROUP_BY_SETTI NGS. DESTI NATI ON_ZA) ;
-- Calculate Internals
Control s. Overvi ewG oupByPul | down: Cal cul at el nternal s();
Control s. Overvi ewG oupByBut t on: Set Text ( m gr oupByLi st [ m groupBySel ect ed] . grou
pByString);
Updat eG oupByArrow() ;
end
function AddG oupByEntry( text:string, id:nunmber )
| ocal entry:table = {
groupByString = text,
groupBylD = id
i
m groupByList[id] = entry;
AddPul | downEntry(text, id);
end
function AddPul | downEntry( pul | downText: string, index:nunber )
| ocal groupByPul | downEntry:table = {};
Control s. Overvi ew& oupByPul | down: Bui | dEntry( " Overvi ewG oupByEnt ry",
groupByPul | downEntry );
gr oupByPul | downEnt ry. But t on: Set Text (pul | downText ) ;
groupByPul | downEnt ry. Butt on: Set Voi ds(i, index);
end
function Updat eG oupByArrow)
if Controls. Overvi ewG oupByPul | down: | sOpen() then
Control s. Overvi ewG oupByPul | downOpenedAr r ow, Set Hi de(true);
Control s. Overvi ewG oupByPul | downCl osedAr r ow. Set Hi de(f al se);
el se
Control s. Overvi ewG oupByPul | downOpenedAr r ow. Set Hi de(f al se);
Control s. Overvi ewG oupByPul | downCl osedAr row. Set Hi de(true);
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end
end
-- Hel per method to check if the group setting selected is none
function G oupSettingl sNone(groupSetting)
if groupSetting == GROUP_BY_SETTI NGS. NONE
or groupSetting == GROUP_BY_SETTINGS. ORI N_AZ
or groupSetting == GROUP_BY_SETTI NGS. ORI G N_ZA
or groupSetting == GROUP_BY_SETTI NGS. DESTI NATI ON_AZ
or groupSetting == GROUP_BY_SETTI NGS. DESTI NATI ON_ZA t hen
return true
end
return false

-- Filter, Filter Pulldown functions

function FilterTradeRoutes ( tradeRoutes:table )
i f dbug_print then

-- print("Current filter:
IterList[mfilterSelected].FilterText);
end
if mfilterSelected == 1 then

return tradeRout es;

m f

end
local filtertedRoutes:table = {};
| ocal hasEntry: bool ean = fal se
for , tradeRoute in ipairs(tradeRoutes) do
| ocal pPlayer = Players[tradeRoute.DestinationCityPlayer];
if mfilterList[mfilterSelected].FilterFunction and
IterList[mfilterSelected].FilterFunction(pPlayer) then
table.insert(filtertedRoutes, tradeRoute);
hasEntry = true

m f

end
end
if hasEntry then
return filtertedRoutes;
el se
return nil
end

-- Filter pulldown functions
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function RefreshFilters()
-- Clear current filters
Control s. Overvi ewDesti nationFilterPull down: d earEntries();
mfilterList = {};
mfilterCount = O;
-- Add "All" Filter
AddFi | ter (Local e. Lookup("LOC ROUTECHOOSER FILTER ALL"), function(a) return
true; end);
-- Add "International Routes" Filter
AddFi | t er (Local e. Lookup("LOC _TRADE_FI LTER | NTERNATI ONAL_ROUTES_TEXT") ,
| sQt herCGiv);
-- Add "City States with Trade Quest" Filter
AddFi | ter (Local e. Lookup("LOC TRADE FI LTER_ CS W TH_QUEST_TOOLTI P"),
IsCityStateWthTradeQuest);
-- Add Local Player Filter
| ocal | ocal Pl ayerConfig:table = PlayerConfi gurations[ Gane. Get Local Pl ayer()];
| ocal | ocal Pl ayer Nanme = Local e. Lookup(Ganel nfo. Civilizations[l ocal Pl ayer Conf
ig:GetCvilizationTypel D()]. Nane);
AddFi Il ter (Il ocal Pl ayer Nanme, function(a) return a:GetlD() ==
Gane. Get Local Pl ayer(); end);
-- Add Filters by Cv
| ocal players:table = Gane. Get Pl ayers();
for _, pPlayer in ipairs(players) do
if pPlayer and pPlayer:1sAlive() and pPlayer:lsMajor() then
-- Has the local player nmet the civ?
i f pPlayer: GetDi pl omacy(): HasMet (Gane. Get Local Pl ayer()) then
| ocal playerConfig:table =
Pl ayer Confi gurati ons[ pPl ayer: Get1D()];
| ocal nanme = Local e. Lookup(Ganel nfo. Civilizations[playerConfig:G
etCivilizationTypel D()]. Nane);
AddFi Il ter(name, function(a) return a:GetlD() == pPlayer: Getl D()
end) ;
end
end
end
-- Add "City States" Filter
AddFi | ter (Local e. Lookup("LOC HUD REPORTS CI TY_STATE"), IsCityState);
-- Add filters to pulldown
for filter in pairs(mfilterList) do
AddFilterEntry(filter);
end
-- Select first filter
Control s. OverviewFi lterButton: Set Text(mfilterList[mfilterSelected].FilterT
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ext);
-- Calculate Internals
Control s. Overvi ewDesti nationFilterPul | down: Cal cul atel nternal s();
UpdateFilter Arrow);
end
function AddFilter( filterNane:string, filterFunction )
-- Make sure we don't add duplicate filters

for _, filter in ipairs(mfilterList) do
if filter.FilterText == filterNanme then
return;
end
end

mfilterCount = mfilterCount + 1;
mfilterList[mfilterCount] = {FilterText=filterNane,
FilterFunction=filterFunction};
end
function AddFilterEntry( filterlndex: nunber )
local filterEntry:table = {};
Control s. Overvi ewDest i nati onFi |t er Pul | down: Bui | dEnt r y(
"OverviewFilterEntry", filterEntry );
filterEntry.Button: Set Text(mfilterList[filterlndex].FilterText);
filterEntry. Button: Set Voids(i, filterlndex);
end
function UpdateFilterArrow)
if Controls.OverviewDestinationFilterPulldown:I|sOpen() then
Control s. Overvi ewFi | t er Pul | downQpenedAr r ow. Set Hi de(true);
Control s. Overvi ewFi | t er Pul | downCl osedAr r ow. Set Hi de(f al se);
el se
Control s. Overvi ewFi | t er Pul | downQpenedAr r ow. Set Hi de(f al se);
Control s. Overvi ewFi | t er Pul | downCl osedAr r ow. Set Hi de(true);
end

-- G ouped Routes Function

-- Returns the grouped routes version based on the passed group setting
function G oupRout es( routesTable, groupSetting )
i f dbug_print then
print ("G oup setting:
m_gr oupByLi st[ m groupBySel ect ed] . groupByStri ng);
end
if GroupSettingl sNone(groupSetting) then
return routesTabl e
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end
| ocal returnRoutesTabl e:table
| ocal groupCount: nunber =1
| ocal groupKey:table = {}
for i=1, #routesTable do
-- Cant use contor
route

| ocal key:string;

{}

key here since we DONT want a uni que key for every

if groupSetting == GROUP_BY _SETTI NGS. ORIG N t hen

key
tostring(routesTable[i].OriginCityl

tostring(routesTable[i].OiginCtyPlayer)

D)

el seif groupSetting == GROUP_BY_SETTI NGS. DESTI NATI ON t hen

key

tostring(routesTabl e[i].DestinationCityPl ayer)

tostring(routesTable[i].DestinationC tylD)

el se
i f dbug_print then
print("Error:
end
return routesTabl e;

Unknown group setting.")

end

| ocal index = groupCount;

i f groupKey[key] == nil then
gr oupKey[ key] = groupCount

gr oupCount
el se

i ndex = groupKey[ key]
end

i f returnRoutesTabl e[ i ndex]

ret ur nRout esTabl e[ i ndex]

end
i f dbug_print then
-- print("Inserting "

i ndex)
end

returnRout esTabl e[ i ndex] [ #(returnRout esTabl e[ i ndex]) + 1]

routesTabl e[i]

end

return returnRout esTabl e;
end

sort Setti ngsChanged: bool ean )
if (sortSettingsChanged ~= ni

= groupCount + 1;

== nil then

= {}

Cet TradeRout eString(route) .. "

CGets top route fromeach group and sorts them based on that
function Sort GroupedRout es( groupedRout es: tabl e,

sortSettings:table,

and (not sortSettingsChanged)) then
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if opt_print then
print("OPT: Not sorting groups")
end
return groupedRoutes
end
-- CGet scores for the top routes, sort them
| ocal routeScores = {}
for index=1, #groupedRoutes do
routeScores[index] = { id = index, score =

Scor eRout e( gr oupedRout es[ i ndex] [1], sortSettings)}

end

end

tabl e. sort (routeScores, function(a, b) return ScoreConp(a,

)

-- Build new tabl e based on these sorted scores

| ocal routes = {}

for i, scorelnfo in ipairs(routeScores) do
routes[i] = groupedRoutes[scorelnfo.id]

end

return routes

-- if #sortSettings > 0 then

-- tabl e. sort (gr oupedRout es, Conpar eG oups)

-- end

sort Settings)

Sort bar functions

H des all the ascendi ng/ descendi ng arrows

function Reset Sort Bar ()

end

Control s. FoodDescArrow. Set Hi de(true);

Control s. Producti onDescArrow. Set Hi de(true);
Control s. Gol dDescArrow. Set Hi de(true);

Control s. Sci enceDescArrow. Set Hi de(true);
Control s. Cul t ureDescArrow. Set Hi de(true);
Control s. Fai t hDescArrow. Set Hi de(true);

Control s. TurnsToConpl et eDescArrow. Set Hi de(true);
Control s. FoodAscArrow. Set Hi de(true);

Control s. Producti onAscArrow. Set Hi de(true);
Control s. Gol dAscArrow. Set Hi de(true);

Control s. Sci enceAscArrow. Set Hi de(true);

Control s. Cul tureAscArrow. Set Hi de(true);

Control s. Fai t hAscArrow. Set Hi de(true);

Control s. TurnsToConpl et eAscArrow. Set Hi de(true);
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function RefreshSortBar ()
if mctrlDown then
Ref reshSort Buttons( m. | nG oupSortBySettings );
el se
Ref reshSort Butt ons( m GroupSortBySettings );
end
i f showSort OrdersPermanently or m shiftDown then
-- Hide the order texts
H deSort Or der Label s();
-- Show them based on current settings
ShowSor t Or der Label s() ;
end
end
function ShowSort O der Label s()
-- Refresh and show sort orders
if mctrlDown then
Ref reshSort Order Label s( m I nG oupSortBySettings );
el se
Ref reshSort Or der Label s( m G oupSortBySettings );
end
end
function Hi deSort O derLabel s()
Control s. FoodSort Or der: Set Hi de(true);
Control s. ProductionSort Order: Set Hi de(true);
Control s. Gol dSort Or der: Set Hi de(true);
Control s. Sci enceSort Order: Set Hi de(true);
Control s. Cul tureSort Order: Set Hi de(true);
Control s. Fai t hSort Order: Set Hi de(true);
Control s. TurnsToConpl et eSort Or der: Set Hi de(true);
end
-- Shows and hides arrows based on the passed sort order
function SetSortArrow ascArrow table, descArrow table, sortOrder:nunmber )
if sortOrder == SORT_ASCENDI NG t hen
descArrow. Set Hi de(true);
ascArrow. Set Hi de(fal se);
el se
descArrow. Set Hi de(fal se);
ascArrow. Set Hi de(true);
end
end
function RefreshSortButtons( sortSettings:table )
-- Hide all arrows
Reset Sort Bar () ;
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-- Set disabled color
Control s. FoodSort Butt on: Set Col or ByNane( " But t onDi sabl edCS") ;
Control s. Producti onSort Button: Set Col or ByNane(" Butt onDi sabl edCS") ;
Control s. Gol dSort Butt on: Set Col or ByNanme( " But t onDi sabl edCS") ;
Control s. Sci enceSort Butt on: Set Col or ByNane(" Butt onDi sabl edCS") ;
Control s. Cul tureSort Button: Set Col or ByNane(" Butt onDi sabl edCS") ;
Control s. Fai t hSort But t on: Set Col or ByNane( " But t onDi sabl edCS") ;
Control s. TurnsToConpl et eSort Butt on: Set Col or ByNanme(" Butt onDi sabl edCS") ;
-- o through settings and display arrows
for _, sortEntry in ipairs(sortSettings) do
if sortEntry. SortByl D == SORT_BY_| D. FOOD t hen
Set Sort Arrow( Control s. FoodAscArrow, Controls. FoodDescAr r ow,
sortEntry. Sort Or der)
Control s. FoodSort Butt on: Set Col or ByNane(" Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_I| D. PRODUCTI ON t hen
Set Sort Arrow( Control s. Producti onAscArr ow,
Control s. Producti onDescArrow, sortEntry. Sort O der)
Control s. Producti onSort Button: Set Col or ByNane(" Butt onCS");
el seif sortEntry. SortByl D == SORT_BY_|ID. GOLD t hen
Set Sort Arrow( Control s. Gol dAscArrow, Controls. Gol dDescAr r ow,
sortEntry. Sort Or der)
Control s. Gol dSort Butt on: Set Col or ByNanme( " Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_I D. SCI ENCE t hen
Set Sort Arrow( Control s. Sci enceAscArrow, Controls. Sci enceDescArrow,
sortEntry. Sort Order)
Control s. Sci enceSort Button: Set Col or ByNanme( " Butt onCS");
el seif sortEntry. SortByl D == SORT_BY_| D. CULTURE t hen
Set Sort Arrow( Control s. Cul tureAscArrow, Controls. Cul tureDescArrow,
sortEntry. Sort Order)
Control s. Cul tureSort Button: Set Col or ByNane(" ButtonCS");
el seif sortEntry. SortByl D == SORT_BY_|I D. FAI TH t hen
Set Sort Arrow( Control s. Fai t hAscArrow, Control s. FaithDescArrow,
sortEntry. Sort Or der)
Control s. Fai t hSor t But t on: Set Col or ByNane( " Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_I D. TURNS_TO COWVPLETE t hen
Set Sort Arrow( Control s. TurnsToConpl et eAScAr r ow,
Control s. TurnsToConpl et eDescArrow, sortEntry. Sort O der)
Control s. TurnsToConpl et eSort But t on: Set Col or ByNane( " Butt onCS") ;

end
end
end
function RefreshSort OrderlLabel s( sortSettings:table )
for _, sortEntry in ipairs(sortSettings) do
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if sortEntry. SortByl D == SORT_BY_ I D. FOOD t hen

Control s. FoodSort Or der: Set Hi de(f al se);

Control s. FoodSort Or der: Set Text (i ndex) ;

Control s. FoodSort Or der: Set Col or ByNane( " ResFoodLabel CS") ;
el seif sortEntry. SortByl D == SORT_BY_I D. PRODUCTI ON t hen

Control s. Producti onSort Order: Set Hi de(f al se);

Control s. Producti onSort O der: Set Text (i ndex) ;

Control s. Producti onSort O der: Set Col or ByNanme(" ResPr oducti onLabel CS");
el seif sortEntry. SortByl D == SORT_BY_|ID. GOLD t hen

Control s. Gol dSort Or der: Set Hi de(f al se);

Control s. Gol dSort Or der: Set Text (i ndex) ;

Control s. Gol dSort Or der: Set Col or ByNane( " ResCol dLabel CS") ;
el seif sortEntry. SortByl D == SORT_BY_| D. SCI ENCE t hen

Control s. Sci enceSort Order: Set Hi de(f al se);

Control s. Sci enceSort O der: Set Text (i ndex) ;

Control s. Sci enceSort O der: Set Col or ByNane( " ResSci encelLabel CS");
el seif sortEntry. SortByl D == SORT_BY_I D. CULTURE t hen

Control s. Cul tureSort Order: Set Hi de(fal se);

Control s. Cul tureSort Order: Set Text (i ndex) ;

Control s. Cul tureSort Order: Set Col or ByNane(" ResCul t ureLabel CS");
el seif sortEntry. SortByl D == SORT_BY_|I D. FAI TH t hen

Control s. Fai t hSort Order: Set Hi de(f al se);

Control s. Fai t hSort Or der: Set Text (i ndex) ;

Control s. Fai t hSort Or der: Set Col or ByNanme(" ResFai t hLabel CS");
el seif sortEntry. SortByl D == SORT_BY_ I D. TURNS _TO COVPLETE t hen

Control s. TurnsToConpl et eSort Or der : Set Hi de(f al se);

Control s. TurnsToConpl et eSort O der : Set Text (i ndex) ;
end

-- Applicaton level functions

function Open()
-- dont show panel if there is no |ocal player
| ocal | ocal Pl ayerl D = Gane. Get Local Pl ayer () ;
if (local PlayerlD == -1) then
return
end
m_Ani nSupport. Show() ;
U . Pl aySound(" Ci tySt at es_Panel _Open");
Refresh();
end
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function C ose()
if not ContextPtr:IsH dden() then
U . PlaySound("CityStates Panel Cl ose");
end
m_Ani nSupport . Hi de();
-- Reset sort settings
m | nGroupSortBySettings = {};
m GroupSort BySettings = {};
-- Reset tab
m current Tab = TRADE TABS. M¥_ROUTES;
-- Reset filter
mfilterSelected = 1;

-- General hel per functions

function SelectUnit( unit:table )
| ocal | ocal Pl ayer = Gane. Get Local Pl ayer();
if U.CetHeadSel ectedUnit() ~= unit and local Pl ayer ~= -1 and | ocal Pl ayer ==
uni t: Get Omer () then
Ul . Desel ect ALl Units();
U . DeselectAlICities();
U.SelectUnit( unit );
end
Ul . LookAt Pl ot ScreenPosition( unit:GetX(), unit:GetY(), 0.42, 0.5);
end
function Sel ect FreeTrader( unit:table, destinationC tyOanerlD: nunber,
destinationGCityl D: nunber )
| ocal | ocal Pl ayer = Gane. Get Local Pl ayer();

if local Player == -1 or |ocal Pl ayer ~= unit: GetOaner() then
return
end
| ocal selectedUnit:table = U . Get HeadSel ectedUnit();
if selectedUnit == nil or selectedUnit:GetID() ~= unit:GetlD() then

U . Desel ect All Units();
U . DeselectAllCties();
-- Don't open screen on unit selection
LuaEvent s. Tr adeRout eChooser _Ski pOpen()
U.SelectUnit( unit );
-- Open screen after new destination info is passed
LuaEvent s. TradeOver vi ew_Sel ect Rout eFr onOver vi ew dest i nati onCi t yOaner | D,
destinationCityl D)
el se
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LuaEvent s. Tr adeOver vi ew_Sel ect Rout eFr onOver vi ew( desti nati onCi t yOamner | D,
destinationCityl D)
end
end
function Cycl eTraders(co)
i f Count Traders(m Avai l abl eTraders) > 0 then
coroutine. resune(co)
el se
i f dbug_print then
print("No Trader avail able")
end
end
end
function TransferTraderTo( unit:table, transferCity:table )
-- Don't open screen on unit sel ection
LuaEvent s. Tr adeRout eChooser _Ski pOpen()
Sel ectUnit (unit)
LuaEvent s. TradeOver vi ew_ChangeOri gi nCityFronOverviewm(transferCity)
end
-- Prevents nill entries being counted as "traders"
function Count Traders( traders )
| ocal count =0

if traders ~= nil then
for citylDin pairs(traders) do
if traders[citylD] ~= nil then
for i in pairs(traders[citylD]) do
if traders[citylD][i] ~= nil then
count = count + 1
end
end
end

end
end
return count
end
function RenoveTrader( traderlD)
for citylD in pairs(mAvail abl eTraders) do

for i in pairs(mAvailableTraders[citylD]) do
-- Renove trader
if mAvailableTraders[citylD][i] == traderlD then
i f dbug_print then
print("Removing trader " .. traderID .. " fromavailable
traders.")
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i f

it does

end
end
end

end
tabl e. remove(m Avai |l abl eTraders[cityl D], i)
-- Check if for that city has no traders. Renobve the city entry

if table_nnill_count(m Avail abl eTraders[citylD]) <= 0 then
i f dbug_print then
print("Removing city " .. citylD)
end
tabl e. renove(m Avai | abl eTraders, citylD)
end
return -- return here since nothing else is left to do

i f dbug_print then
print("Could not find trader " .. traderlD)

end

Button handl er functions

function OnOpen()

end

Open() ;

function Ond ose()

d ose();

function OnMyRout esButton()
m current Tab = TRADE _TABS. M¥_ROUTES;

end

Refresh();

functi on OnRout esToCi tiesButton()
m current Tab = TRADE TABS. ROUTES TO Cl Tl ES;

end

Refresh();

function OnAvai |l abl eRout esButton()
m current Tab = TRADE_TABS. AVAI LABLE_ROUTES;

Ref resh();
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-- Pul | downs
function OnFilterSel ected( index:nunber, filterlndex: number )
mfilterSelected = filterlndex;
Controls. OverviewFi lterButton: Set Text(mfilterList[mfilterSelected].FilterT
ext);
m FilterSetti ngsChanged = true;
Refresh();
end
function OnG oupBySel ect ed( index: nunber, groupByl ndex: nunmber )
-- Insert sort entry specific to the group setting
i f GROUP_BY_SETTINGS. ORI G N_AZ == groupByl ndex then
m G oupSortBySettings = {}
I nsert Sort Entry( SORT_BY_I D. ORI G N_NAME, SORT_ASCENDI NG,
m G oupSort BySetti ngs)
el sei f GROUP_BY_SETTI NGS. ORI G N_ZA == groupByl ndex then
m GroupSortBySettings = {}
InsertSortEntry(SORT_BY_ I D. ORI G N_NAME, SORT_DESCENDI NG
m G oupSort BySetti ngs)
el sei f GROUP_BY_SETTI NGS. DESTI NATI ON_AZ == gr oupByl ndex then
m GroupSort BySettings = {}
I nsert Sort Entry( SORT_BY_I D. DESTI NATI ON_NAME, SORT_ASCENDI NG,
m G- oupSort BySet ti ngs)
el sei f GROUP_BY_SETTI NGS. DESTI NATI ON_ZA == gr oupByl ndex t hen
m G oupSortBySettings = {}
I nsert Sort Ent ry( SORT_BY_I D. DESTI NATI ON_NAME, SORT_DESCENDI NG,
m G- oupSort BySetti ngs)
end
m gr oupBySel ect ed = groupByl ndex;
Control s. Overvi ewG oupByBut t on: Set Text ( m gr oupByLi st [ m groupBySel ect ed] . grou
pByString);
-- Have to rebuild table
m G oupSetti ngsChanged = true;
Refresh();

function OnG oupExpandAl | ()
m G oupExpandAl | = fal se;
m G oupCol | apseAl |l = fal se;
Control s. G oupCol | apseAl | CheckBox: Set Check(fal se);
-- Dont do anything, if grouping is none
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if GroupSettingl sNone(m groupBySel ected) then
return,

end

i f Controls. G oupExpandAl | CheckBox: | sChecked() then
m G oupsFul 1 yCol | apsed = {};
m G oupExpandAl | = true;

end

Refresh();

end
function OnG oupCol | apseAl | ()

m G oupExpandAl | = fal se;

m G oupCol | apseAl | = fal se;

Control s. G oupExpandAl | CheckBox: Set Check( f al se);

-- Dont do anything, if grouping is none

if GroupSettingl sNone(m groupBySel ected) then
return;

end

if Controls. G oupColl apseAl | CheckBox: | sChecked() then
m G oupsFul | yExpanded = {};
m G oupCol | apseAll = true;

end

Refresh();

-- CGeneral nethod to handle a sort button. Kind of a ness,
handl i ng of different features with key presses. In short:
-- SHFT = Cl ear previous val use

-- CTRL = Add to mInG oupSortBySettings

especially with

-- No CTRL = Add to m G oupSortBySettings and m | nG oupSortBySettings
-- By default the ascending sort by turns is always added (since these routes

could be hidden in groups)
function OnGeneral SortBy(sortDescArrow, sortByl D)
m Sort Set ti ngsChanged = true;
-- If shift is not being pressed, reset sort settings
if not mshiftDown then
if not mctrlDown then
m GroupSort BySettings = {};
end
m | nG oupSort BySettings = {};
end
-- Renove sort by turns ascending to be added | ater
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RemoveSort Ent ry( SORT_BY_I D. TURNS_TO COVPLETE, m | nG oupSortBySettings);
-- Sort based on currently show ng icon toggled
if sortDescArrow | sHi dden() then
if not mctrlDown then
InsertSortEntry(sortByl D, SORT_DESCENDI NG m GroupSortBySettings);
end
InsertSortEntry(sortByl D, SORT_DESCENDI NG m I nG oupSortBySettings);
el se
if not mctrl Down then
InsertSortEntry(sortByl D, SORT_ASCENDI NG m G oupSortBySettings);
end
InsertSortEntry(sortByl D, SORT_ASCENDI NG m I nG oupSortBySettings);
end
I nsert Sort Ent ry( SORT_BY_I D. TURNS_TO COVPLETE, SORT_ASCENDI NG,
m | nG oupSort BySettings);
Ref reshSort Bar () ;
-- OPT: Dont call refresh while shift is held
if not mshiftDown then
Refresh();
el se
m sort Cal | Refresh = true;
end
end
function OnSort ByFood()
OnGener al Sort By( Control s. FoodDescArrow, SORT_BY_ I D. FOOD)
end
function OnSort ByProduction()
OnGeneral Sort By(Control s. Producti onDescArrow, SORT_BY_I D. PRODUCTI ON)
end
function OnSortByGol d()
OnGener al Sort By(Control s. Gol dDescArrow, SORT_BY_ I D. GOLD)
end
function OnSortBySci ence()
OnGener al Sort By(Control s. Sci enceDescArrow, SORT_BY_ I D. SCI ENCE)
end
function OnSortByCul ture()
OnGeneral Sort By(Control s. Cul tureDescArrow, SORT_BY_ I D. CULTURE)
end
function OnSortByFaith()
OnGeneral Sort By(Control s. Fai t hDescArrow, SORT_BY_ID. FAI TH)
end
function OnSort ByTurnsToConpl et e()
OnGener al Sort By(Control s. TurnsToConpl et eDescAr r ow,
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SORT_BY_| D. TURNS_TO_COVPLETE)
end

-- Sort bar del ete buttons

-- General nethod to renove sort button.
-- CTRL = Renove from m|nG oupSortBySettings
-- No CTRL = Renove from m G oupSortBySettings and m | nG oupSortBySettings
function OnGeneral Not Sort By(sort Byl D)
m Sort Set ti ngsChanged = true;
if not mctrlDown then
RemoveSortEntry( sortByl D, m GroupSortBySettings);
end
RemoveSort Entry( sortByl D, m I nG oupSortBySettings);
Ref reshSort Bar () ;
-- OPT: Dont call refresh while shift is held
i f not mshiftDown then
Ref resh();
el se
m sortCal | Refresh = true;
end
end
function OnNot Sort ByFood()
OnGener al Not Sor t By ( SORT_BY_I D. FOOD)
end
function OnNot Sort ByProduction()
OnGener al Not Sor t By ( SORT_BY_| D. PRODUCTI ON)
end
function OnNot Sort ByGol d()
OnGener al Not Sort By( SORT_BY_|I D. GOLD)
end
function OnNot Sort BySci ence()
OnGener al Not Sort By( SORT_BY_| D. SClI ENCE)
end
function OnNot Sort ByCul ture()
OnGener al Not Sort By( SORT_BY_| D. CULTURE)
end
function OnNot Sort ByFaith()
OnGener al Not Sort By( SORT_BY_I D. FAI TH)
end
function OnNot Sort ByTur nsToConpl et e()
OnGener al Not Sort By ( SORT_BY_I D. TURNS _TO _COWPLETE)
end
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-- LUA Event
-- Explicit close (frompartial screen hooks), part of closing everything,

function OnCl oseAl | Except ( context ToStayQpen:string )
i f contextToStayQpen == ContextPtr: GetlD() then return; end
A ose();

--  Gane Event

-- City was selected so close route chooser

function OnCi tySel ecti onChanged(owner, ID, i, j, k, bSelected, bEditable)
if not ContextPtr:IsH dden() and owner == Gane. Get Local Pl ayer () then
Ondl ose();
end
end
function OnlnterfaceModeChanged( ed dMbde: nunber, eNewMode: nunber )
i f eNewMbde == InterfaceMdeTypes. VI EW MODAL_LENS t hen
d ose();
end
end

function OnLocal Pl ayer Tur nEnd()
i f (GaneConfiguration.lsHotseat()) then
A ose();
end
m HasBui | t TradeRout eTabl e = fal se;
-- Clear cache and tables to keep nenory used | ow
CacheEnpty();
m Avai | abl eTradeRoutes = nil;
m_Fi nal TradeRoutes = nil;
m Avai | abl eGroupedRoutes = nil;
end
function OnUnitQperationStarted( ownerlD: nunber, unitlD: nunber,
oper ati onl D: nunber )
-- Don't do anything for non local players
if ownerl D ~= Game. Get Local Pl ayer() then return end
i f m HasBuilt TradeRout eTabl e then
-- Rermove unit fromavail able traders
RemoveTr ader (uni t 1 D)
| ocal foundRoute: bool ean = fal se
if operationlD == UnitQperationTypes. MAKE TRADE ROUTE t hen
-- Unit was just started a trade route. Find the route, and update
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the tables
| ocal local PlayerCities:table = Players[ownerID]: GetCities();
for , city in local PlayerCities: Menbers() do
| ocal out goi ngRoutes = city: Get Trade(): Get Qut goi ngRout es() ;
for _, route in ipairs(outgoi ngRoutes) do
if route. TraderUnitID == unitlD then
i f dbug_print then
print("Found route...")
end
-- Renmove it fromthe avail able routes
RemoveRout eFr onirabl e(rout e, m Avai | abl eG oupedRout es,
not G oupSettingl sNone(m groupBySel ected));
foundRoute = true
br eak
end
end
end
i f not foundRoute then
i f dbug_print then
print("Route not found!!'")
end
return
end
-- Dont refresh, if the window is hidden
if not ContextPtr:IsH dden() then
Refresh();
end

-- U EVENTS

function Onlnit( isRel oad: bool ean )
if isReload then
LuaEvent s. GaneDebug_Cet Val ues( RELOAD CACHE | D);
end
end
function OnShut down()
LuaEvent s. GaneDebug_AddVal ue( RELOAD CACHE I D, "i sHi dden",
Context Ptr: | sHi dden());
LuaEvent s. GaneDebug_AddVal ue( RELOAD CACHE I D, "current Tab", m currentTab);
LuaEvent s. GaneDebug_AddVal ue( RELOAD CACHE I D, "filterSel ected",
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mfilterSel ected);

LuaEvent s. GaneDebug_AddVal ue( RELOAD CACHE | D, "groupBySel ected",
m_gr oupBySel ect ed) ;
end

-- I nput handl ers.

function KeyDownHandl er ( key: number )
if key == Keys. VK SHI FT t hen
m shi ft Down = true;
i f not showSortOrdersPermanently then
ShowSor t Or der Label s() ;
end
-- let it fall through
end
i f key == Keys. VK _CONTROL t hen
m ctrl Down = true;
Ref reshSort Bar () ;
end
return fal se;
end
function KeyUpHandl er ( key: nunber )
if key == Keys. VK SH FT then
m shi ft Down = fal se;
if msortCall Refresh then
Refresh();
m sort Cal | Refresh = fal se;
end
i f not showSortOrdersPermanently then
H deSort Or der Label s();
end
-- let it fall through
end
i f key == Keys. VK _CONTROL t hen
m ctrl Down = fal se;
Ref reshSort Bar () ;
end
if key == Keys. VK _ESCAPE t hen
d ose();
return true;
end
i f key == Keys. VK RETURN t hen

-- Don't let enter propigate or it will hit action panel which will
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rai se a screen (potentially this one again) tied to the action
return true
end
return fal se;
end
function OnlnputHandl er( plnputStruct:table )
-- Call the animation input handl er
- - m_Ani nBupport. Onl nput Handl er ( pl nput Struct );
| ocal ui Msg = plnput Struct: Get MessageType();
i f ui Msg == KeyEvents. KeyDown then return KeyDownHandl er (
pl nput Struct: Get Key() ); end
if uiMsg == KeyEvents. KeyUp then return KeyUpHandl er ( pl nput Struct: Get Key()

); end

return fal se;
end
--  LUA EVENT

-- Rel oad support

function OnGaneDebugRet urn( context:string, contextTable:table )
if context == RELOAD CACHE | D then

i f contextTable["isH dden"] ~= nil and not contextTabl e["isHi dden"] then
Open() ;

end

-- TODO. Add reload support for sort bar

if contextTable["filterSelected'] ~= nil then
mfilterSelected = contextTabl e["filterSel ected"];
Refresh();

end

i f contextTabl e["currentTab"] ~= nil then
m _current Tab = cont ext Tabl e[ "current Tab"];
Refresh();

end

i f contextTabl e[ "groupBySel ected"] ~= nil then

m_gr oupBySel ect ed = cont ext Tabl e[ "groupBySel ect ed"];
-- Have to rebuild table
m HasBui | t TradeRout eTabl e = fal se
Refresh();
end
end
end
function OnPol i cyChanged( ePl ayer )
i f m_Ani nBupport.lsVisible() and ePlayer == Gane. Get Local Pl ayer() then
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Refresh();
end

--  Setup

function InitButton(control, callbackLCO ick, callbackRd ick)
control : Regi sterCal | back( Mouse. eLO i ck, call backLd ick)
if callbackRCdick ~= nil then
control : Regi sterCal | back( Mouse. eRCl i ck, call backRd i ck)
end
control : Regi sterCal | back( Mouse. eMouseEnter, function()
U . Pl aySound( " Mai n_Menu_Mouse_Over™) end)
end
function Initialize()
i f dbug_print then
print("Initializing BTS Trade Overview');
end
-- Initialize tracker
TradeSupport Tracker I nitialize();
-- I nput handl er
Cont ext Ptr: Set | nput Handl er ( Onl nput Handl er, true );
-- Control Events
InitButton(Controls.d oseButton, OnCl ose)
I ni tButton(Controls. MyRout esButton, OnMyRout esButton)
InitButton(Controls. RoutesToCiti esButton, OnRoutesToCitiesButton)
I nitButton(Controls. Avai | abl eRout esButton, OnAvai | abl eRout esButt on)
-- Control events - sort bar
I nitButton(Controls. FoodSortButton, OnSortByFood, OnNot Sort ByFood)
I nitButton(Controls. ProductionSortButton, OnSortByProduction,
OnNot Sor t ByPr oduct i on)
InitButton(Controls. Gol dSortButton, OnSortByGol d, OnNot Sort ByGol d)
InitButton(Controls. Sci enceSortButton, OnSortBySci ence, OnNot Sort BySci ence)
InitButton(Controls. CultureSortButton, OnSortByCul ture, OnNot SortByCul ture)
InitButton(Controls. FaithSortButton, OnSortByFaith, OnNot SortByFaith)
I nitButton(Controls. TurnsToConpl et eSort Button, OnSortByTurnsToConpl et e,
OnNot Sor t By Tur nsToConpl et e)
--Filter Pulldown
Control s. Overvi ewFi | t er But t on: Regi st er Cal | back( Muse. eLd i ck,
UpdateFilterArrow );
Control s. Overvi ewDest i nati onFil t er Pul | down: Regi st er Sel ecti onCal | back(
OnFilterSelected );
-- Group By Pull down
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Control s. Overvi ewG oupByBut t on: Regi st er Cal | back( Mouse. eLd i ck,
Updat eG oupByArrow );
Control s. Overvi ewG oupByPul | down: Regi st er Sel ecti onCal | back(
OnG oupBySel ected );
I ni t Button(Controls. GoupExpandAl | CheckBox, OnG oupExpandAll)
I nitButton(Controls. GoupCol | apseAl | CheckBox, OnG oupCol | apseAll)
-- Lua Events
LuaEvent s. Parti al Scr eenHooks OpenTradeOvervi ew. Add( OnCpen );
LuaEvent s. Parti al Scr eenHooks C oseTr adeOvervi ew. Add( Ond ose );
LuaEvent s. Parti al Scr eenHooks_Cl oseAl | Except . Add( OnC oseAl | Except );
-- Animation Controller
m_Ani nSupport = CreateScreenAni nati on(Controls. SlideAnin);
-- Rundown / Screen Events
Event s. Syst emJpdat eUl . Add( m_Ani nSupport. OnUpdat eUl ) ;
Control s. Title: Set Text (Local e. Lookup("LOC TRADE OVERVI EW TI TLE"));
-- Game Engi ne Events
Events. CitySel ecti onChanged. Add( OnCi tySel ecti onChanged );
Events. Unit OperationStart ed. Add( OnUni t Operati onStarted );
Event s. Gover nnent Pol i cyChanged. Add( OnPol i cyChanged ) ;
Event s. Gover nnent Pol i cyCbsol et ed. Add( OnPol i cyChanged ) ;
Events. Local Pl ayer Tur nEnd. Add( OnLocal Pl ayer TurnkEnd ) ;
Event s. | nt er f aceMbdeChanged. Add( Onl nt er f aceMbdeChanged ) ;
-- Hot-Rel oad Events
ContextPtr: SetlnitHandl er(Onlnit);
Cont ext Pt r: Set Shut down( OnShut down) ;
LuaEvent s. GaneDebug_Ret ur n. Add( OnGaneDebugRet ur n) ;
end
Initialize();
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<?xm version="1.0" encodi ng="utf-8"?>
<Cont ext >
<Sli deAni m Styl e=" RundownAni nBG' Speed="5">
<l-- Title Area -->
<Gid Anchor="C T" Size="parent-6, 140" O fset="0, 50"
Texture="Controls_Titl eBarDark" SliceCorner="21,17" SliceTextureSize="42, 34">

<l--
-->

<l-- Tab Contai ner
-->

<I--
-->

<Cont ai ner | D="TabHeader" Anchor="C, T" O fset="0,-10" Size="540,61">
<Gid Anchor="L,T" Size="parent, 61" Texture="Controls_TablLedge2"
SliceCorner="194, 18" SliceSi ze="52,26" SliceTextureSi ze="438, 61" >
<l-- My Routes Button -->
<G idButton |ID="M/Rout esButton" Size="150, 34" Ofset="30, 13"
Styl e="TabButton">
<G idButton | D="My/Rout esSel ected" Size="parent, parent"”
Styl e="TabBut t onSel ect ed" ConsunmeMuseButton="0" ConsuneMbuseOver="1" />
<Label |D="M/RoutesTablLabel" Anchor="C, C' O fset="0, 1"
Styl e="TabFont" String="LOC TRADE OVERVI EW MY_ROUTES"/ >
<l mage | D="M/Rout esSel ect edArrow' Anchor="C, T" O fset="0,0"
Texture="Control s_TabSel ect Arrow. dds" ></ | nrage>
<Label |D="MRoutesTabSel ectedLabel” Anchor="C C' O fset="0, 1"
Styl e="TabSel ect edFont" String="LOC TRADE OVERVI EW MY_ROUTES" Hi dden="1"/>
</ Gi dButton>
<I-- Routes to Cities Button -->
<G idButton |ID="RoutesToCitiesButton" Size="166, 34" O fset="188, 13"
Styl e="TabButton" >
<G idButton |ID="RoutesToCitiesSel ected" Size="parent, parent”
Styl e="TabBut t onSel ect ed" ConsunmeMuseButton="0" ConsuneMbuseOver="1" />
<Label |D="RoutesToCitiesTabLabel" Anchor="C C' O fset="0, 1"
Styl e="TabFont" String="LOC TRADE_OVERVI EW ROUTES TO My_CI TI ES"/ >
<Image | D="RoutesToCiti esSel ectedArrow' Anchor="C T" O fset="0, 0"
Texture="Control s_TabSel ect Arrow. dds"/ >
<Label |D="RoutesToCitiesTabSel ectedLabel" Anchor="C, C' Ofset="0, 1"
Styl e="TabSel ect edFont" String="LOC TRADE OVERVI EW ROUTES TO MY _Cl Tl ES"
Hi dden="1"/>
</ Gi dButton>
<l-- Avail able Routes Button -->
<G i dButton | D="Avai |l abl eRout esButton" Size="150, 34" O fset="360, 13"
Styl e="TabButton">
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<G idButton | D="Avail abl eRout esSel ect ed" Si ze="parent, parent”
Styl e="TabBut t onSel ect ed" ConsunmeMuseButton="0" ConsuneMbuseOver="1" />
<Label |D="Avail abl eRout esTabLabel " Anchor="C, C' O fset="0, 1"
Styl e="TabFont" String="LOC _TRADE_OVERVI EW AVAI LABLE ROUTES"/ >
<l mage | D="Avail abl eRout esSel ect edArrow' Anchor="C, T" O fset="0, 0"
Texture="Control s_TabSel ect Arrow. dds"/ >
<Label |D="Avail abl eRout esTabSel ect edLabel " Anchor="C, C'
O fset="0,1" Style="TabSel ect edFont"
String="LOC_TRADE_OVERVI EW AVAI LABLE_ROUTES" Hi dden="1"/>
</ Gi dButton>

</Gid>
</ Cont ai ner >
<l--
-->
<l--  Header -->
<l--
-->

<l-- <Label String="BU LD NG' Style="FontFlairl4" FontStyle="Stroke"
Smal | Caps="20" Snal | CapsType="EveryWrd" Col or="249, 249, 249, 255" /> -->
<Gid | D="Header Frane" Anchor="C, T" O fset="0,40" Size="parent-20, 42"
Texture="Control s_DecoFrane" SliceCorner="19, 18" SliceSize="1, 1"
Sl i ceText ureSi ze="40, 38" Col or="31, 44, 53, 255" >
<Stack | D="Header Stack" Anchor="C, C' O fset="0,0" StackG owt h="Ri ght"
St ackPaddi ng="6">
<Label |D="HeaderLabel" Styl e="TradeOvervi ewHeader"/>
<Label |D="ActiveRouteslLabel" Style="TradeOvervi ewActi veRout es"/>

</ St ack>

</Gid>

<I--
-->

<l-- Sub Header - Contains Colum Nanes, Filter Pulldown, Sort Bar
-->

<l--
-->

<l-- Goup by Pulldown -->

<Pul | Down | D="0Overvi ewG oupByPul | down" ConsuneMuse="0" Anchor="L, B"
O fset="18,5" Size="155, 26" AutoSi zePopUp="1" AutoFlip="1"
Scrol | Threshol d="400">

<But t onDat a>
<G idButton | D="Cvervi ew& oupByButton"

Tool Ti p="LOC_TRADE_GROUP_SETTI NGS" Text Anchor="C, C' Text Of f set="8, 0"
Styl e="Font Nor mal 12" Font Styl e=" Shadow' Effect Col or="0, 0, 0, 255" O fset="0, - 25"
Si ze="parnet, parnet” Texture="Controls_ButtonControl.dds" SliceCorner="10, 10"
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SliceSize="1,1" SliceTextureSize="24,24" [>
</ But t onDat a>

<GidData | nnerPaddi ng="15, 15" O fset="0,0" Anchor="L, T"

Styl e="Drawer"/>

<Scrol | Panel Data Anchor="L,C" \Vertical="1" Size="11, 14" Ofset="0,0"

Aut oScrol | Bar="1">

<Scrol | Bar Style="Scroll Verti cal Backi ng" Anchor="L, T" Anchor Si de="1,1"

Col or =" 28, 60, 90, 255" O fset="-2,2">

<Thunb Styl e="Scrol | ThunmbAlt" Col or="28, 60,

</ Scrol | Bar >
</ Scr ol | Panel Dat a>

90, 255" />

<St ackDat a St ackG owt h="Bottont O fset="0,0" Size="200, 400" Anchor="L, T"

/>
<l nst anceDat a Nanme="Overvi ewG oupByEntry" >

<& idButton Anchor="L, T" TextOffset="8,0" |ID="Button" Size="265, 26"
O fset="1,0" Styl e="FontNornmal 12" Font Styl e="Shadow"' Effect Col or="0, 0, 0, 255"
Texture="Controls_ButtonControl.dds" SliceCorner="10,10" SliceSize="1, 1"

Sli ceTextureSi ze="24, 24" StateO fsetlncrenent="0, 24"/ >
</ | nst anceDat a>
<l-- Show Route Text -->
<l mage | D="0Overvi ew& oupByPul | downQpenedAr r ow'

Text ure="Control s_ButtonExtendSnal | 2" TextureOfset="0,

Anchor="L, T" O fset="6,-20"/>
<l mage | D="0Overvi ew& oupByPul | downC osedAr r ow'

Text ure="Control s_ButtonExtendSnal | 2" TextureOfset="0,

Anchor="L, T" Offset="6,-25"/>
</ Pul | Down>
<l-- Filter Pulldown -->
<Pul | Down | D="0Overvi ewDesti nati onFilterPul | down"

Anchor="C,B" O fset="30,5" Size="220,26" AutoSi zePopUp=

Scrol | Thr eshol d="400" >
<But t onDat a>
<G idButton | D="OverviewFilterButton"

0" Size="20, 16"

60" Size="20, 16"

ConsuneMouse="0"
"1" AutoFlip="1"

Tool Ti p="LOC_TRADE_FI LTER_SETTI NGS* Text Anchor="C, C' Text O fset="8, 0"

Styl e="Font Nor mal 12" Font Styl e=" Shadow"' Effect Col or="0,

0, 0, 255" Offset="0, - 25"

Si ze="parnet, parnet" Texture="Controls_ButtonControl.dds" SliceCorner="10, 10"

SliceSize="1,1" SliceTextureSize="24,24" [>
</ But t onDat a>

<GidDat a | nnerPaddi ng="15, 15" O fset="0,0" Anchor="L, T"

Styl e="Drawer"/>

<Scrol | Panel Data Anchor="L,C" \Vertical="1" Size="11, 14" Ofset="0,0"

Aut oScrol | Bar="1">

<Scrol | Bar Style="Scroll Verti cal Backi ng" Anchor="L, T" Anchor Si de="1,1"
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Col or =" 28, 60, 90, 255" COffset="-2,2">
<Thunmb Styl e="Scrol | ThunbAlt" Col or="28, 60, 90, 255" />
</ Scrol | Bar >
</ Scr ol | Panel Dat a>
<StackData StackG owth="Bottom' O fset="0,0" Size="200,400" Anchor="L, T"
/>
<I nst anceDat a Nanme="OverviewrilterEntry">
<G idButton Anchor="L, T" TextOffset="8,0" |ID="Button" Size="265, 26"
O fset="1,0" Style="FontNornal 12" Font Styl e="Shadow' Effect Col or="0, 0, 0, 255"
Texture="Controls_ButtonControl.dds" SliceCorner="10,10" SliceSize="1, 1"
Sli ceText ureSi ze="24, 24" StateO fsetlncrenent="0, 24"/ >
</ I nst anceDat a>
<l-- Show Route Text -->
<l mage | D="Overvi ewFi | t er Pul | downCpenedAr r ow'
Texture="Control s _ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L, T" O fset="6,-20"/>
<l mage | D="COvervi ewFilterPul | downCl osedArr ow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,60" Size="20, 16"
Anchor="L, T" O fset="6,-25"/>
</ Pul | Down>
<!-- Checkbox -->
<Stack StackG owth="Left" Anchor="R B" O fset="-17, 24" StackPaddi ng="-8">
<CheckBox | D="G oupExpandAl | CheckBox"
String="LOC TRADE_EXPAND ALL_BUTTON_TEXT" Text Cffset="53, -2"
Styl e="Ci t yPanel CBFai t h" | sChecked="0" />
<CheckBox | D="G oupCol | apseAl | CheckBox"
String="LOC TRADE COLLAPSE_ALL_BUTTON TEXT" Text Of f set="53, -2"
Styl e="Ci t yPanel CBFai t h" | sChecked="0" />
</ St ack>
<Cont ai ner Anchor="C, T" Si ze="parent-40, 35" O fset="0,88">
<Gid Styl e="Col umHeader" Anchor="C, B" Size="parent+15, 22"
Ofset="0,-11">
<Label String="LOC TRADE SORT BY TEXT" Anchor="L,C'
Styl e="Font Nor mal 11" O f set ="15,-1"/>
</Gid>
<l-- Sort Yield Stack -->
<Stack Size="50,50" Anchor="L,B" StackG owth="Ri ght" O fset="82,-9"
St ackPaddi ng="2">
<G i dButton | D="FoodSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_FOOD TOOLTI P" Si ze="48, parent-17"
Col or =" 255, 255, 255, 220" Styl e="Panel But t onLi ght wei ght " >
<Label |D="FoodSortOrder" Hi dden="1" Anchor="C,C'" O fset="1,0"
String="9" Styl e="Font Nor nal 12"/ >
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<Label |D="FoodSortLabel" Anchor="C,C'" O fset="15,1"
Styl e="Font Nor mal 12" String="[|con_Food]"/>
<l mage | D="FoodDescArrow' Texture="Controls_ButtonExtendSnall 2"
TextureO fset="0, 0" Size="20, 16" Anchor="C C' Ofset="-12,0"/>
<l mage | D="FoodAscArrow' Texture="Controls_ButtonExtendSmall 2"
TextureO f set ="0, 60" Size="20,16" Anchor="C, C' Ofset="-12,-4"/>
</ Gi dButton>
<GidButton |ID="ProductionSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_PRODUCTI ON_TOCLTI P" Si ze="48, parent-17"
Col or =" 255, 255, 255, 220" Styl e="Panel Butt onLi ght wei ght " >
<Label |D="ProductionSortOrder" Hi dden="1" Anchor="C, C' O fset="1, 0"
String="9" Styl e="Font Nor nal 12"/ >
<Label |D="ProductionSortLabel" Anchor="C C' O fset="15, 1"
Styl e="Font Normal 12" String="[lcon_Production]"/>
<l mage | D="Producti onDescArrow'
Texture="Control s_ButtonExtendSnall 2" TextureOfset="0,0" Size="20, 16"
Anchor="C,C' Ofset="-12,0"/>
<l mage | D="Producti onAscArrow' Texture="Controls_ButtonExtendSnall 2"
TextureO f set ="0, 60" Size="20,16" Anchor="C,C' Ofset="-12,-4"/>
</ Gi dButton>
<& idButton | D="Col dSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_GOLD TOOLTI P" Size="48, parent-17"
Col or =" 255, 255, 255, 220" Styl e="Panel But t onLi ght wei ght " >
<Label |D="Gol dSortOrder" Hi dden="1" Anchor="C,C'" O fset="1,0"
String="9" Styl e="Font Nor nal 12"/ >
<Label |D="Col dSortLabel" Anchor="C,C' O fset="15,1"
Styl e="Font Normal 12" String="[lcon_Gold]"/>
<l mage | D="Col dDescArrow"' Texture="Control s_ButtonExtendSmal | 2"
TextureOf fset="0,0" Size="20,16" Anchor="C,C'" Ofset="-12,0"/>
<l mage | D="Col dAscArrow' Texture="Controls_ButtonExtendSnall 2"
TextureO f set ="0, 60" Size="20,16" Anchor="C,C' Ofset="-12,-4"/>
</ Gi dButton>
<G idButton | D="Sci enceSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_SCI ENCE_TOOLTI P* Si ze="48, parent - 17"
Col or =" 255, 255, 255, 220" Styl e="Panel But t onLi ght wei ght " >
<Label |D="ScienceSortOrder" H dden="1" Anchor="C, C' O fset="1, 0"
String="9" Styl e="Font Nor nal 12"/ >
<Label |D="ScienceSortLabel" Anchor="C C' O fset="15, 1"
Styl e="Font Nor mal 12" String="[|con_Sci ence]"/>
<l mage | D="Sci enceDescArrow"' Texture="Controls_ButtonExtendSmal | 2"
TextureOf fset="0,0" Size="20,16" Anchor="C,C'" Ofset="-12,0"/>
<Image | D="Sci enceAscArrow' Texture="Controls_ ButtonExtendSnall 2"
TextureO fset ="0, 60" Size="20,16" Anchor="C,C' Ofset="-12,-4"/>
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</ Gi dButton>
<G idButton | D="CultureSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_CULTURE_TOOLTI P* Si ze="48, parent-17"
Col or =" 255, 255, 255, 220" Styl e="Panel Butt onLi ght wei ght ">
<Label ID="CultureSortOrder" Hi dden="1" Anchor="C C' Ofset="1,0"
String="9" Styl e="Font Nornal 12"/ >
<Label ID="CultureSortLabel"” Anchor="C C' O fset="15, 1"
Styl e="Font Normal 12" String="[lcon_Culture]"/>
<Image | D="Cul tureDescArrow' Texture="Controls_ ButtonExtendSnall 2"
TextureO fset="0, 0" Size="20, 16" Anchor="C C' Ofset="-12,0"/>
<l mage | D="Cul tureAscArrow' Texture="Control s_ButtonExtendSnall 2"
TextureO f set ="0, 60" Size="20,16" Anchor="C, C'" Ofset="-12,-4"/>
</ Gi dButton>
<G idButton |ID="FaithSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_FAI TH TOOLTI P" Si ze="48, parent- 17"
Col or =" 255, 255, 255, 220" Styl e="Panel Butt onLi ght wei ght " >
<Label ID="FaithSortOrder" Hi dden="1" Anchor="C, C' Ofset="1, 0"
String="9" Styl e="Font Nornal 12"/ >
<Label |D="FaithSortLabel" Anchor="C C' O fset="15, 0"
Styl e="Font Nor mal 12" String="[lcon_Faith]"/>
<Image | D="FaithDescArrow' Texture="Controls_ ButtonExtendSmall 2"
TextureO fset="0, 0" Size="20, 16" Anchor="C C' Ofset="-12,0"/>
<Image | D="FaithAscArrow' Texture="Controls_ButtonExtendSnall 2"
TextureO f set ="0, 60" Size="20,16" Anchor="C, C' Ofset="-12,-4"/>
</ Gi dButton>
<G idButton |ID="TurnsToConpl et eSort Button"
Tool Ti p="LOC_TRADE_SORT_BY_TURNS_REMAI NI NG_TOOLTI P* Si ze="48, parent - 17"
Col or =" 255, 255, 255, 220" Styl e="Panel Butt onLi ght wei ght" O f set ="36, 0" >
<Label |D="TurnsToConpl eteSortOrder" Hi dden="1" Anchor="C, C'
O fset="1,0" String="9" Styl e="Font Nornal 12"/ >
<Label |D="TurnsToConpl eteSortLabel” Anchor="C C' O fset="15, 0"
Styl e="Font Nor mal 12" String="[lcon_Turn]"/>
<l mage | D="Tur nsToConpl et eDescArr ow'
Texture="Control s_ButtonExtendSnall 2" TextureO fset="0,0" Size="20, 16"
Anchor="C, C' O fset="-12,0"/>
<l mage | D="Tur nsToConpl et eAScAr r ow'
Texture="Control s_ButtonExtendSnal | 2" TextureOfset="0,60" Size="20, 16"
Anchor="C,C' O fset="-12,-4"/>
</ Gi dButton>
</ St ack>
<!-- <Box Size="300,1" Anchor="L,B" O fset="56,4" Col or="50, 53, 54, 150"/ >

</ Cont ai ner >
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<l--

-->
<l-- Cose Button -->
<l--

-->

<Button | D="Cl oseButton" Anchor="R T" O fset="5, 40"
Styl e="Cl oseButtonSmal | * />

</Gid>

<l-- -->
<l-- Body Area -->
<l-- -->

<Cont ai ner Anchor="C, B" Size="parent, parent-195" O fset="0,5">
<Scrol | Panel |D="BodyScroll Panel" Size="495, parent" Vertical ="1">

<Scrol | Bar Anchor="R, C' AnchorSide="QO I" Ofset="0,0"
Style="Scrol | Vertical Bar"/>
<l-- Stack -->

<Stack | D="BodyStack" StackG owth="Down" StackPaddi ng="4"/>
</ Scrol | Panel >
</ Cont ai ner >
</ Sli deAni n»

<l-- -->
<l-- Instances -->
<l-- -->
<l-- Section Divider -->

<l nstance Nane="SectionDi vi derl nstance">
<Cont ai ner | D="Top" Size="parent, 25" Anchor="C, C'" O fset="8,0">
<Gid Style="D vHeader" Size="parent, parent" Col or="255, 255, 255, 255"
Anchor="C, T" O fset="0, 0">
<l-- <Gid Anchor="C, C" Ofset="-9,0" Size="parent-60,8"
Texture="Controls_Div2" SliceCorner="27,4" SliceTextureSi ze="54, 8"
Col or="47, 63, 76, 255" /> -->
</Gid>
</ Cont ai ner >
</l nstance>
<l-- Section Header -->
<l nst ance Nanme="Header| nstance">
<Cont ai ner | D="Top" Size="485, 42" O fset="10,0">
<G idButton | D="HeaderGid" Anchor="C, B" Texture="TradeOvervi ew Subheader"
Sli ceCorner="12,11" SliceSize="2,2" Color="67,70,72,255" Size="parent, parent">
<l-- <Gid | D="Ci tyBannerFil| 2" Anchor="C, C'
Si ze="Parent-7, Parent-6" O fset="-1,-1" Texture="Banner_Darker"
SliceTextureSi ze="196, 34" SliceCorner="98, 17"/> -->
<Gid | D="CityBannerFill" Anchor="C, C'

Doc Page: 110



Project: Better Trade Screen
Path: Better Trade Screen\UI\TradeOverview.xml File Page: 8

Si ze="Parent-7,Parent-6" Ofset="-1,-1" Texture="Banner Base"
Sli ceTextureSi ze="196, 34" SliceCorner="98,17"/>
<l-- <Gid | D="C tyBannerFil| 3" Anchor="C, C'

Si ze="Parent-7, Parent-6" O fset="-1,-1" Texture="Banner_Lighter"
Sli ceTextureSi ze="196, 34" SliceCorner="98,17"/> -->

<Label |D="HeaderLabel" Anchor="L,C" O fset="36,0" Style="FontFlairl6"
Smal | Caps="20" Snal | CapsType="EveryWrd" Col or="Bei ge"/>

<l-- Expand routes button -->

<CheckBox | D="Rout esExpand" ButtonSi ze="41, 26"
CheckText ure="Control s_ExpandBut t on" CheckSi ze="22, 22" CheckTextureO fset="0, 0"
UnCheckText ure="Control s_ExpandButton" UnCheckSi ze="22, 22"
UnCheckText ureCf f set =" 0, 22" UseSel ect edTextures="1" Anchor="R T" O fset="-7,9"
/>

<I-- Info Stack -->
<Stack StackGrowth="Left" Anchor="R, T" O fset="43,4" StackPaddi ng="5">
<l-- Nunber of Routes Info Label -->

<Label |D="RouteCountlLabel" String="99 / 99" Anchor="R T" O fset="5, 8"
Styl e="Font Fl ai r 16" Font Styl e="shadow' Col or ="Bei ge"/ >
<l-- Trading Post Indicator -->
<Gid I D="Tradi ngPost | ndi cator" Size="22,22" Align="Center"
Anchor="R, T" O fset="0, 4" Col or="25, 33, 35,0">
<Label |D="Tradi ngPostlcon" String="[Ilcon_Tradi ngPost]"
St yl e=" Font Nor nal 20"/ >
</ Gid>
<l-- Visibility Bonus -->
<Gid ID="VisibilityBonusGid" Size="23,23" Anchor="R T" O fset="0, 4"
Col or =" 25, 33, 35,0">
<Button I D="VisibilityBonuslcon" Anchor="C, C' Size="22, 22"
O fset="0,0" Texture="Di plomacy _Visibilitylcons" StateOfsetlncrenment="22, 0"
Di sabl ed="1"/>
</Gid>
<l-- Tourism Bonus -->
<Gid I D="TourismBonusGid" Anchor="R T" Size="66,20" O fset="0,5"
Col or =" 25, 33, 35,0">
<l mage | D="Touri snBonusl con" Anchor="C, C' Size="24,23" O fset="18, 1"
Texture="TourismVisitingSmall Gey"/>
<Label |D="Touri snBonusPercentage" Anchor="C C'" Align="R C'
Si ze="40, 24" O fset="-18,1" Styl e="Font Normal 14"
String="LOC_TRADE_OVERVI EW TOURI SM BONUS" Col or =" Bei ge"/ >
</Gid>
</ St ack>
</ Gid>
</ Cont ai ner >

Doc Page: 111



Project: Better Trade Screen
Path: Better Trade Screen\UI\TradeOverview.xml File Page: 9

</l nstance>
<l-- Route Entry -->
<l nstance Nane="Rout el nst ance">
<Cont ai ner | D="Top" Size="485, 78" O fset="10,0">
<G idButton ID="GidButton" Size="parent,parent"” Col or="255, 255, 255, 150" >
<G idData Texture="Controls_ListButton" SliceCorner="209, 29"
Sli ceTextureSi ze="417,51" StateO fsetlncrenment="0, 102"/ >
<l-- Vertical Divider Background -->
<Stack Size="50,50" Anchor="C,B" StackGrow h="Ri ght" Ofset="0,4">
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e="Espi onage_Col utmShadi ng"/ >
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e=" Espi onage_Col utmShadi ng"/ >
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e=" Espi onage_Col uimShadi ng"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e="Espi onage_Col utmShadi ng"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e=" Espi onage_Col utmShadi ng"/ >
<Box Size="1, parent-34" Anchor="L, B" Col or="50, 53, 54, 150"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
<l mage Si ze="48, parent-34" Anchor="L, B"
Text ur e=" Espi onage_Col uimShadi ng"/ >
<Box Size="1, parent-34" Anchor="L,B" Col or="50, 53, 54, 150"/ >
</ St ack>
<l-- Route Status Font lcon -->
<Label |D="RouteStatusFontlcon" Anchor="L, T" O fset="10, 8"
String="[lcon_TradeRout eLarge]" Hi dden="1"/>
<Gid | D="Banner Base" Size="parent, 37" Anchor="C T' O fset="0, 1"

Texture="Ci t yPanel _Banner Base" Sli ceCor ner="20, 10" SliceSi ze="160, 1"
SliceTextureSi ze="199, 33" Col or="150, 170, 100, 255" >

<Gid | D="Banner Dar ker " Anchor ="L, T"
O fset="4,2" Si ze="parent - 8, parent - 10" Text ure="Ci t yPanel _Banner Dar ker"

Sli ceCorner="95, 10" SliceSize="1,1" SliceTextureSi ze="191, 23" Col or="0, 0, 0, 100"
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/>

<Gid | D="Banner Li ght er" Anchor ="L, T"
O fset="4,2" Si ze="parent - 8, parent - 10" Texture="Ci t yPanel _BannerLi ghter"

Sli ceCorner="95,10" SliceSize="1,1" SliceTextureSize="191, 23"
Col or =" 255, 255, 255, 255" />

</Gid>

<l-- Route Label -->

<Label |D="RoutelLabel" Anchor="L,T" Ofset="33,10" Style="FontFl airl1l6"
Smal | Caps="20" Snal | CapsType="EveryWrd" Col or="Bei ge"/>

<l-- Info Stack -->
<Stack StackGrowth="Left" Anchor="R T'" O fset="70,0" StackPaddi ng="5">
<l-- Trading Post |ndicator -->

<Gid I D="Tradi ngPost | ndi cator" Size="22,22" Anchor="R T"
O fset="0,4" Color="25, 33, 35,0">
<Label | D="Tradi ngPostlcon" String="[Icon_Tradi ngPost]
Anchor="C, C'/ >
</Gid>
<l-- Visibility Bonus -->
<Gid ID="VisibilityBonusGid" Size="22,22" Anchor="R, T"
O fset="0,4" Col or="25, 33, 35,0">
<Button | D="VisibilityBonuslcon" Anchor="L, T" Size="22, 22"
O fset="0,0" Texture="Di plomacy_Visibilitylcons" StateOfsetlncrenment="22, 0"
Di sabl ed="1"/>
</Gid>
<l-- Tourism Bonus -->
<Gid ID="TourismBonusGid" Anchor="R T" Size="66, 20" O fset="0, 5"
Col or =" 25, 33, 35,0">
<l mage | D="Touri snBonusl con" Anchor="C, C' Size="24, 20"
O fset="18,0" Texture="TourismVisitingSmall Gey"/>
<Label |D="TourisnBonusPercentage" Anchor="C C'" Align="R, C'
Si ze="40, 24" O fset="-18,1" Styl e="Font Nor nal 14"
Stri ng="LOC_TRADE_OVERVI EW TOURI SM_ BONUS" Col or =" Bei ge"/ >
</Gid>
</ St ack>
<l-- Cty State Quest Icon -->
<Label ID="CityStateQuestlcon" Anchor="R, B" O fset="40, 28"
Styl e="Font Nor mal 16" Font St yl e="Shadow' String="[1CON_CityStateQuest]"
Col or =" 255, 0, 0, 255" Eff ect Col or =" 255, 0, 0, 255" G adi ent Col or =" 255, 0, 0, 255" />
<!-- Route Distance -->
<Stack | D="RouteDi stanceStack" Anchor="R T" O fset="12, 4"
StackG owt h="Ri ght" St ackPaddi ng="2">
<Label |D="TurnsToConpl etelcon" String="[1CON Turn]" Anchor="C, C'
O fset="0,0" Style="FontFlairl6" FontStyle="Stroke" EffectColor="0,0,0,25" />
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<Label |D="TurnsToConplete" O fset="0,4" Style="FontNormal 16"
String="00" Tool Ti p="LOC _TRADE_ OVERVI EW TOOLTI P_TOTAL_ROUTE_TURNS"/ >
</ St ack>
<l-- Route Duration -->
<Label Anchor="R T" O fset="26,7" Styl e="Font Normal 16"
String="[lcon_Turn]" Hi dden="1"/>
<Label Anchor="R T" O fset="10,8" Styl e="FontNormal 16" String="00"
Hi dden="1"/>
<l-- Oigin Cv lcon -->
<Image I D="Origi nCG vl conBacki ng" Anchor="L, B" Si ze="30, 30"
O fset="8, 12" Texture="C rcl eBacki ng30" Col or="100, 100, 100, 255" >
<Image ID="OriginCvlcon" Anchor="C,C' Size="30,30" Ofset="0,0"
| con="1 CON_CI VI LI ZATI ON_UNKNOWN" | conSi ze="30"/ >
</ | mage>
<l-- Oigin Cv Arrow -->
<Image ID="Origi nG vArrow' Anchor="L,B" Size="20,19" O fset="46, 25"
FI i pX="1" Texture="TradeOvervi ew Benefactor"/>
<!-- Destination Gv lcon -->
<l mage | D="Desti nati onCG vl conBacki ng" Anchor="R, B" Si ze="30, 30"
O fset="8, 12" Texture="C rcl eBacki ng30" Col or="100, 100, 100, 255" >
<Image | D="DestinationC vlcon" Anchor="C,C'" Size="30, 30"
O fset="0,0" Icon="1CON_ClVILIZATI ON_UNKNOM' | conSi ze="30"/>
</ | mage>
<!-- Destination Gv Arrow -->
<Image | D="Destinati onC vArrow' Anchor="R B" Size="20, 19"
O fset="45, 3" Texture="TradeOvervi ew Benefactor"/>
<l-- Oigin/Destination Divider Box -->
<Box Si ze="300,2" Anchor="C C' Ofset="0, 13" Col or="50, 53, 54, 255"/ >
<!-- Resource Stack -->
<Stack | D="ResourceStack" StackG owt h="Down" Anchor="C, T"
O fset="0,31" StackPaddi ng="4">
<Stack ID="OriginYields" Anchor="C, T" StackG owt h="Ri ght"
St ackPaddi ng="2">
<Cont ai ner Size="48, 20" >
<Label 1D="OriginYiel dFoodLabel " Col or="Food" Anchor="C, C'
O fset="0,0" Style="FontNornal 14" Font Styl e="Shadow' String="+15[1con_Food]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label 1D="OriginYieldProductionLabel" Col or="Production"
Anchor="C, C' O fset="0,0" Styl e="Font Nor mal 14" Font Styl e=" Shadow"
String="+15[1con_Production]"/>
</ Cont ai ner >
<Cont ai ner Size="48, 20" >
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<Label 1D="OriginYiel dGol dLabel " Col or="CGol d* Anchor="C, C'
O fset="0,0" Style="FontNornmal 14" Font Styl e="Shadow' String="+15[1con_Gold]"/>
</ Cont ai ner >
<Cont ai ner Size="48, 20" >
<Label 1D="OriginYieldScienceLabel" Col or="Sci ence" Anchor="C, C'
O fset="0,0" Style="FontNornal 14" Font Styl e="Shadow"
String="+15[1con_Sci ence] "/ >
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label 1D="OriginYieldCultureLabel"” Color="Culture" Anchor="C, C'
O fset="0,0" Style="FontNornmal 14" Font Styl e="Shadow"
String="+15[1con_Culture]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label ID="OriginYieldFaithLabel" Col or="Faith" Anchor="C, C'
O fset="0,0" Style="FontNornmal 14" Font Styl e="Shadow' String="+15[1con_Faith]"/>
</ Cont ai ner >
</ St ack>
<Stack | D="DestinationYields" Anchor="C T* StackG owt h="Ri ght"
St ackPaddi ng="2">
<Cont ai ner Si ze="48, 20" >
<Label |D="Desti nationYi el dFoodLabel" Col or="Food" Anchor="C, C'
O fset="0,0" Style="FontNornmal 14" Font Styl e="Shadow' String="+15[1con_Food]"/>
</ Cont ai ner >
<Cont ai ner Size="48, 20" >
<Label |D="Desti nationYi el dProductionLabel" Col or="Production"
Anchor="C, C' O fset="0,0" Styl e="Font Nornal 14" Font Styl e=" Shadow"
String="+15[1con_Production]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label |D="Desti nationYiel dGol dLabel" Col or="Col d" Anchor="C, C'
O fset="0,0" Style="FontNornmal 14" Font Styl e="Shadow' String="+15[1con_Gold]"/>
</ Cont ai ner >
<Cont ai ner Size="48, 20" >
<Label |D="DestinationYieldSciencelLabel" Col or="Sci ence"
Anchor="C, C' O fset="0,0" Styl e="Font Nor nal 14" Font Styl e=" Shadow"
String="+15[1con_Sci ence] "/ >
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label |D="DestinationYieldCultureLabel"” Color="Culture"
Anchor="C, C' O fset="0,0" Styl e="Font Nornal 14" Font Styl e=" Shadow"
String="+15[1con_Cul ture]"/>
</ Cont ai ner >
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<Cont ai ner Si ze="48, 20" >
<Label |D="DestinationYieldFaithLabel" Color="Faith"
Anchor="C, C' O fset="0,0" Styl e="Font Nornal 14" Font Styl e=" Shadow"
String="+15[1con_Faith]"/>
</ Cont ai ner >
</ St ack>
</ St ack>

<Button | D="Cancel Aut omati on" Anchor="L, T" O fset="6,6" Size="21, 21"

Texture="Controls_Cl oseButtonAl tSnall" StateC fsetlncrenent="0, 21"
Tool Ti p="LOC_TRADE_CANCEL_AUTOVATI ON_TOOLTI P' Hi dden="1"/>
</ Gi dButton>
</ Cont ai ner >
</l nstance>
<l-- Sinple Button -->
<l nst ance Nane="Si npl eButt onl nstance" >
<Cont ai ner | D="Top" Size="485, 78" O fset="10,2">

<G idButton ID="GidButton" Size="parent, parent" Col or="255, 255, 255, 150"

Styl e=" Font Nor nal 18" >
<GidData Texture="Controls_ListButton" SliceCorner="209, 29"
SliceTextureSi ze="417,51" StateO fsetlncrenment="0,51"/>
</ Gi dButton>
</ Cont ai ner >
</l nstance>
<I-- Dialog Support -->
<Box Styl e="PopupDi al ogBox" Tutorial Active="1" />
<l nstance Nane="PopupButtonl nst ance">
<G idButton |ID="Button" Style="Mai nButton" Size="200, 41" />
</l nstance>
<I nst ance Nane="PopupButtonAltlnstance">
<G idButton |ID="Button" Style="ButtonRed" Size="200,41" />
</l nstance>
<l nst ance Nane="PopupButtonAltlnstancePositive">
<G idButton |ID="Button" Style="ButtonConfirn Size="200,41" />
</l nstance>
<l nstance Nane="PopupText| nstance">
<Label | D="Text" Anchor="C, T" Styl e="BodyText Dar k18"
Align="Center" WapW dth="400"/>
</l nstance>
<l nstance Nane="Row nst ance">
<Stack |ID="Row' Anchor="C, T" StackG ow h="Ri ght" StackW ap="Bottont
St ackPaddi ng="10" />
</ I nstance>
</ Cont ext >
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i nclude( "Col ors" );

-- Local Constants

| ocal BACKDROP_DARKER OFFSET = -85
| ocal BACKDROP_DARKER OPACI TY = 238
| ocal BACKDROP_BRI GHTER OFFSET = 90
| ocal BACKDROP_BRI GHTER OPACI TY = 250

-- set to true for faster tine for U to load, but the trader tine trade route

to conplete will be incorrect

-- speeds it upto 40% speedup dependi ng upon how many | ong, w nding routes you

have
| ocal USE_EUCLEDI AN DI STANCE: bool ean = fal se

-- dobal Constants

SORT BY ID = {
FOOD = 1,
PRODUCTI ON = 2,
GOLD = 3,
SCl ENCE = 4,
CULTURE = 5,
FAI TH = 6,
TURNS_TO _COWPLETE = 7,
ORI G N_NAME = 8,
DESTI NATI ON_NAME = 9
}
SORT_ASCENDI NG = 1;
SORT_DESCENDI NG = 2;
-- Yield constants
FOOD_| NDEX = Ganel nfo. Yiel ds["YI ELD_FOOD'] . | ndex;
PRODUCTI ON_I| NDEX = Ganel nfo. Yi el ds[" Yl ELD_PRODUCTI ON'] . | ndex;
GOLD | NDEX = Ganel nfo. Yields["YH ELD GOLD"]. | ndex;
SCl ENCE_I NDEX = Ganel nfo. Yi el ds[ " YI ELD_SClI ENCE"] . | ndex;
CULTURE | NDEX = Ganel nfo. Yiel ds["YI ELD CULTURE"] . | ndex;
FAI TH_| NDEX = Ganel nfo. Yi el ds["YI ELD_FAI TH']. | ndex;
START_I NDEX = FOOD_| NDEX;
END | NDEX = FAI TH_ | NDEX;
-- Build | ookup table for icons
| CON_LOCKUP = {}
| CON_LOOKUP[ FOOD I NDEX] = "[| CON _Food]"
| CON_LOOKUP[ PRODUCTI ON_I NDEX] = "[1 CON_Production]"
| CON_LOOKUP[ GOLD_INDEX] = "[1 CON_CGol d] "
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| CON_LOCKUP[ SCI ENCE_I NDEX] = "[| CON_Sci ence] "

| CON_LOOKUP[ CULTURE_I NDEX] = "[I CON_Cul ture]"

| CON_LOCOKUP[ FAI TH_I NDEX] = "[] CON_Faith]"

-- Build | ookup table for score functions
ScoreFuncti onByl D = {}

Scor eFuncti onByl D SORT_BY_| D. FOOD]

CGet Yi el dFor Ori gi nG ty(FOOD_| NDEX, a, true) end
Scor eFuncti onByl Of SORT_BY_| D. PRODUCTI ON|

Get Yi el dFor Ori gi nGCi t y( PRODUCTI ON_| NDEX, a, true) end

Scor eFuncti onByl D SORT_BY_I D. GOLD] = function(a) return
CGetYieldForOriginCty(GOLD | NDEX, a, true) end
Scor eFuncti onByl D[ SORT_BY_| D. SCl ENCE]

CGet Yi el dFor Ori gi nCi t y( SCI ENCE_| NDEX, a, true) end

function(a) return

function(a) return

function(a) return

Scor eFuncti onByl D[ SORT_BY_| D. CULTURE] = function(a) return
GetYieldForOrigi nCity(CULTURE | NDEX, a, true) end
Scor eFuncti onByl D[ SORT_BY_| D. FAI TH] = function(a) return

CetYieldForOriginCity(FAI TH I NDEX, a, true) end
Scor eFuncti onByl D] SORT_BY_| D. TURNS _TO COVPLETE]
CGet Tur nsToConpl ete(a, true) end

function(a) return

Scor eFuncti onByl D SORT_BY_| D. ORI G N_NANME] = function(a) return
Get Ori gi nG tyNane(a) end
Scor eFuncti onByl D[ SORT_BY_| D. DESTI NATI ON_NANME] = function(a) return

Get Desti nationGCityNanme(a) end

--  Variables

| ocal m Local Pl ayer Runni ngRout es ctable = {}; -- Tracks |l ocal players
active routes (turns remaining)

| ocal m Trader sAut onat edSet ti ngs :table = {}; -- Tracks traders, and if
they are automated

| ocal m Cache :table = {}; -- Cache for all route info

-- local debug_func_calls: nunber = 0O;
-- local debug_ total calls:nunber = 0;

-- Trader Route tracker - Tracks active routes, turns renaining

function GetLocal Pl ayer Runni ngRout es()
CheckConsi st encyW t hMyRunni ngRout es(m Local Pl ayer Runni ngRout es) ;
return m Local Pl ayer Runni ngRout es;
end
function CetlLast Rout eFor Trader ( trader| D: nunber )
-- @Astog NOTE: As of Summer 2017 patch, base gane added code to get this
i nfo
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-- Commenting ny nodded code
-- LoadTrader Aut onat edl nfo() ;
-- if mTradersAutonmatedSettings[traderI D] ~= nil then
-- return m Trader sAut omat edSet ti ngs[traderl D] . Last Rout el nf o;
-- end
| ocal pTrader = Players[ Gane. Get Local Pl ayer()]: GetUnits(): Findl D(traderl D)
| ocal trade:table = pTrader: Get Trade();
| ocal prevOrigi nConponent| D:table =
trade: Get Last Ori gi nTradeCi t yConponent | IX) ;
| ocal prevDest Conponent| D:table =
trade: Get Last Desti nati onTradeGi t yConponent | D() ;

-- Make sure the entries are valid. Return nil if not
if pTrader ~= nil and prevOrigi nConponent| D. pl ayer ~= nil and
prevOri gi nConponent | D. pl ayer ~= -1 and
prevQri gi nConponentID.id ~= nil and prevOrigi nConponentID.id ~= -1
and
prevDest Conponent | D. pl ayer ~= nil and prevDest Conponent | D. pl ayer ~=
-1 and
prevDest ConponentID.id ~= nil and prevDest ConponentID.id ~= -1 then
| ocal routelnfo = {
OiginCtyPlayer = prevOigi nConponent | D. pl ayer,
OiginCtylD = prevOrigi nConponent| D.id,
DestinationCityPl ayer = prevDest Conponent | D. pl ayer,
DestinationCityl D = prevDest Conponent|D.id
1
return routelnfo
end
return nil
end

-- Adds the route turns renaining to the table, if it does not exist already
function AddRout eWt hTur nsRemnai ni ng( routelnfo:table, routesTable:table)

-- print("Adding route: " .. CetTradeRouteString(routelnfo));
| ocal routelndex = findlndex(routesTable, routelnfo, CheckRouteEquality);
if routelndex == -1 then

| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
CGet Rout el nf o(rout el nfo);

-- Build entry

local routeEntry:table = {
OiginCGityPl ayer = routelnfo.OriginCtyPlayer;
OiginGtylD = routelnfo.OiginCtylD
Destinati onCityPl ayer = routelnfo. DestinationCi tyPl ayer;
DestinationCitylD = rout el nfo. DestinationCtylD;
TraderUnitl D = rout el nfo. Trader Uni t I D
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Tur nsRemai ni ng = turnsToConpl et eRout e
i
-- Append entry
tabl e.insert(routesTable, routeEntry);
SaveRunni ngRout esl nfo();
el se
print (" AddRout eWt hTur nsRemai ni ng: Route already exists in table.");
end
end
-- Decrenents routes present. Renpves those that conpleted
function Updat eRout esWt hTur nsRenai ni ng( routesTabl e:table )
for i=1, #routesTable do

if routesTable[i]. TurnsRemai ning ~= nil then
routesTabl e[i]. TurnsRemai ning = routesTabl e[i]. TurnsRemaining - 1
print("Updated route " .. GetTradeRouteString(routesTable[i]) .. "
with turns remaining " .. routesTable[i]. TurnsRenai ni ng)
end
end

SaveRunni ngRout esl nfo();
end
-- Checks if routes running in gane and the routesTable are consistent with each
ot her
function CheckConsi stencyWt hMyRunni ngRout es( routesTabl e: table )

-- Build currently running routes

| ocal routesCurrentlyRunning:table = {};

| ocal local PlayerCities:table = Players[ Ganme. Get Local Pl ayer()]: GetCities();

for , city in local PlayerCities: Menbers() do
| ocal out goi ngRoutes = city: Get Trade(): Get Qut goi ngRout es() ;
for _, routelnfo in ipairs(outgoingRoutes) do
tabl e.insert(routesCurrentlyRunni ng, routelnfo);
end
end

-- Add all routes in routesCurrentlyRunning table that are not in
rout esTabl e
for _, route in ipairs(routesCurrentlyRunning) do
| ocal routelndex = findlndex(routesTable, route, CheckRouteEquality);
-- |Is the route not present?
if routelndex == -1 then
-- Add it to the list
print(CetTradeRouteString(route) .. " was not present. Adding it to
the table.");
AddRout eW t hTur nsRenai ni ng(route, routesTable, true);
end
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end
-- Renove all routes in routesTable, that are not in routesCurrentlyRunning.
-- Manually control the indices, so that you can iterate over the table
while deleting itens within it
local i = 1;
while i <= tabl e.count(routesTable) do
| ocal routelndex = findlndex( routesCurrentlyRunning, routesTable[i],
CheckRout eEqual ity );
-- |Is the route not present?
if routelndex == -1 then
print("Route " .. GetTradeRouteString(routesTable[i]) .. " is no
| onger running. Renoving it.");
tabl e. renove(routesTable, i)
el se
i =i +1
end
end
SaveRunni ngRout esl nfo();
end
function SaveRunni ngRout esl nf o()
-- Dunp active routes info
-- print("Saving running routes info in PlayerConfig database")
| ocal dat aDunp = Dat aDunper (m Local Pl ayer Runni ngRout es,
"l ocal Pl ayer Runni ngRout es") ;
-- print(databunp);
Pl ayer Confi gur ati ons[ Ganme. Get Local Pl ayer ()] : Set Val ue(" BTS_Local Pl ayer Runni ng
Rot ues", dat aDunp);
end
function LoadRunni ngRout esl nfo()
| ocal | ocal Pl ayerl D = Gane. Get Local Pl ayer () ;
i f (PlayerConfigurations[local Pl ayerl D] : Get Val ue("BTS_Local Pl ayer Runni ngRot ues")
~=nil) then
-- print("Retrieving previous routes PlayerConfig database")
| ocal dataDunp =
Pl ayer Confi gurati ons[ | ocal Pl ayerl D] : Get Val ue("BTS_Local Pl ayer Runni ngRot ues") ;
-- print(databunp);
| oadst ri ng(dat aDunp) () ;
m _Local Pl ayer Runni ngRout es = | ocal Pl ayer Runni ngRout es;
el se
print("No running route data was found, on load.")
end
-- Check for consistency
CheckConsi st encyW t hMyRunni ngRout es(m Local Pl ayer Runni ngRout es) ;
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-- Gane event hookups (Local to this file)
| ocal function TradeSupport Tracker OnUnit Operati onSt arted(owner | D: nunber
uni t I D: number, operati onl D: nunber)
if ownerl D == Game. Get Local Pl ayer () and operationlD ==
Uni t Oper ati onTypes. MAKE_TRADE ROUTE t hen
-- Unit was just started a trade route. Find the route, and update the
tabl es
| ocal local PlayerCities:table = Players[ownerID]: GetCities();
for , city in local PlayerCities: Menbers() do
| ocal out goi ngRoutes = city: Get Trade(): Get Qut goi ngRout es() ;
for _, route in ipairs(outgoi ngRoutes) do
if route. TraderUnitID == unitlD then
-- Add it to the local players runnning routes
print("Route just started. Adding Route: "
CGet TradeRout eString(route));
AddRout eW t hTur nsRenai ni ng( route,
m _Local Pl ayer Runni ngRout es ) ;
return
end
end
end
end
end
-- Renoves trader fromcurrently running routes, when it conpl etes
| ocal function TradeSupport Tracker _OnUni t Oper ati onsd ear ed( owner | D: nunber
uni t 1 D: nunber, operationl D: nunber)
i f ownerl D == Gane. Get Local Pl ayer() then
| ocal pPlayer:table = Players[ownerlD];
local pUnit:table = pPlayer: GetUnits():FindlD(unitlD);

if pUnit ~= nil then
I ocal unitinfo:table = Ganelnfo. Units[pUnit: GetUnitType()];
if unitinfo ~= nil and unitlnfo. MakeTradeRout e then

LoadTr ader Aut onmat edl nf o() ;
-- Renmove entry fromlocal players running routes

for _, route in ipairs(m.Local Pl ayer Runni ngRout es) do
if route.TraderUnitlD == unitlD then
if mTradersAutomat edSettings[unitlD] == nil then

print("Couldn't find trader automated info. Creating
one.")
m_Tr ader sAut omat edSettings[unitl D] = {
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| sAut omat ed=f al se };
end
-- Add it to the last route info for trader
-- @\stog NOTE: As of Summer 2017 patch, this got added
in vanilla code, hence comenting this nodded code
-- m Trader sAut omat edSet tings[unitlD]. Last Routelnfo =
rout e;
-- SaveTrader Aut onat edl nfo() ;
print("Removing route " .. GetTradeRouteString(route)
" fromcurrently running, since it conpleted.");
-- Renove route fromcurrrently running routes
RenmoveRout eFr onirabl e(rout e, m Local Pl ayer Runni ngRout es,
fal se);
SaveRunni ngRout esl nf o()
return
end
end
end
end
end
end
| ocal function TradeSupport Tracker _OnPl ayer Tur nActi vat ed( pl ayer | D: nunber
i sFirstTime: bool ean )
if playerl D == Gane. Get Local Pl ayer() and i sFirstTime then
Updat eRout esW t hTur nsRenmai ni ng( m Local Pl ayer Runni ngRout es) ;
end

-- Trader Route Automater - Auto renew, |ast route

function Automat eTrader (traderl D nunber, isAutomated: bool ean
sortSettings:table)
LoadTr ader Aut onmat edl nf o() ;
if mTradersAutomat edSettings[traderl D] == nil then
m Tr ader sAut omat edSettings[traderl D] = {}
end
m Tr ader sAut omat edSettings[trader| D] .| sAutomated = i sAut onat ed
if sortSettings ~= nil and table.count(sortSettings) > 0 then
print("Autonate trader " .. traderlD.. " with top route.")
m Tr ader sAut omat edSettings[trader| D] . Sort Settings = sort Settings
el se
print("Autonmate trader " .. traderlD)
end
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SaveTr ader Aut omat edl nf o() ;

end
function Cancel Aut onat edTr ader (trader | D: nunber)
print("Cancelling automation for trader " .. traderlD);
LoadTr ader Aut omat edl nf o() ;
i f m TradersAutomat edSettings[traderl D] ~= nil then
m_Tr ader sAut omat edSettings[trader| D] .| sAutomated = fal se;
m Tr ader sAut onat edSettings[trader|I D]. SortSettings = nil;
SaveTr ader Aut omat edl nf o() ;
el se
print("Error: Could not find automated trader info");
end
end

function Fi ndTopRout e(ori gi nPl ayer| D: nunber, origi nGtylD: nunber,
sortSettings:table)
| ocal tradeManager:table = Ganme. Get TradeManager () ;
| ocal tradeRoutes:table = {};
| ocal players:table = Gane. Get Pl ayers{ Alive=true };
-- Build list of trade routes
for _, player in ipairs(players) do
| ocal playerlID = player: GetlD()
i f CanPossi bl yTradeWt hPl ayer (ori gi nPlayer1 D, playerlD) then
for , city in player:GetCities(): Menbers() do
local citylD = city: GetlX)
-- Can we start a trade route with this city?
i f tradeManager: CanStart Route(origi nPlayerl D, originCtylD,
playerI D, citylD) then
| ocal routelnfo = {
OiginGtyPl ayer
OiginCtylD

ori gi nPl ayer| D,
origi nG tyl D,

Desti nati onCi tyPl ayer = pl ayer| D,
DestinationCtyl D = citylD

H

tradeRout es[ #t radeRoutes + 1] = routel nfo;

end
end
end

end

-- CGet the top route based on the settings saved when the route was begun.
NOTE - WII| have cache m sses here.

return Get TopRout eFronSort Settings( tradeRoutes, sortSettings);
end
function RenewTlradeRout es()
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| ocal renewedRout e: bool ean = fal se;
-- Load the automated settings, (so that changes from TradeOverview. | ua
reach here)
LoadTr ader Aut omat edl nf o() ;
| ocal pPlayerUnits:table = Pl ayers[ Gane. Get Local Pl ayer()]: Get Units();
for _, pUnit in pPlayerUnits: Menbers() do
I ocal unitinfo:table = Ganelnfo. Units[pUnit:GetUnitType()];
local unitlD:nunber = pUnit: GetlD);
-- Check if it is a free trader

i f unitlnfo. MakeTradeRoute == true and (not
pUni t : HasPendi ngOperations()) then
if m TradersAutonmatedSettings[unitlD ~= nil and

m_Tr ader sAut omat edSettings[unitlD].|sAutomated then
| ocal tradeManager:table = Gane. Get TradeManager () ;
local originCty:table = Gties.CGetCitylnPlot(pUnit: GetX()
pUnit: CGetY());
local originPlayerlD = originCty: Gt Onner()
local originCitylD =originCity: CGetlX)
| ocal destinationPl ayer| D: nunber
| ocal destinationGCitylD: nunber
if m TradersAutonmat edSettings[unitlD]. SortSettings ~= nil and
tabl e. count (m_Tr ader sAut omat edSetti ngs[unitlD]. SortSettings) > 0 then
print("Picking fromtop sort entry");
-- Cet destination based on the top entry
| ocal topRoute = FindTopRoute(originPlayerlD, originCtylD
m Tr ader sAut onat edSettings[unitlD]. Sort Settings)
destinationPl ayerl D = topRout e. Desti nati onC tyPl ayer
destinationCitylD = topRoute. DestinationCG tylD
el se
print("Picking |ast route");
| ocal |astRoutelnfo = CGetlLastRouteForTrader (unitl D)
if lastRoutelnfo ~= nil then
destinationPl ayerI D =
| ast Rout el nfo. Destinati onGityPl ayer
destinationCityl D = | ast Rout el nfo. DestinationC tylD
end
end
i f tradeManager: CanStart Route(origi nPlayerID, originCtylD
destinationPlayerl D, destinationCitylD) then
| ocal destinationPlayer = Players[destinationPlayerl D
| ocal destinationCty =
destinationPlayer: GetCities(): FindlD(destinationG tylD)
| ocal operationParans = {};
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oper ati onPar ans[ Uni t Oper at i onTypes. PARAM X0]
destinationCity: Get X();

oper ati onPar ans[ Uni t Oper ati onTypes. PARAM YO]
destinationCity: GetY();

oper ati onPar anms[ Uni t Oper ati onTypes. PARAM X1]

originCity: GetX();

oper ati onPar ans[ Uni t Oper ati onTypes. PARAM Y1]
originGity: GetY();
i f (UnitManager.CanStart Qperation(pUnit,
Uni t Oper ati onTypes. MAKE_TRADE_RQUTE, nil, operationParans)) then
print("Trader " .. unitID .. " renewed its trade route
to " .. Local e. Lookup(destinationCity: Get Name()));
-- TODO Send notification for renewi ng routes
Uni t Manager . Request Qperati on(pUni t,
Uni t Oper ati onTypes. MAKE_TRADE ROUTE, operati onParans);
renewedRoute = true
el se
print("Could not start a route");
end
el se
print("Could not renew a route. Mssing route info, or the
destination is no longer a valid trade route destination.");
end
end
end
end
-- Play sound, if a route was renewed.
-- Done here to ensure the sound was only played once, if multiple traders
wer e aut omat ed
i f renewedRout e then
Ul . Pl aySound(" START_TRADE_ROUTE") ;
SaveTr ader Aut omat edl nf o()
end
end
function | sTrader Aut onat ed(trader| D: nunber)
LoadTr ader Aut onmat edl nf o() ;
if mTradersAutomat edSettings[traderl D] ~= nil then
return m Trader sAut omat edSet ti ngs[traderl D] .| sAut omat ed;
end
return fal se;
end
function SaveTrader Aut onat edl nf o()
-- Dunmp active routes info
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| ocal | ocal Pl ayerl D = Gane. Get Local Pl ayer () ;
-- print("Saving Trader Automated info in PlayerConfig database")
| ocal dat aDunp = Dat aDunper (m Trader sAut onat edSetti ngs,
"trader Aut omat edSet ti ngs");
-- print(databunp);
Pl ayer Confi gurations[ | ocal Pl ayer| D] : Set Val ue("BTS_Tr ader Aut onat edSet ti ngs"
dat aDunp) ;
end
function LoadTrader Aut onat edl nf o()
| ocal | ocal Pl ayerl D = Gane. Get Local Pl ayer () ;
i f(Player Configurations[local Pl ayerl D] : Get Val ue("BTS_Tr ader Aut onat edSet ti ngs")
~= nil) then
-- print("Retrieving trader automated settings from Pl ayer Config
dat abase")
| ocal dataDunp =
Pl ayer Confi gurations[| ocal Pl ayer|D]: Get Val ue("BTS_Tr ader Aut onmat edSet ti ngs");
-- print(databunp);
| oadst ri ng(dat aDunp) () ;
m_Tr ader sAut omat edSetti ngs = trader Aut omat edSetti ngs;
el se
print("No running route data was found, on load.")
end

-- Game event hookups (Local to this file)
| ocal function TradeSupport Aut onat er _OnPl ayer Tur nActi vat ed( pl ayer| D: nunber
i sFirstTime: bool ean )
if playerl D == Gane. Get Local Pl ayer() and i sFirstTime then
RenewTr adeRout es() ;
end

-- Cache Functions

function CacheRout esl nfo(t Rout es)
if mCache. TurnBuilt ~= nil and m Cache. TurnBuilt >=
Gane. CGet Current GanmeTurn() then
print("OPT: Cache table already upto date")
return fal se
el se
print("Cachi ng routes")
-- for i, routelnfo in ipairs(tRoutes) do
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for i=1, #tRoutes do
CacheRout e(t Routes[i])
CachePl ayer (t Routes[i].Destinati onC tyPl ayer)
end
m Cache. TurnBui |t = Ganme. Get Current GameTur n()
return true
end
end
function CacheRout e(rout el nfo)
| ocal key:string = CGet Rout eKey(routelnfo);
-- print("Key for " .. GetTradeRouteString(routelnfo)
m Cache[ key] = {}

m Cache[ key] . Yields = {}

| ocal netOriginYield: nunber = 0

| ocal netDestinationYield: nunber = 0

| ocal originRouteYields = GetYieldForOriginGty(nil,

is " key)

rout el nfo, false)

| ocal destinationRouteYields = CetYieldForDestinationCty(nil, routelnfo,

fal se)
for yieldl ndex = START_I NDEX, END_| NDEX do

local originYield = originRouteYields[yieldl ndex + 1]

| ocal destinationYield = destinationRouteYields[yield ndex + 1]

m _Cache[ key] . Yi el ds[yi el dl ndex] = {
Oigin = originYield,
Destination = destinationYield

}
netariginYield = netOiginYield + originYield

net Desti nationYield = netDestinationYield + destinationYield

m Cache[ key] . NetOriginYield = netOiginYield

m Cache[ key] . Net Destinati onYield = netDestinationYield

m _Cache[ key] . HasTr adi ngPost = Get Rout eHasTr adi ngPost ( r out el nf 0)

-- Advanced Info - Length, trips, turns
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| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
Get AdvancedRout el nf o(r out el nf 0) ;

m _Cache[ key] . Tur nsToConpl et eRout e = turnsToConpl et eRout e;

m _Cache[ key] . Tri psToDesti nation = tripsToDesti nati on;

m Cache[ key] . TradePat hLengt h = t radePat hLengt h;

m Cache[ key] . TurnBui |t = Gane. Get Current GameTur n()
-- print("KEY == " .. key)
-- dunmp(m Cache[ key])
end
function CachePl ayer (pl ayer| D)
-- Make entry if none exists
if mCache.Players == nil then m Cache. Pl ayers = {} end
if mCache. Pl ayers[playerID] == nil then
m Cache. Pl ayers[ playerl D] = {}

m Cache. Pl ayers[playerI D] . Visibilitylndex =
Get Visi bilityl ndex(pl ayerID);

-- lcons, colors
| ocal textureOfsetX, textureOfsetY, textureSheet, tooltip =
CGet Pl ayer | conl nf o( pl ayer | D)
| ocal backCol or, frontCol or, darkerBackCol or, brighterBackCol or =
Get Pl ayer Col or I nf o(pl ayer | D)
m Cache. Pl ayers[playerlI D] .lcon = { textureOfsetX, textureOfsetY,
textureSheet, tooltip }
m Cache. Pl ayers[ pl ayerI D] . Col ors = { backCol or, frontCol or,
dar ker BackCol or, brighterBackCol or }
m Cache. Pl ayers[player| D] . TurnBuilt = Gane. Get Current GaneTur n()
end
end
function CacheEnmpty()
-- |If cache has entry TurnBuilt then the cache is built
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if mCache. TurnBuilt ~= nil then
print (" CACHE Enptying")
m Cache = {}
end
end
function Get Rout eKey(routel nfo)
return routelnfo.OriginCityPlayer .. "_" .. routelnfo.OiginCitylD ..

rout el nfo. Destinati onC tyPl ayer
rout el nfo. DestinationCtylD;
end
function CacheKeyToRout el nf o( cacheKey)
-- print("key: " .. cacheKey)
local ids = Split(cacheKey, " ", 4) -- At max 4 entries should only exi st
| ocal routelnfo = {
OiginCGtyPlayer = tonunber(ids[1]),
OiginCtylD = tonunber(ids[2]),
DestinationCityPl ayer = tonunber (ids[3]),
DestinationCityl D = tonunber (ids[4])

-- dunp(routel nfo)
return routelnfo

function Cached_GCetYi el dForOri gi nCity(yi el dl ndex: nunber, routeCacheKey: string)
| ocal cacheEntry = m Cache[ rout eCacheKey]

if cacheEntry ~= nil then
-- print("CACHE H'T for " .. routeCacheKey)
return cacheEntry. Yields[yieldlndex].Oigin
el se
print("CACHE M SS for " .. routeCacheKey)

CacheRout e( CacheKeyToRout el nf o( r out eCacheKey) ) ;
return m Cache[rout eCacheKey]. Yi el ds[yi el dlndex].Oigin
end
end
function Cached_GCetYi el dForDesti nati onCity(yi el dl ndex: nunber,
rout eCacheKey: string)
| ocal cacheEntry = m Cache[ r out eCacheKey]

if cacheEntry ~= nil then
-- print("CACHE H'T for " .. routeCacheKey)
return cacheEntry. Yi el ds[yi el dl ndex] . Destinati on
el se
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print("CACHE M SS for " .. routeCacheKey)
CacheRout e( CacheKeyToRout el nf o( r out eCacheKey) ) ;
return m Cache[rout eCacheKey]. Yi el ds[yi el dl ndex] . Desti nation
end
end
function Cached_Get TurnsToConpl et e(rout eCacheKey: stri ng)
i f m Cache[routeCacheKey] ~= nil then
-- print("CACHE H'T for " .. routeCacheKey)
return m Cache[rout eCacheKey]. Tur nsToConpl et eRout e
el se
print("CACHE M SS for " .. routeCacheKey)
CacheRout e( CacheKeyToRout el nf o( r out eCacheKey) ) ;
return m Cache[rout eCacheKey] . Tur nsToConpl et eRout e
end

-- Trade Route Sorter

-- This requires sort settings table passed.
function SortTradeRoutes( tradeRoutes:table, sortSettings:table)
if table.count(sortSettings) > 0 then
-- Score all routes based on sort settings, sort them
| ocal routeScores = ScoreRoutes(tradeRoutes, sortSettings)
tabl e. sort (routeScores, function(a, b) return ScoreConp(a, b
sortSettings) end )
-- Build new table based on these sorted scores
| ocal routes = {}
for i, scorelnfo in ipairs(routeScores) do
routes[i] = tradeRoutes[scorelnfo.id]
end
return routes
end
-- No sort settings, return original array
return tradeRoutes
-- print("Total func calls: " .. debug_func_calls)
-- debug total calls = debug total _calls + debug _func_calls
-- print("Total calls: " debug total _calls)
-- debug func_calls = 0;
end
function Get TopRout eFrontort Settings( tradeRoutes:table, sortSettings:table )
if sortSettings ~= nil and table.count(sortSettings) > 0 then
| ocal routeScores = ScoreRoutes(tradeRoutes, sortSettings)
| ocal minScorelnfo = Get M nEntry(routeScores, function(a, b) return
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ScoreConp(a, b, sortSettings) end )
return tradeRout es[nmi nScorel nfo.id]
end
-- if no sort settings, return top entry
return tradeRoutes[1];

function ScoreRoutes( tradeRoutes:table, sortSettings:table )

| ocal scores = {}

for index=1, #tradeRoutes do

scores[index] ={ id = index, score = ScoreRoute(tradeRoutes[index],

sortSettings)}

end

return scores
end
function ScoreRoute( routelnfo:table, sortSettings:table )

| ocal score = {}

for , sortSetting in ipairs(sortSettings) do
| ocal scoreFunction = ScoreFunctionByl D[ sortSetting. SortByl D ;
| ocal val = scoreFunction(routelnfo)

-- Change the sign, if in descending order. EX (-)5 < (-)2
if sortSetting. SortOrder == SORT_DESCENDI NG t hen
-- Handle if val is string

if type(val) == "string" then
val = invert_string(val)
el se
val = val * -1
end
end
score[#score + 1] = val

end
-- Add final score, ie net yield
score[#score + 1] = GetNetYieldForOriginGty(routelnfo, true)
return score
end
function ScoreConp( scorelnfol, scorelnfo2, sortSettings )
| ocal scorel = scorelnfol.score
| ocal score2 = scorelnfo2.score
i f #scorel ~= #score2 then
print("ERROR = scores unequal in |ength")
return fal se

Doc Page: 132



Project: Better Trade Screen
Path: Better Trade Screen\UI\TradeSupport.lua File Page: 17

end
-- Last score is the net yield, it will not have a nmatching sortSetting
for i=1, #scorel-1 do
if scorel[i] < score?[i] then
return true
el seif scorel[i] > score2[i] then
return fal se
end
end

return scorel[#scorel] > score2[#scorel] -- Descending order of net yield

function InsertSortEntry( sortByl D:nunber, sortOrder: nunber, sortSettings:table
)
| ocal sortEntry = {
Sort Byl D = sort Byl D,
Sort Order = sort O der
s
-- Only insert if it does not exist

| ocal sortEntrylndex = findlndex (sortSettings, sortEntry,
ConpareSortEntries);

if sortEntrylndex == -1 then
-- print("lnserting " .. sortEntry. SortBylD);
table.insert(sortSettings, sortEntry);

el se

-- If it exists, just update the sort oder
-- print("Index: " .. sortEntrylndex);

sortSettings[sortEntrylndex].SortOrder = sortOrder;
end

end
function RenoveSortEntry( sortByl D: nunber, sortSettings:table )
| ocal sortEntry = {
Sort Byl D = sort Byl D,
Sort Order = sortOrder
1
-- Only delete if it exists
| ocal sortEntrylndex: nunber = findlndex(sortSettings, sortEntry,
ConpareSortEntries);
if (sortEntrylndex > 0) then

tabl e. renove(sortSettings, sortEntryl ndex);
end
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end
-- Checks for the sane I D, not the sanme order
function ConpareSortEntries( sortEntryl:table, sortEntry2:table)
if sortEntryl. SortByl D == sortEntry2. Sort Byl D t hen
return true
end
return fal se;

-- Getter functions

-- Cet idle Trade Units by Player ID
function Getldl eTradeUnits( playerlD: nunmber )
| ocal idleTradeUnits:table = {};
-- Loop through the Players units
| ocal l|ocal PlayerUnits:table = Players[playerlD]:GetUnits();
for i,unit in local PlayerUnits: Menbers() do
-- Find any trade units
local unitinfo:table = Ganelnfo. Units[unit: GetUnitType()];
i f unitlnfo.MakeTradeRoute then
| ocal doestradeUnitHasRout e: bool ean = fal se;
-- Determine if those trade units are busy by checki ng out goi ng
routes fromthe players cities
| ocal local PlayerCities:table = Players[playerlID]:GetCties();

for _, city in local PlayerCities: Menbers() do
| ocal routes = city: Get Trade(): Get Qut goi ngRout es();
for _, route in ipairs(routes) do

if route.TraderUnitlD == unit: CGetlD() then
doestradeUni t HasRout e = true;

end
end
end
-- If this trade unit isn't attached to an outgoing route then they
are idle
i f not doestradeUnitHasRoute then
tabl e.insert(idleTradeUnits, unit);
end
end
end

return idl eTradeUnits;
end
-- Returns a string of the route in fornat
"[ ORI G N_CI TY_NAME] - [ DESTI NATI ON_CI TY_NAME]
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function GetTradeRouteString( routelnfo:table )
local originCityNanme:string = "[NOT_FOUND| ";
| ocal destinationCi tyNane:string = "[NOT_FQUND]";
| ocal originPlayer:table = Players[routelnfo.OiginCityPlayer];
if originPlayer ~= nil then
local originCty:table =
originPlayer:GetCities(): Findl D(routelnfo.OriginGtylD);
if originCity ~= nil then
originCityNane = Local e. Lookup(origi nCty: Get Nanme());
el se
print("CITY", routelnfo.OiginCitylD "NOTI FOUND")

end
el se
print ("PLAYER', routelnfo.OiginCityPlayer, "NOT FOUND')
end
| ocal destinationPlayer:table = Players[routelnfo.DestinationCityPlayer];
i f destinationPlayer ~= nil then

| ocal destinationCity:table =
destinationPlayer: GetCities(): Findl D(routelnfo.DestinationCitylD);
if destinationCity ~= nil then
destinationCityNane = Local e. Lookup(destinati onCity: Get Name());

el se
print("CITY", routelnfo.DestinationCitylD, "NOTI' FOUND')

end
el se

print ("PLAYER', routelnfo.DestinationC tyPlayer, "NOT FOUND')
end
return originCityNane .. "-" .. destinationGi tyNane;

end
function GetTradeRouteYiel dString( routelnfo:table )
| ocal returnString:string = "";
| ocal originPlayer:table = Players[routelnfo.OiginCityPlayer];
local originCty:table =
originPlayer:GetCities(): Findl D(routelnfo.OriginGtylD);
| ocal destinationPlayer:table = Players[routelnfo.DestinationC tyPlayer];
| ocal destinationCity:table =
destinationPlayer: GetCities(): Findl D(routelnfo.DestinationCitylD);
for yieldl ndex = START_I NDEX, END_| NDEX do
I ocal originCityYieldValue = GetYieldForOigi nG ty(yi el dl ndex,
routelnfo, true);
-- Skip if yield is not nore than 0
if originCityYieldValue > 0 then
| ocal iconString, text = FornmatYiel dText (yi el dl ndex,

Doc Page: 135



Project: Better Trade Screen

Path: Better Trade Screen\UN\TradeSupport.lua File Page: 20
originGityYieldval ue);
if (yieldlndex == FOOD_|I NDEX) then
returnString = returnString .. text iconString .. ;
el seif (yieldl ndex == PRODUCTI ON_|I NDEX) then
returnString = returnString .. text iconString .. " ";
el seif (yieldl ndex == GOLD_| NDEX) then
returnString = returnString .. text iconString ..
el seif (yieldlndex == SCl ENCE_I NDEX) then
returnString = returnString .. text iconString .. ;
el seif (yieldl ndex == CULTURE_I NDEX) then
returnString = returnString .. text iconString .. " ";
el seif (yieldlndex == FAI TH | NDEX) then
returnString = returnString .. text iconString;
end
end
end
return returnString;
end
-- Returns length of trade path, nunber of trips to destination, turns to

conpl ete route
function Get AdvancedRout el nf o(rout el nf o)
| ocal i SpeedCostMiltiplier = Ganelnfo. GaneSpeeds[ 1] . CostMiltiplier;
| ocal eSpeed = GaneConfi guration. Get GaneSpeedType();
i f Ganel nf o. GaneSpeeds[ eSpeed] ~= nil then
i SpeedCost Mul tiplier = Ganel nfo. GaneSpeeds[ eSpeed] . Cost Mul tiplier;
el se
print("Speed type index " eSpeed) ;
print("Error: Could not find gane speed type.
in table");
end
| ocal tradePat hLengt h: nunber = 0;
i f USE_EUCLEDI AN_DI STANCE t hen

| ocal pOriginPlayer = Players[routelnfo.OiginGtyPlayer]
local pOriginCity =
pOriginPlayer: GetCities(): Findl D(routelnfo.OiginCtylD)
| ocal pDestinationPlayer = Players[routelnfo.DestinationGC tyPlayer]
| ocal pDestinationCity =

pDestinationPl ayer: GetCities(): Findl D(routelnfo.DestinationG tylD)
Estinmate path to city using Euclidean distance
tradePat hLengt h = Map. Get Pl ot Di st ance(pOriginCity: Get X(),
pOriginCGity: GetY(), pDestinationCity: Get X(), pDestinationCity: GetY());
el se

Get exact path the trader will take

Defaulting to first entry
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| ocal tradeManager = Gane. Get TradeManager () ;
| ocal pathPlots =
t radeManager : Get Tr adeRout ePat h(rout el nfo. Ori gi nGCi tyPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCitylD);
tradePat hLengt h = tabl e. count (pathPlots) - 1;
end
I ocal multiplierConstant: nunber = 0.1,
| ocal tripsToDestination = 1 +
mat h. f1 oor (i SpeedCost Mul ti plier/tradePat hLength * multiplierConstant);
| ocal turnsToConpl eteRoute = (tradePathLength * 2 * tripsToDestination);
return tradePathLength, tripsToDestination, turnsToConpl eteRoute;

function GetOiginCtyNane( routelnfo:table )
-- TODO - Maybe inplenent cache for this?
| ocal pPlayer = Players[routelnfo.OiginCtyPlayer]
local pCGity = pPlayer: GetCities():Findl D(routelnfo.OiginCtylD
return Local e. Lookup(pCity: Get Nane()) -- How does |ua conpare |ocalized
text?
end
function GetDestinationC tyNane( routelnfo:table )
-- TODO - Maybe inplement cache for this?
| ocal pPlayer = Players[routelnfo.DestinationC tyPlayer]
local pCity = pPlayer: GetCities(): Findl Droutelnfo.DestinationG tylD)
return Local e. Lookup(pCity: Get Name()) -- How does |ua conpare |ocalized
text?
end
-- Returns yield for the origin city
function CetYieldForOriginCity( yieldlndex: nunber, routelnfo:table,
checkCache: bool ean )
i f checkCache then
| ocal key:string = Get Rout eKey(routelnfo)
return Cached CetYieldForOrigi nCity(yieldlndex, key)
el se
| ocal tradeManager = Gane. Cet TradeManager () ;
-- Want all the yields in a table
if yieldlndex == nil then
| ocal routeYields =
t radeManager: Cal cul at eOri gi nYi el dsFronPot enti al Rout e(rout el nfo. Oi gi nCityPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
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rout el nfo. DestinationCitylD);

| ocal pathYields =
t radeManager: Cal cul at eOri gi nYi el dsFronPat h(rout el nfo. Ori gi nC tyPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCitylD);

local nodifierYields =
t radeManager : Cal cul at eOri gi nYi el dsFroniodi fi ers(routelnfo. OriginCtyPlayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCitylD);

-- Add the yields together and return the result

local i;

| ocal vyieldCount = #routeYields;

for i=1, yieldCount, 1 do

routeYields[i] = routeYields[i] + pathYields[i] +

nodi fierYields[i];

end

return routeYields

el se

-- Fromroute

| ocal vyieldvalue =
t radeManager : Cal cul at eOri gi nYi el dFronPot enti al Rout e(routel nfo. Ori gi nCi tyPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationC tylD, yieldlndex);

-- Frompath only if yield is gold. Trading posts add only gol d.

if yieldlndex == Ganelnfo.Yields["YI ELD GOLD']. I ndex then

yi el dval ue = yi el dval ue +

t radeManager: Cal cul at eOri gi nYi el dFronPat h(rout el nfo. Ori gi nCi tyPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationC tylD, yieldlndex);

end

-- Fromnodifiers

| ocal resourcelD = -1;

yi el dval ue = vyi el dval ue +
t radeManager: Cal cul at eOri gi nYi el dFromvbdi fi ers(routel nfo. OriginGityPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCitylD, yieldlndex, resourcelD);

return vyi el dval ue;

end
end

end
-- Returns yield for the destination city
function GetYieldForDestinationC ty( yieldlndex: nunber, routelnfo:table,
checkCache: bool ean )
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i f checkCache then
| ocal key:string = Get Rout eKey(routelnfo)
return Cached GCetYi el dForDestinationC ty(yi el dl ndex, key)
el se
| ocal tradeManager = Gane. Cet TradeManager () ;
if yieldlndex == nil then
| ocal routeYields = tradeManager: Cal cul at eDesti nati onYi el dsFr onPot en
tial Route(routelnfo.OriginCityPlayer, routelnfo.OiginCitylD,
rout el nfo. DestinationCityPlayer, routelnfo.DestinationGtylD);
| ocal pathYields =
tradeManager : Cal cul at eDesti nati onYi el dsFronPat h(rout el nfo. Ori gi nCityPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationCtyPlayer,
rout el nfo. DestinationCitylD);
local nodifierYields =
t radeManager : Cal cul at eDesti nati onYi el dsFromvbdi fi ers(routelnfo. OriginCityPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCitylD);
-- Add the yields together and return the result
| ocal i;
| ocal vyieldCount = #routeYields;
for i=1, yieldCount, 1 do
routeYields[i] = routeYields[i] + pathYields[i] +
nodi fierYields[i];
end
return routeyYields
el se
-- Fromroute
| ocal vyieldValue = tradeManager: Cal cul at eDest i nati onYi el dFr onPot ent i
al Route(routelnfo. OriginCtyPlayer, routelnfo.OiginCtylD,
rout el nfo. DestinationCityPlayer, routelnfo.DestinationCtylD, yieldlndex);
-- From path
yi el dval ue = yi el dval ue +
t radeManager : Cal cul at eDesti nati onYi el dFronPat h(routel nfo. Ori gi nGCi tyPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationC tylD, yieldlndex);
-- Fromnodifiers
| ocal resourcelD = -1;
yi el dval ue = yi el dval ue +
t radeManager : Cal cul at eDesti nati onYi el dFronivbdi fi ers(routel nfo. Ori gi nGCityPl ayer,
routelnfo.OriginCitylD, routelnfo.DestinationC tyPlayer,
rout el nfo. DestinationCi tylD, yieldlndex, resourcelD);
return vyi el dval ue;
end
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end

end
function GetNetYieldForOriginGty( routelnfo, checkCache )
i f checkCache then
| ocal key:string = Get Rout eKey(routelnfo)
if mCache[key] ~= nil then

-- print("CACHE HT for " .. GCetTradeRouteString(routelnfo))
return m Cache[ key]. NetOriginYield

el se
print("CACHE M SS for " .. CetTradeRouteString(routelnfo))

CacheRout e(rout el nfo);
return m Cache[ key]. NetOriginYield

end
el se
| ocal netYield: number = 0
for il = START_| NDEX, END | NDEX do
-- Dont check cache here
netYield = netYield + GetYieldForOriginCity(il, routelnfo)
end

return netYield
end

end
function Get NetYiel dForDestinationGCty( routelnfo, checkCache )
i f checkCache then
| ocal key:string = Get Rout eKey(routelnfo)
if mCache[key] ~= nil then

-- print("CACHE HT for " .. GetTradeRouteString(routelnfo))
return m Cache[ key]. Net Desti nati onYi el d

el se
print("CACHE M SS for " .. GetTradeRouteString(routelnfo))

CacheRout e(rout el nf o) ;
return m Cache[ key]. Net Desti nationYield

end
el se
| ocal netYield:nunber = 0
for il = START_| NDEX, END | NDEX do

-- Dont check cache here
netYield = netYield + CGetYieldForDestinationCity(il, routelnfo)
end
return netYield
end

end
function Get TurnsToConpl et e(rout el nfo, checkCache)
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i f checkCache then
| ocal key = Get Rout eKey(rout el nfo)
if mCache[key] ~= nil then

-- print("CACHE HT for " .. GCetTradeRouteString(routelnfo))
return m Cache[ key]. TurnsToConpl et eRout e

el se
print("CACHE M SS for " .. CetTradeRouteString(routelnfo))

CacheRout e(rout el nfo);
return m Cache[ key]. TurnsToConpl et eRout e
end
el se
| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
CGet AdvancedRout el nf o( r out el nf o) ;
return turnsToConpl et eRout e
end
end
function Get Routel nfo(routelnfo, checkCache)
i f checkCache then
| ocal key = Get Rout eKey(routel nfo)
if mCache[key] ~= nil then
-- print("CACHE HT for " .. GetTradeRouteString(routelnfo))
return m Cache[ key] . Tr adePat hLengt h,
m Cache[ key] . Tri psToDesti nati on, m Cache[ key]. Tur nsToConpl et eRout e
el se
print("CACHE M SS for " .. CetTradeRouteString(routelnfo))
CacheRout e(r out el nf 0)
return m Cache[ key] . Tr adePat hLengt h,
m _Cache[ key] . Tri psToDesti nati on, m Cache[ key]. TurnsToConpl et eRout e
end
el se
return Get AdvancedRout el nf o(rout el nf 0)
end
end
function Get Rout eHasTr adi ngPost (rout el nfo, checkCache)
i f checkCache then
| ocal key = Get Rout eKey(routel nfo)

if mCache[key] ~= nil then
-- print("CACHE HT for " .. GetTradeRouteString(routelnfo))
return m Cache[ key] . HasTr adi ngPost

el se
print("CACHE M SS for " .. CetTradeRouteString(routelnfo))

CacheRout e(rout el nf o)
return m Cache[ key] . HasTr adi ngPost
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end
el se
| ocal destinationPlayer:table =
Pl ayer s[rout el nfo. Desti nati onCi tyPl ayer];
| ocal destinationCity:table =
destinationPlayer: GetCities(): Findl D(routelnfo.DestinationCtylD);
return
destinationCity: Get Trade(): HasActi veTradi ngPost (rout el nfo. Ori gi nC tyPl ayer)
end
end
function Get HasActi veRout e(pl ayerl D, checkCache)
i f checkCache then

if mCache.Players ~= nil and m Cache. Pl ayers[playerI D] ~= nil then
-- print("CACHE HI'T for player " .. playerlD)
return m Cache. Pl ayers[ pl ayer| D] . HasActi veRout e

el se
print("CACHE M SS for player " .. playerlD)

CachePl ayer ( pl ayer| D)
return m Cache. Pl ayer s[ pl ayer| D] . HasActi veRout e
end
el se
| ocal pPlayer:table = Players[playerlD];
| ocal playerCities:table = pPlayer: GetCGities();
for , city in playerCities: Menbers() do
if city: GetTrade(): HasTradeRout eFron( | ocal Pl ayer) then
return true
end
end
return false
end
end
function GetVisibilitylndex(playerlD, checkCache)
i f checkCache then

if mCache.Players ~= nil and m Cache. Pl ayers[playerIl D] ~= nil then
-- print("CACHE HI'T for player " .. playerlD)
return m Cache. Pl ayers[playerlD]. Visibilitylndex

el se
print("CACHE M SS for player " .. playerlD)

CachePl ayer ( pl ayer| D)
return m Cache. Pl ayers[playerl D). Visibilitylndex
end
el se
return
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Pl ayer s[ Gane. Get Local Pl ayer()]: GetDi pl omacy(): GetVisibilityOn(playerlD);
end
end
function GetPlayerl conlnfo(playerlD, checkCache)
i f checkCache then
if mCache.Players ~= nil and m Cache. Pl ayers[playerl D] ~= nil then
-- print("CACHE H'T for player " .. playerlD)
return unpack(m Cache. Pl ayers[pl ayerlD].|con)
el se
print("CACHE M SS for player " .. playerlD)
CachePl ayer (pl ayer| D)
return unpack(m Cache. Pl ayers[playerlD].|con)
end
el se
| ocal pPlayer = Players|[playerlD;
| ocal playerConfig:table = PlayerConfigurations[playerlD;
if playerConfig ~= nil then
| ocal civType:string = playerConfig: GetCivilizationTypeNane();
| ocal playerlconString:string = "ICON" .. civType
-- [
if pPlayer:IsMajor() then
-- CGivilizations
pl ayerlconString = "1 CON_"
pl ayer Config: GetCivilizati onTypeNane();
el se
-- City States
| ocal |eader:string = playerConfig: Get Leader TypeNane() ;
| ocal l|eaderinfo:table = Ganelnfo.lLeaders[|eader];
if (leader == "LEADER_M NOR_CI V_SCI ENTI FIC' or
| eader | nfo. | nheritFrom == "LEADER M NOR Cl V_SCI ENTI FI C") then
pl ayerlconString = "1 CON_Cl TYSTATE_SCI ENCE";
el seif (leader == "LEADER M NOR Cl V_RELI G QUS" or
| eader I nfo.lnheritFrom== "LEADER M NOR CI V_RELI A QUS") then
pl ayerlconString = "I CON_Cl TYSTATE _FAI TH';
el seif (leader == "LEADER M NOR _Cl V_TRADE" or
| eader | nfo.l nheritFrom == "LEADER M NOR ClI V_TRADE") then
pl ayerlconString = "I CON_Cl TYSTATE _TRADE";
el seif (leader == "LEADER M NOR Cl V_CULTURAL" or
| eader | nfo. | nheritFrom == "LEADER M NOR CI V_CULTURAL") then
pl ayerlconString = "1 CON_Cl TYSTATE_CULTURE";
el seif (leader == "LEADER M NOR CIV_M LI TARI STIC' or
| eader I nfo.l nheritFrom == "LEADER M NOR CIV_M LITARI STIC") then
pl ayerlconString = "1 CON_Cl TYSTATE_M LI TARI STI C';
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el seif (leader == "LEADER M NOR _ClI V_I NDUSTRI AL" or
| eader | nfo. I nheritFrom == "LEADER M NOR_Cl V_I NDUSTRI AL") then
pl ayerlconString = "I CON_Cl TYSTATE | NDUSTRI AL";
end
end

1]

| ocal playerDescription:string =
pl ayer Config: GetCivilizationDescription();
local textureOfsetX, textureOfsetY, textureSheet =
I conManager : Fi ndl conAt | as(pl ayerlconString, 30)
return textureOf fsetX, textureOffsetY, textureSheet,
pl ayer Descri pti on;
end
end
end
function GetPl ayer Col orl nfo(pl ayerl D, checkCache)
i f checkCache then
if mCache.Players ~= nil and m Cache. Pl ayers[playerl D] ~= nil then
-- print("CACHE H'T for player " .. playerlD)
return unpack(m Cache. Pl ayer s[ pl ayer| D] . Col ors)
el se
print("CACHE M SS for player " .. playerlD)
CachePl ayer (pl ayer| D)
return unpack(m Cache. Pl ayers[ pl ayer| D] . Col ors)
end
el se
| ocal backCol or, frontColor = Ul . GetPlayerCol ors(playerl D)
| ocal darkerBackCol or = Dar kenLi ght enCol or ( backCol or,
BACKDROP_DARKER_CFFSET, BACKDROP_DARKER_OPACI TY) ;
| ocal brighterBackCol or = DarkenLi ght enCol or ( backCol or,
BACKDROP_BRI GHTER_OFFSET, BACKDROP_BRI GHTER_OPACI TY) ;
return backCol or, frontCol or, darkerBackCol or, brighterBackCol or
end

-- General Hel per functions

-- Sinple check to seeif playerl and player2 can possibly have a trade route.
function CanPossi bl yTradeWt hPl ayer (pl ayer1, pl ayer2)

if playerl == player2 then return true; end

| ocal pPlayerl = Pl ayers|[playerl];

| ocal pPl ayer 1Di pl omacy = pPl ayer 1: Get Di pl omacy() ;

| ocal pPlayer2 = Pl ayers|[player?2]
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if pPlayer2:1sAlive() and pPl ayer 1D pl onacy: HasMet (pl ayer2) then
i f not pPlayer1Di pl onacy: | sAt War Wt h(pl ayer2) then
return true;
end
end
return false;
end
function | sRout ePossi bl e(originCtyPlayerlD, originCtylD,
destinationCityPl ayerl D, destinationCtylD)
| ocal tradeManager:table = Ganme. Get TradeManager () ;
return tradeManager: CanStartRoute(originCityPlayerlD, originCtylD,
destinationCityPlayerl D, destinationCitylD);
end
function FormatYi el dText (yi el dl ndex, yi el dAnmount)
if yieldAmount == 0 then
return "", ""
end
I ocal iconString:string = | CON_LOOKUP[ yi el dl ndex]
| ocal text:string;
if yieldAmount > 0 then

text = "+";
el se
text = "-";
end
text = text .. Round(yiel dAnount, 1);
return iconString, text;
end

-- Finds and renpves routeToDel ete fromrouteTabl e
function RenpveRout eFroniTabl e( routeToDel ete:table , routeTabl e:table,
i sG ouped: bool ean )
-- |If grouping by sonething, go one |evel deeper
if isGouped then
print (" Routes grouped")

| ocal targetlndex: nunber = -1;
| ocal targetG ouplndex: nunber = -1,
for i, groupedRoutes in ipairs(routeTable) do

for j, route in ipairs(groupedRoutes) do
i f CheckRouteEquality( route, routeToDelete ) then
targetlndex = j;
target G oupl ndex = i;
br eak
end
end
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end
-- Renove route
if targetlndex ~= -1 and target Grouplndex ~= -1 then

print (" REMOVI NG ROUTE")
tabl e. renove(rout eTabl e[ t arget G oupl ndex], targetlndex);
-- If that group is enpty, renove that group
i f table.count(routeTabl e[target Gouplndex]) <= 0 then
tabl e. remove(rout eTabl e, target Goupl ndex);
end
el se
print("COULD NOT FI ND ROUTE")
end
el se
print("Routes not grouped")
-- Find and renove route
| ocal targetl|ndex: nunber = findlndex(routeTable, routeToDelete,
CheckRout eEqual i ty)
if targetlndex ~= -1 then
print (" REMOVI NG ROUTE")
t abl e. renove(routeTabl e, targetlndex);
el se
print ("COULD NOT FI ND ROUTE")
end
end
end
-- Checks if the two routes are the sane (does not conpare traderUnit)
function CheckRouteEquality ( tradeRoutel:table, tradeRoute2:table )
if ( tradeRoutel. OiginCityPl ayer == tradeRoute2. Origi nGtyPl ayer and
tradeRoutel. OriginCityl D == tradeRoute2. OriginCityl D and
tradeRout el. Desti nati onCi tyPl ayer ==
tradeRout e2. Destinati onCityPl ayer and
tradeRout el. DestinationCityl D == tradeRoute2. DestinationCitylD)
t hen
return true
end
return false;
end
function IsCityState( player:table )
| ocal playerlnfluence:table = player: Getlnfluence();
if playerlnfluence: CanRecei vel nfl uence() then
return true
end
return fal se
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end
-- Checks if the player is a city state, with "Send a trade route" quest
function IsCityStateWthTradeQuest( player:table )
| ocal questsManager:table = Gane. Get Quest sManager () ;
| ocal | ocal Pl ayer = Gane. Get Local Pl ayer ()
i f (questsManager ~= nil and | ocal Player ~= nil) then
| ocal tradeRouteQuestinfo:table =
Ganel nf o. Quest s[ " QUEST_SEND_ TRADE_ROUTE"] ;
if (tradeRouteQuestlinfo ~= nil) then
i f (questsManager: HasActi veQuest FronPl ayer (| ocal Pl ayer
pl ayer: Getl D(), tradeRouteQuestlnfo.lndex)) then
return true
end
end
end
return fal se
end
-- Checks if the player is a civ, other than the local player
function IsGherGv( player:table )
if player:GetlD() ~= Gane. GetLocal Pl ayer() then
return true
end
return false

-- Helper Uility functions

-- Converts 'A" ->'Z2 || 'Z ->"'A
function invert_string(s:string)
s = s:upper()
print("org: " .. s)
| ocal newS:string =
for i=1, s:len() do
newS = newS .. string.char(invert_char_code(s:byte(i)))

end
print("inv: " .. newS)
return newS

end

function invert_char_code(code: nunber)
| ocal delta = string.byte("Z", 1) - code
return delta + string.byte("A", 1)

end

function table_nnill_count(T:table)
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| ocal count =0
for k in pairs(T) do
if T[k] ~= nil then
count = count + 1
end
end
return count
end
function findlndex(T, searchltem conpareFunc)
for index, itemin ipairs(T) do
i f conpareFunc(item searchltem then
return index;
end
end
return -1;
end
function GetM nEntry(searchTabl e, conpareFunc)
local minlndex =1
for index=1, #searchTable do
i f not conpareFunc(searchTabl e[ ni nl ndex], searchTabl e[index]) then
nm nl ndex = index;
end
end
return searchTabl e[ mi nl ndex], m nl ndex

-- ========== START OF Dat aDunper. | ua
--[[ DatabDunper.|ua
Copyright (c) 2007 divetti-Engi neering SA
Perni ssion is hereby granted, free of charge, to any person
obtaining a copy of this software and associ ated docunentation
files (the "Software"), to deal in the Software w thout
restriction, including without linmtation the rights to use,
copy, nodify, nerge, publish, distribute, sublicense, and/or sel
copies of the Software, and to pernit persons to whomthe
Software is furnished to do so, subject to the follow ng
condi tions:
The above copyright notice and this permission notice shall be
included in all copies or substantial portions of the Software.
THE SOFTWARE |'S PROVIDED "AS |IS", W THOUT WARRANTY OF ANY KI ND,
EXPRESS OR | MPLI ED, | NCLUDI NG BUT NOT LI M TED TO THE WARRANTI ES
OF MERCHANTABI LI TY, FITNESS FOR A PARTI CULAR PURPCSE AND
NONI NFRI NGEMENT. | N NO EVENT SHALL THE AUTHORS OR COPYRI GHT
HOLDERS BE LI ABLE FOR ANY CLAIM DAMAGES OR OTHER LI ABI LI TY
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VWHETHER | N AN ACTI ON OF CONTRACT, TORT OR OTHERW SE, ARl SI NG
FROM OUT OF OR I N CONNECTION W TH THE SOFTWARE OR THE USE OR
OTHER DEALI NGS I N THE SOFTWARE.
1]
function dump(...)
print(DatabDunper(...), "\n---")
end
| ocal dunmplua_closure =[]
| ocal closures = {}
| ocal function closure(t)
cl osures[ #cl osures+1] =t
t[1] = assert(loadstring(t[1]))
return t[1]

end
for _,t in pairs(closures) do
for i = 2,#t do
debug. setupval ue(t[1], i-1, t[i])
end
end

1]

| ocal lua_ reserved keywords = {

"and', 'break', 'do', 'else', 'elseif', "end, 'false', 'for',
"function', "if', "in', 'local', 'nil', '"not', 'or', 'repeat'
"return', 'then', '"true', 'until', "while' }

| ocal function keys(t)
| ocal res = {}
| ocal oktypes = { stringstring = true, nunbernunber = true }
| ocal function cmpfct(a,b)
i f oktypes[type(a)..type(b)] then
return a <b
el se
return type(a) < type(b)
end
end
for k in pairs(t) do
res[#res+1] = k
end
tabl e.sort(res, cnpfct)
return res

end
| ocal c_functions = {}
for ,libin pairs{' G, 'string', 'table', 'math',

'io', 'os', 'coroutine', 'package', 'debug'} do
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local t = {}

lib=1lib .. "."
if lib="_G" thenlib ="" end
for k,v in pairs(t) do
if type(v) == 'function' and not pcall(string.dunp, v) then
c_functions[v] = 1lib..k
end
end

end
function DatabDunper (val ue, varnane, fastnode, ident)
| ocal defined, dunplua = {}
-- Local variables for speed optimnzation
| ocal string_format, type, string_dunp, string_rep =
string.format, type, string.dunp, string.rep
| ocal tostring, pairs, table _concat =
tostring, pairs, table.concat
| ocal keycache, strval cache, out, closure_cnt = {}, {}, {}, O
set et at abl e(strval cache, {__index = function(t, val ue)
local res = string_format(' %', val ue)
t[value] = res
return res
end})
| ocal fcts = {
string = function(value) return strval cache[val ue] end,
nunber = function(value) return val ue end,
bool ean = function(value) return tostring(val ue) end,
['nil"] = function(value) return 'nil' end,
['function'] = function(val ue)
return string format("loadstring(%g)", string_dunp(val ue))
end,
userdata = function() error("Cannot dunp userdata") end,
thread = function() error("Cannot dunp threads") end,
}
| ocal function test_defined(val ue, path)
i f defined[value] then
i f path:match("~getnetatable.*%$") then
out[#out+1] = string_format("s%, %)\n", path:sub(2,-2),
defi ned[ val ue])
el se
out[#out+1] = path .. " =" .. defined[value] .. "\n"
end
return true
end
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defined[val ue] = path

end

| ocal function nmake key(t, key)
| ocal s

if type(key) == 'string' and key:match('~[_%][_%*$') then

s = key .. "="

el se

s ="[" .. dunplua(key, 0) .. "]="

end
t[ key] = s
return s

end

for _,k in ipairs(lua_reserved_keywords) do
keycache[k] = '"[""..k..'"] ="

end

if fastnode then
fcts.table = function (val ue)

-- Tabl e val ue
local numdx =1

out [ #out +1] = "{"
for key,val in pairs(value) do
if key == num dx then
num dx = numidx + 1
el se

out [ #out +1] = keycache[ key]
end
| ocal str = dunplua(val)
out [ #out +1] = str..","

end
if string.sub(out[#out], -1) == "," then
out[#out] = string.sub(out[#out], 1, -2);

end
out [ #out +1] = "}"
return ""

end

el se

fcts.table = function (value, ident, path)
if test_defined(value, path) then return "nil" end
-- Table val ue
| ocal sep, str, numdx, totallen =" ", {}, 1, O

| ocal nmeta, netastr = getnetatabl e(val ue)

if nmeta then
ident = ident + 1
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nmetastr = dunplua(neta, ident, "getnetatable("..path..")")
totallen = totallen + #nmetastr + 16

end
for _,key in pairs(keys(value)) do
| ocal val = val ue[key]
local s =""
| ocal subpath = path or ""
if key == numidx then
subpath = subpath .. "[" .. nunmidx .. "]"
num dx = numidx + 1
el se
s = keycache[ key]
if not s:match "~%" then subpath = subpath .. " end
subpath = subpath .. s:gsub("%*=%*%$","")
end
S = s .. dunplua(val, ident+1l, subpath)
stri#str+l] = s
totallen = totallen + #s + 2
end
if totallen > 80 then
sep = "\n" .. string_rep(" ", ident+1)
end
str = "{"..sep..table_concat(str, ","..sep).." "..sep:sub(1,-3).."}"
if neta then
sep = sep:sub(1,-3)
return
"setnetatable("..sep..str..","..sep..metastr..sep:sub(1,-3)..")"
end
return str
end
fcts['function'] = function (value, ident, path)
if test_defined(value, path) then return "nil" end
if c_functions[value] then
return c_functions[val ue]
el seif debug == nil or debug. getupval ue(value, 1) == nil then

return string_format("loadstring(%q)", string_dunp(val ue))

end
closure_cnt = closure_cnt + 1
| ocal res = {string.dunp(val ue)}

for i = 1, math. huge do
| ocal name, v = debug. getupval ue(val ue,i)
if name == nil then break end

res[i+1] =v
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end
return "closure " dunplua(res, ident, "closures["..closure cnt.."]")
end
end

function dunpl ua(val ue, ident, path)
return fcts[type(value)](value, ident, path)
end
if varname == nil then
varnane = ""
el sei f varname: match("~%_][%v_]*$") then
varname = varnanme .. " =
end
if fastnode then
set net at abl e(keycache, {__index = make_key })
out[1l] = varnane
tabl e. i nsert (out, dunpl ua(val ue, 0))
return tabl e.concat (out)
el se
set net at abl e( keycache, {__index = make_key })
local items = {}
for i=1,10 do itens[i] ="' end
items[ 3] = dunplua(value, ident or O, "t")
if closure_cnt > 0 then
itens[1], itens[6] = dunplua_closure:match("(.*\n)\n(.*)")
out [#out+1] = ""

end

if #out > 0 then
items[2], itenms[4] = "local t =", "\n"
items[5] = table.concat(out)
itenms[7] = varnanme .. "t"

el se
itens[2] = varnane

end

return tabl e.concat (itens)

end
end

-- ========== END OF Dat abDunper. | ua

-- Event handl ers

function TradeSupportTracker Initialize()
print("Initializing BTS Trade Support Tracker");
-- Load Previous Routes
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LoadRunni ngRout esl nf o() ;

Events. Uni t OperationStarted. Add( TradeSupport Tracker _OnUnit QperationStarted
)

Events. Uni t Oper ati onsCl ear ed. Add(
TradeSupport Tracker _OnUni t Operati onsC eared );

Events. Pl ayer Tur nAct i vat ed. Add( TradeSupport Tracker OnPl ayer TurnActi vated );
end
function TradeSupportAutomater Initialize()

print("Initializing BTS Trade Support Automater");

-- Load previous autonated settings

LoadTr ader Aut omat edl nf o() ;

Events. Pl ayer Tur nAct i vat ed. Add( TradeSupport Aut omat er _OnPl ayer Tur nAct i vat ed

end

Doc Page: 154



Project: Better Trade Screen
Path: Better Trade Screen\U\Choosers\TradeOriginChooser.lua  File Page: 1

-- Slideout panel that allows the player to nove their trade units to other
city centers

i ncl ude("Il nstanceManager");

i ncl ude(" Support Functi ons");

i ncl ude(" Ani nSi dePanel Support");
i ncl ude(" Col ors")

-- CONSTANTS

| ocal RELOAD CACHE ID:string = "TradeOri gi nChooser"; -- Mist be unique (usually
the sane as the file nane)

--  MEMBERS

| ocal m Ani nSupport:table; --AninSi dePanel Support

local mcitylMtable = I nstanceManager: new("Cityl nstance", "C tyButton",
Control s. CityStack);

local moriginCty = nil;

local mnewriginCity = nil;

function Refresh()
-- Find the selected trade unit
| ocal selectedUnit:table = U . Get HeadSel ectedUnit();

if selectedUnit == nil then
d ose();
return;

end

-- Find the current city
moriginCity = Cities.CGetCitylnPlot(selectedUnit: GetX(),
sel ectedUnit: GetY());
if moriginCty == nil then
d ose();
return;
end
Ref r eshHeader () ;
-- Reset Instance Manager
m cityl M Reset | nstances();
local citylDs:table = {}
-- Add all other cities to city stack
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| ocal | ocal Pl ayer = Pl ayers[ Gane. Get Local Pl ayer()];
| ocal playerCities:table = local Player: GetCities();
for , city in playerCities: Menbers() do
if city ~= moriginCity and CanTel eport ToG ty(city) then
table.insert(citylDs, city:GetlD())
end
end
-- Sort cities al phabetically
| ocal function conp(a, b)

| ocal playerCities = Players[Gane. Get Local Player()]: GetCities()

local cityl = playerCGities: Findl D a)
| ocal city2 pl ayerCities: Fi ndl D(b)
return Local e. Lookup(cityl: Get Name()): upper() <
Local e. Lookup(city2: Get Nare()): upper ()
end
tabl e.sort(cityl Ds, conp)
for _, citylDin ipairs(citylDs) do
AddCity(cityl D)

end

-- Calculate Control Size

Control s. GityStack: Cal cul ateSi ze();

Control s. CityScrol | Panel : Cal cul ateSi ze();
end

function RefreshHeader ()
if mnewOiginCty then
Control s. Banner Base: Set Hi de(fal se);
Control s. ChangeOri gi nCi tyButt on: Set H de(fal se);
Control s. St at usMessage: Set Hi de(true);

Control s. G tyNane: Set Text (Local e. ToUpper (m newOri gi nCity: Get Name()) ) ;

-- Update City Banner

| ocal backCol or: number, frontCol or:nunber = Ul. GetPl ayer Col or s(

m newOriginCty: Get Owner () );

| ocal darkerBackCol or: nunber = Dar kenLi ght enCol or (backCol or, (-85), 238);
| ocal brighterBackCol or: nunber = DarkenLi ght enCol or (backCol or, 90, 255) ;

Control s. Banner Base: Set Col or ( backCol or );
Cont rol s. Banner Dar ker : Set Col or ( dar ker BackCol or );
Control s. Banner Li ght er: Set Col or ( bri ght erBackCol or );
Control s. G tyName: Set Col or ( frontCol or );
-- Update Icon
| ocal originPlayerConfig:table =
Pl ayer Confi gurati ons[mnewOrigi nCity: Get Omer()];
| ocal originPlayerlconString:string = "1CON_"
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ori gi nPl ayer Config: Get G vilizati onTypeNane();
local textureOfsetX, textureOfsetY, textureSheet =
| conManager : Fi ndl conAt | as(origi nPl ayerlconString, 22);
| ocal secondaryCol or, primaryColor = U .CGetPlayer Col ors(
m newOriginGity: Get Omer () );
| ocal brighterlconCol or: nunber =
Dar kenLi ght enCol or (pri mar yCol or, 90, 255) ;
Controls. Origi nCivlcon: Set Texture(textureO fsetX, textureOfsetY,
t ext ur eSheet ) ;
Control s. OriginCivlcon: Local i zeAndSet Tool Ti p(
originPlayerConfig: GetCivilizationDescription() );
Controls. OriginC vlcon: Set Col or ( primaryCol or );
el se
Control s. Banner Base: Set Hi de(true);
Control s. ChangeOri gi nCi t yButt on: Set Hi de(true);
Control s. St at usMessage: Set Hi de(f al se);
Control s. St at usMessage: Set Text (Local e. Lookup("LOC_ORI G N_CHOOSER HEADER
BACKGROUND_TEXT") ) ;
end
end

function AddCity(cityl D: nunber)
local city = Players[ Gane. Get Local Player()]:GetCities():FindlD(citylD)
print("Adding city " .. Local e.Lookup(city: GetName()))
| ocal citylnstance:table = mcityl M Getlnstance();
citylnstance. CtyButton: Set Hi de(fal se);
citylnstance. G tyButton: Set Text (Local e. ToUpper (city: Get Name()));
if mnewOiginCty ~=nil and mnewOriginCty:GetlD() == citylD then
citylnstance. G tyButton: Set TextureCf fsetVal (0, 32*1)

el se
citylnstance. G tyButton: Set TextureO fset Val (0, 32*0)
end
citylnstance. G tyButton: Regi sterCal | back( Mouse. eLC i ck,
function()
mnewOriginCty = city;
Ref resh();
end) ;

end

function OnChangeOrigi nCityButton()
if ( mnewriginCity ~= nil and moriginCity ~= nil ) then
if ( mnewOriginCty:GetlID() ~= moriginCity:CGetlD) ) then
Tel eport ToCity(mnewOriginCity);
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el se
-- print (" cant teleport to the sane city")
end
el se
print("cities are nil")
end
end

function CanTel eport ToCity(city:table)
| ocal tParameters = {};
t Par anet er s[ Uni t Oper at i onTypes. PARAM X]
t Par amet er s[ Uni t Oper ati onTypes. PARAM Y]
-- local eQperation =
U . Get | nt erfaceMbdePar anet er (Uni t Oper ati onTypes. PARAM OPERATI ON_TYPE) ;
| ocal eQperation = UnitOperationTypes. TELEPORT TO CI TY
| ocal pSelectedUnit = U . Get HeadSel ect edUnit();
i f (UnitManager.CanStart Qperation( pSel ectedUnit, eCperation, nil,
t Paranmeters)) then
return true;

city: Get X();
city: GetY();

end
return fal se;
end

function Tel eportToCity(city:table)
| ocal tParameters = {};
t Par anet er s[ Uni t Oper at i onTypes. PARAM X]
t Par amet er s[ Uni t Oper ati onTypes. PARAM Y]
-- local eQperation =
U . Get | nt erfaceMbdePar anet er (Uni t Oper ati onTypes. PARAM OPERATI ON_TYPE) ;
| ocal eQperation = UnitOperationTypes. TELEPORT TO CI TY
| ocal pSelectedUnit = U . Get HeadSel ect edUnit();
i f (UnitManager.CanStart Qperation( pSel ectedUnit, eQperation, nil,
t Paranmeters)) then
Uni t Manager . Request Operati on( pSel ectedUnit, eQperation, tParaneters);
U . Set | nterfaceMde(lnterfaceMdeTypes. SELECTI ON);
U . Pl aySound("Unit_Rel ocate");
Ondl ose();

city: Get X();
city: GetY();

end
end

function OnChangeOrigi nCityFronOverview city:table )
if city ~=nil then
-- print ("Wndow opened from Trade Overview with city "
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Local e. Lookup(city: Get Name()))
| ocal selectedUnit:table = U . Get HeadSel ectedUnit();
moriginCity = Cities.CGetCitylnPlot(selectedUnit: GetX(),
sel ectedUnit: GetY());
mnewriginCity = city
-- print ("Transfer from" .. Local e. Lookup(m originC ty: Get Nanme())
to " .. Local e. Lookup(m newOriginCity: Get Name()))
-- |Is the screen already open?
i f (m_AninBupport:IsVisible()) then
Refresh();
el se
print("open sesane...")
OnOpen() ;
end
end
end
function OnlnterfaceModeChanged( ol dMode: nunber, newhMbde: nunber )
if (ol dvbde == InterfaceMdeTypes. TELEPORT_TO CI TY) then
-- Only close if already open
i f m_Ani nBupport:IsVisible() then
A ose();
end
end
if (newMWbde == InterfaceMdeTypes. MAKE_ TRADE ROUTE) t hen
-- Only close if already open
i f m_Ani nBupport:IsVisible() then
A ose();
end
U Lens. Set Acti ve(" TradeRout e");
end
if (newWbde == InterfaceMdeTypes. TELEPORT _TO CITY) then
-- Only open if selected unit is a trade unit
| ocal pSelectedUnit:table = U . Get HeadSel ectedUnit ();
| ocal pSelectedUnitinfo:table =
Ganel nfo. Uni t s[ pSel ectedUnit: Get Unit Type()];
i f pSel ectedUnitlnfo.MakeTradeRoute then
Open() ;
end
end
end
function OnCi tySel ecti onChanged(owner, ID, i, j, k, bSelected, bEditable)
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-- Close if we select a city
i f m_Ani nBupport:|IsVisible() and owner == CGane. Cet Local Pl ayer () and owner ~=
-1 then
Ondl ose();
end
end

function OnUnit Sel ecti onChanged( pl ayer| D: nunber, unitl D: nunber, hexl: nunber,
hexJ: nunber, hexK: nunber, bSel ect ed: bool ean, bEdit abl e: bool ean)
-- Check if the unit selected is a trader. Don't do anything if it is
| ocal selectedUnit:table = Players[playerlD]: GetUnits():Findl D(unitlD)
if selectedUnit ~= nil then
| ocal selectedUnitinfo:table =
Ganel nfo. Uni ts[sel ectedUnit: GetUnitType()];
if selectedUnitinfo ~= nil and sel ect edUnitl|nfo. MakeTradeRoute == true

t hen
| ocal activityType: nunber =
Uni t Manager. Get Acti vityType(sel ectedUnit);
if activityType == ActivityTypes. ACTI VI TY_AWAKE and
sel ect edUni t: Get MovesRemai ni ng() > 0 then
return -- early return here so OnC ose() is not called
end
end
end
-- Close if screen shown
i f m_Ani nSupport:|IsVisible() and playerl D == Gane. Get Local Pl ayer () and
playerI D ~= -1 then
Ondl ose()
end

function OnLocal Pl ayer Tur nEnd()
i f GaneConfiguration.lsHotseat() then
Ond ose();
end
end

function Qpen()

LuaEvent s. TradeOri gi nChooser _Set TradeUni t St at us("LOC_HUD_UNI T_PANEL_ CHOGSI NG
_ORIANATY");

m_Ani nSupport: Show() ;

Refresh();

Doc Page: 160



Project: Better Trade Screen
Path: Better Trade Screen\UI\Choosers\TradeOriginChooser.lua  File Page: 7

end

function C ose()

LuaEvents. TradeOri gi nChooser _Set TradeUni t Status("");

m_Ani nSupport: Hi de();

moriginCty = nil

mnewriginCty = nil

-- Switch to default Lens

-- U Lens. Set Active("Default"); -- Done when lens is turned off
end

function OnOpen()
LuaEvent s. Tr adeRout eChooser _Cl ose()

Open() ;

end

function Ond ose()
if U.CGetlnterfaceMde() == InterfaceMdeTypes. TELEPORT _TO CI TY t hen
U . Setl nterfaceMde(lnterfaceMdeTypes. SELECTI ON);
el seif m Ani nSupport:IsVisible() then
d ose()

end

-- | nput
-- U Event Handl er

function KeyDownHandl er ( key: nunmber )
return false;
end
function KeyUpHandl er ( key: nunber )
if key == Keys. VK_RETURN t hen
OnChangeOri gi nGi tyButton()
-- Dont let it fall through
return true;

end

i f key == Keys. VK ESCAPE t hen
Ond ose();
-- Dont let it fall through
return true;

end

return fal se;

end
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function OnlnputHandl er ( plnput Struct:table )
| ocal ui Msg = plnput Struct: Get MessageType();
| ocal catchEvent = false
i f ui Msg == KeyEvents. KeyDown t hen
cat chEvent = KeyDownHandl er ( pl nput Struct: Get Key() )
end
i f ui Msg == KeyEvents. KeyUp then
cat chEvent = KeyUpHandl er ( pl nput Struct: Get Key() )
end
if not catchEvent then
return m Ani nSupport. Onl nput Handl er ( pl nput Struct)
end
return catchEvent

-- HOT- RELOADI NG EVENTS

function Onlnit(isRel oad: bool ean)

if isReload then

LuaEvent s. GaneDebug_Cet Val ues( RELOAD CACHE | D);

end
end
functi on OnShut down()

LuaEvent s. GaneDebug_AddVal ue( RELOAD CACHE I D, "isVisible",
m_Ani nSupport:lsVisible());

end
function OnGaneDebugRet urn(context:string, contextTable:table)

if context == RELOAD CACHE | D and context Table["isVisible"] ~= nil and
cont ext Tabl e[ "i sVisible"] then

OnQpen() ;

end
end
-- INT

function Initialize()

print("Initializing BTS Trade Origin Chooser");

-- Hot-rel oad events

ContextPtr: SetlnitHandl er(Onlnit);

Cont ext Pt r: Set Shut down( OnShut down) ;

LuaEvent s. GaneDebug_Ret ur n. Add( OnGaneDebugRet ur n) ;

LuaEvent s. TradeOver vi ew_ChangeOri gi nCi t yFronOver vi ew. Add(
OnChangeOri gi nGit yFromOvervi ew ) ;
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-- Game Engi ne Events

Event s. | nt er f aceMbdeChanged. Add( Onl nt er f aceMbdeChanged ) ;
Events. CitySel ecti onChanged. Add( OnCi tySel ecti onChanged );
Event s. Uni t Sel ect i onChanged. Add( OnUni t Sel ecti onChanged );
Event s. Local Pl ayer Tur nEnd. Add( OnLocal Pl ayer TurnkEnd ) ;

-- Animation controller

m_Ani nSupport = CreateScreenAni mati on(Control s. SlideAnin;
-- Animation controller events

Event s. Syst emJpdat eUl . Add( m_Ani nSupport. OnUpdat eUl ) ;

Cont ext Ptr: Set | nput Handl er ( Onl nput Handl er, true );

-- Control Events

Control s. C oseButton: Regi sterCal | back( Mouse. eLC i ck, Ond ose);

Control s. d oseButton: Regi ster Cal | back( Muse. eMbuseEnter, function()

Ul . Pl aySound(" Mai n_Menu_Mouse_Over"); end);

Control s. ChangeOri gi nCi t yButt on: Regi st er Cal | back( Mouse. eLd i ck,

OnChangeOri gi nCi t yButton);

Control s. ChangeOri gi nCi t yButt on: Regi sterCal | back( Muse. eMouseEnt er,

function() U .PlaySound("Min_Menu_Muse _Over"); end);
end
Initialize();
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<?xm version="1.0" encodi ng="utf-8"?>
<Cont ext xml ns:xsi="http://ww.w3. org/ 2001/ XM_Schena-i nst ance" xsi: noNanespaceSc
hemaLocation="..\..\..\..\..\C vTech\Li bs\ ForgeU \ ForgeU _Asset s\ Controls. xsd">
<Sli deAni m St yl e=" Chooser Ani nf' >
<Stack |ID="RouteOrigi nChooser" StackG owt h="Bottont >
<!-- Header Container -->
<Cont ai ner | D="Rout eOri gi nChooser Header" Si ze="parent, 150" >
<Label |D="RouteOrigi nChooser Header Text" Size="parent, 25" O fset="-6, 10"
Anchor="C, T" Styl e="FontFl ai r 14" Smal | Caps="20" Snal | CapsType="Ever yWrd"
Col or="0, 59, 77, 255" String="LOC _TRADE_ ORI G N_CHOOSER HEADER LABEL_TEXT"/>
<Gid Size="parent+5, parent-25" Anchor="C B" O fset="1, 0"
Texture="Desti nati onChooser _CurrentSlot" SliceStart="0,0" SliceCorner="30, 30"
SliceSi ze="250, 42" SliceTextureSi ze="309, 172" >
</ Gid>
<Button | D="C oseButton" Anchor="R, T" O fset="-11,-1"
Styl e="Cl oseButtonSmal | "/ >
<l-- Gty Banner -->
<&id | D="BannerBase" Anchor="C T' Ofset="0, 40" Size="270, 33"
Texture="Ci t yPanel _Banner Base" Sli ceCorner="20,10" SliceSize="160, 1"
Sli ceText ureSi ze="199, 33" Col or="150, 170, 100, 255" >
<Image ID="OriginC vlcon" Anchor="L,C"' Size="22,22" Ofset="10,-4"
| con="1 CON_CI VI LI ZATI ON_UNKNOWN" | conSi ze="30"/ >
<@id | D="BannerDarker" Anchor="L, T" O fset="4,2"
Si ze="parent -8, parent - 10" Texture="Ci tyPanel BannerDarker" SliceCorner="95, 10"
SliceSize="1,1" SliceTextureSi ze="191, 23" Col or="0, 0, 0, 100" />
<Gid I D="BannerLighter" Anchor="L, T" O fset="4,2"
Si ze="parent -8, parent - 10" Texture="Ci tyPanel BannerLi ghter" SliceCorner="95, 10"
SliceSize="1,1" SliceTextureSi ze="191, 23" Col or =" 255, 255, 255, 255" />
<Gid Anchor="L,T" Ofset="6,2" Size="parent-10, parent-8"
Texture="Ci t yPanel _Banner None" SliceCorner="70,10" SliceSize="1, 1"
SliceTextureSi ze="179, 20" Col or="255, 0, 0, 255" />
<Label |1D="C tyNanme" Anchor="L,C' O fset="40,-2" Style="FontFl air16"
Font Styl e=" St r oke" EffectCol or="0, 0,0, 25" String="$C tyNane$" Snal | Caps="20"
Smal | CapsType="EveryWrd" TruncateW dt h="220" />
</Gid>
<l-- Status Message -->
<Cont ai ner Size="parent, parent" Ofset="0, 13">
<Label |D="StatusMessage" Size="300,50" Anchor="C, C'
Styl e=" Font Nor nal 16" Col or="0, 0, 0, 150"/ >
</ Cont ai ner >
<l-- ConfirmButton -->
<G idButton | D="ChangeOrigi nCityButton" Size="parent-35, 26"
Ofset="1,24" Anchor="C, B" String="LOC ORI G N_CHOOSER_CHANGE DESTI NATI ON_BUTTON'
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Styl e="Font Fl ai r 14" Font Styl e=" Shadows" Effect Col or="0, 0, 0, 255" Text O fset ="0, 2"
Smal | Caps="20" Smal | CapsType="Ever yWrd">
<G idData Texture="Controls_ConfirnBmall" StateOfsetlncrenent="0, 26"
Sli ceCorner="26,13" SliceSize="2,2" SliceTextureSi ze="51, 26"/ >
</ GidButton>
</ Cont ai ner >
<Cont ai ner | D="Rout eOri gi nChooser Body" Anchor="L, T" O fset="20, 5"
Si ze="par ent - 40, parent - 160" >
<Scrol | Panel I D="CityScrollPanel" Anchor="L,T" O fset="0,0"
Si ze="parent +10, parent” Vertical ="1" AutoScrol | Bar="0" AutoSi zeScrol | Bar="1">
<Scrol | Bar Anchor="L, T" Size="11, parent" Anchor Side="Q|"
O fset="4,0" Style="Scroll Vertical Bar" />
<Stack ID="CityStack" Anchor="L,T" O fset="5,0" StackG owt h="Down"/>
</ Scr ol | Panel >
</ Cont ai ner >
</ St ack>
</ Sli deAni >
<lI-- Instances -->
<Instance Nane="Cityl nstance">
<G idButton ID="CityButton" Size="parent, 30" Style="FontFl airl8"
Smal | Caps="22" Snal | CapsType="EveryWrd" Text Anchor="L,C" Text O fset="30,0">
<G idData Style="ButtonLi ghtWightGid"/>
</ Gi dButton>
</ I nstance>
</ Cont ext >
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--  Settings

| ocal showSort OrdersPernanently = fal se
| ocal Rout ePanel BaseOrfset X = 8
| ocal Rout ePanel Scrol | Panel ExtraCffset = 9

-- | NCLUDES

i ncl ude("Il nstanceManager");
i ncl ude(" Support Functi ons");
i ncl ude(" TradeSupport");

--  VARI ABLES

| ocal m Rout eChoicelM : table =

I nst anceManager : new( " Rout eChoi cel nstance", "Top", Controls. RouteChoiceStack);
local moriginCty . table = nil; -- City where the trade route
wi || begin

| ocal mdestinationGity . table =nil; -- Gty where the trade route
will end, nil if none selected

| ocal m TradeRout eLens: nunber = Ul Lens. Creat eLensLayer Hash(" Tr adeRout es") ;
-- These can be set by other contexts to have a route selected automatically
after the chooser opens

| ocal m post OpenSel ect Pl ayer| D: nunber = -1
| ocal m post OpenSel ectCityl D nunber = -1
l ocal m Avail abl eTradeRoutes:table = {}; -- Filtered and unfiltered lists of

possi bl e routes

| ocal m TradeRout es:table {} -- Routes showm this is the filtered and sorted
| ocal m TurnBuilt Rout eTabl e: nunber = -1

| ocal m Last Trader: nunber = -1;

| ocal m Rebui | dAvai | abl eRout es: bool ean = true;

-- Stores filter list and tracks the currently selected |ist
local mfilterList:table = {};

local mfilterCount:nunber = 0;

local mfilterSel ected: nunber = 1

| ocal m shiftDown: bool ean = fal se;

-- Stores the sort settings.

| ocal m SortBySettings:table = {};

| ocal m Sort SettingsChanged: bool ean = true;

local mFilterSettingsChanged: bool ean = true;

| ocal m Ski pNext Qpen: bool ean = fal se;

-- Default is ascending in turns to conplete trade route
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m SortBySettings[1l] = {
Sort Byl D = SORT_BY_I D. TURNS_TO_ COWVPLETE,
Sort Order = SORT_ASCENDI NG

1

local opt_print = fal se

-- Refresh functions

function Refresh()
| ocal selectedUnit:table = U . Get HeadSel ectedUnit();

if selectedUnit == nil then
d ose();
return;

end

moriginCity = Cities.CGetCitylnPlot(selectedUnit: GetX(),
sel ectedUnit: GetY());
if moriginCty == nil then

d ose();
return;
end
-- Rebuild if turn has advanced or unit has changed
if mLastTrader ~= selectedUnit: GetlD() or m TurnBuiltRouteTable <

Gane. CGet Current GameTurn() then
m Last Trader = selectedUnit: GetlX)
-- Rebuild and re-sort

m_Rebui | dAvai | abl eRoutes = true
el se
m Rebui | dAvai | abl eRout es = fal se
end
-- Handl e post open (ie TradeOverview) calls
i f m post OpenSel ect Pl ayerI D ~= -1 and m post OpenSelectCitylD ~= -1 then
print("Selecting", mpostOpenSelectCtylD)
| ocal pPlayer = Players[ m post OpenSel ect Pl ayer | D]
m destinationCity = pPlayer: GetCities():Findl D{m post OQpenSel ectCityl D)
Real i zeLookAt Desti nati onCity();
-- Reset val ues
m_post OpenSel ect Pl ayerI D = -1;
m post OpenSel ectCityl D = -1;
end

Ref r eshHeader () ;
RefreshTopPanel () ;

Ref reshSort Bar () ;

Ref r eshChooser Panel () ;
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end
function RefreshHeader ()
if moriginCty then
Control s. Header _Ori gi nText : Set Text (Local e. Lookup( " LOC_ROUTECHOOSER _TO DE
STI NATI ON', Local e. ToUpper(moriginGCity: GetNane())));
end
end
function RefreshTopPanel ()
if mdestinationCity and moriginCty then
| ocal tradeRoute = {
OiginGtyPl ayer
OiginCtylD
Desti nati onCi tyPl ayer
DestinationCityl D

moriginCity: Get Omer (),
moriginCty: GetlD(),

m desti nationCity: Get Omer (),
m destinationCity: Getl D()

1
-- Update City Banner
Control s. G tyNane: Set Text (Local e. ToUpper (m desti nationCity: Get Nane()));
| ocal backCol or, frontCol or, darkerBackCol or, brighterBackCol or =
CGet Pl ayer Col orI nfo(m destinationGCity: Get Omer (), true);
Cont r ol s. Banner Base: Set Col or ( backCol or);
Control s. Banner Dar ker : Set Col or (dar ker BackCol or) ;
Control s. Banner Li ght er: Set Col or (bri ght er BackCol or) ;
Control s. G tyNane: Set Col or (front Col or);
-- Update Tradi ng Post |con
i f Get Rout eHasTr adi ngPost (tradeRoute, true) then
Control s. Tradi ngPost | con: Set Hi de(f al se);
el se
Control s. Tradi ngPost | con: Set Hi de(true);
end
-- Update City-State Quest Icon
Control s. CtyStateQuestlcon: Set Hi de(true);
| ocal questsManager : table = Game. Get Quest sManager () ;
| ocal questTooltip : string = Local e. Lookup("LOC ClI TY_STATES QUESTS");
i f (questsManager ~= nil and Gane. Get Local Pl ayer() ~= nil) then
| ocal tradeRouteQuestinfo:table =
Ganel nf 0. Quest s[ " QUEST_SEND_ TRADE ROUTE"];
if (tradeRouteQuestlinfo ~= nil) then
if
(quest sManager : HasAct i veQuest FronPl ayer (Gane. Get Local Pl ayer (),
m destinationCity: Get Omer (), tradeRouteQuestlnfo.lndex)) then
quest Tool tip = questTooltip .. "[NEW.I NE"
tradeRout eQuest I nfo.lconString ..
guest sManager : Get Acti veQuest Nane( Gane. Get Local Pl ayer (),
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m destinationCity: Get Omer (), tradeRouteQuestl| nfo.lndex);
Control s. GityStateQuestlcon: Set H de(fal se);
Controls. GityStateQuestlcon: Set Tool Ti pStri ng(quest Tool tip);
end
end
end
-- Update turns to conplete route
| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
CGet Rout el nfo(tradeRoute, true);
Control s. TurnsToConpl et e: Set Col or (front Col or);
Control s. TurnsToConpl et e: Set Text (t ur nsToConpl et eRout e) ;
-- Updat e Resources
Control s. Ori gi nResour ceLi st: DestroyAl | Children();
Control s. Desti nati onResour ceLi st: DestroyAl | Chil dren();
| ocal originYieldlnstance:table = {};
| ocal origi nRecei vedResour ces: bool ean = fal se;
| ocal destinationYieldl nstance:table = {};
| ocal destinationRecei vedResour ces: bool ean = fal se;
Cont ext Pt r: Bui | dl nst anceFor Control ( " Rout eYi el dl nst ance",
ori ginYi el dl nstance, Controls.Oigi nResourcelist );
Cont ext Ptr: Bui | dl nst anceFor Control ( "RouteYi el dl nstance",
destinationYi el dl nstance, Controls. Destinati onResourcelList );
for yieldl ndex = START_I NDEX, END_| NDEX do
| ocal originCityYieldValue = GetYieldForOigi nG ty(yi el dl ndex,
tradeRoute, true);
| ocal destinationCityYieldvalue =
CGet Yi el dFor Desti nati onGi ty(yi el dl ndex, tradeRoute, true);
Set Rout el nst anceYi el ds(ori gi nYi el dl nstance, yi el dl ndex,
originGityYieldval ue);
Set Rout el nst anceYi el ds(desti nati onYi el dl nstance, yi el dl ndex,
destinationCityYiel dval ue);
if not originRecei vedResources and originGtyYieldValue > 0 then
ori gi nRecei vedResources = true
end
i f not destinationRecei vedResources and destinationCityYiel dval ue >
0 then
desti nati onRecei vedResources = true
end
end
Control s. Ori gi nResour ceHeader : Set Text (Local e. Lookup( " LOC_ROUTECHOOSER_RE
CEl VES RESOURCE", Local e. Lookup(moriginGCity: GetNane())));
Control s. Desti nati onResour ceHeader : Set Text (Local e. Lookup(" LOC ROUTECHOOS
ER_RECEI VES RESOURCE", Local e. Lookup(m destinationCity: GetNane())));
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| ocal originTooltipText =
| ocal destinationTooltipText:string ="";
-- Handl e Religion pressure icons
| ocal destinationMjorityReligion =
m destinationCity: GetReligion(): GetMjorityReligion();
if (destinationMajorityReligion > 0) then
| ocal pressureVal ue, sourceText =

Cet Rel i gi ousPressureForCity(destinati onMajorityReligion, mdestinationCty,

true);
if (pressureValue ~= 0) then
if (originTooltipText ~="") then
originTool ti pText = originTooltipText .. "[NEWINE";
end
originTool ti pText = originTooltipText .. sourceText;

AddRel i gi ousPressur eResour ceEnt ry( Ganel nfo. Rel i gi ons[ desti nati on
Maj orityRel i gion], pressureValue, true, sourceText, originYieldlnstance);

ori gi nRecei vedResources = true
end
end

Control s. Ori gi nResour ces: Set Tool Ti pString(originToolti pText);

| ocal originMajorityReligion =
moriginCity: GetReligion(): CGetMjorityReligion();
if (originMajorityReligion > 0) then
| ocal pressureVal ue, sourceText =

Cet Rel i gi ousPressureForCity(originMajorityReligion, moriginCty, false);

if (pressureValue ~= 0) then
if (destinationTooltipText ~="") then
destinationTool ti pText = destinationTool tipText
" NEWLI NE] ";
end
destinationTool ti pText = destinationTool tipText

sour ceText;

AddRel i gi ousPr essur eResour ceEnt ry( Ganel nf o. Rel i gi ons[ ori gi nMaj orityReligion],

pressureVal ue, fal se, sourceText, destinationYieldlnstance);
destinati onRecei vedResources = true;
end
end

Control s. Desti nati onResour ces: Set Tool Ti pStri ng(destinati onTool ti pText);

i f originRecei vedResources then

Control s. Ori gi nRecei vesNoBenefi t sLabel : Set Hi de(true);
el se

Control s. Ori gi nRecei vesNoBenefitslLabel : Set Hi de(fal se);
end
i f destinati onRecei vedResources then
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Control s. Desti nati onRecei vesNoBenefit sLabel : Set Hi de(true);

el se

Control s. Desti nati onRecei vesNoBenefit sLabel : Set Hi de(fal se);

end
-- Ceanup
Control s. Ori gi nResourcelLi st: Cal cul ateSi ze();
Control s. Ori gi nResour ceLi st: ReprocessAnchoring();
Control s. Desti nati onResour celLi st: Cal cul ateSi ze();
Control s. Desti nati onResour ceLi st: ReprocessAnchoring();
Control s. TopGi d: DoAut 0Si ze() ;
-- Show Panel
Control s. Current Sel ecti onCont ai ner: Set Hi de(f al se);
Control s. Current Sel ecti onCont ai ner: DoAut 0Si ze() ;
-- Hide Status Message
Control s. St at usMessage: Set Hi de(true);
el se
-- Hide Panel
Control s. Current Sel ecti onCont ai ner: Set H de(true);
-- Show Status Message
Control s. St at usMessage: Set Hi de(f al se);
Control s. St at usMessage: DoAut 0Si ze() ;
end
end
function RefreshChooserPanel ()
| ocal tradeManager:table = Ganme. Get TradeManager () ;
-- Do we rebuild avail able routes?
i f m Rebuil dAvai | abl eRout es t hen
-- Reset Avail able routes
m Avai | abl eTradeRoutes = {};
-- Gather avail able routes
I ocal originGCtyPlayerlD = moriginCity:GetOwer()
local originCitylD = moriginCty: CetlD()
| ocal players:table = Gane. Get Pl ayers{ Alive=true };
for _, player in ipairs(players) do
| ocal destinationC tyPlayerlD = player: GetlX)
for , city in player:GetCities(): Menbers() do
| ocal destinationCitylD = city: GetlD()
-- Can we start a trade route with this city?

i f tradeManager: CanStart Route(originCtyPlayerlD, originCtylD,

destinationCityPlayerl D, destinationCitylD) then
| ocal tradeRoute = {
OiginCGityPl ayer
OiginGtylD

originG tyl D,

originCityPl ayerl D,

Doc Page: 171



Project: Better Trade Screen
Path: Better Trade Screen\UI\Choosers\TradeRouteChooser.lua File Page: 7

Desti nati onCi tyPl ayer destinationCityPl ayerl D
DestinationCtyl D = destinationCtylD
1
tabl e. i nsert(m_Avail abl eTr adeRout es, tradeRoute);
end
end
end
-- Need to re-filter and re-sort
m Sort Setti ngsChanged = true
m FilterSettingsChanged = true
-- Cache routes info.
CacheEnmpty()
CacheRout esl nf o( m_Avai | abl eTr adeRout es)
m _Tur nBui | t Rout eTabl e = Gane. Get Current GaneTur n()
m Rebui | dAvai | abl eRoutes = fal se -- done building routes
el se
if opt_print then
print("OPT: Not rebuilding routes")
end
end
-- Update Filters
RefreshFilters();
-- Updat e Destination Choice Stack
Ref reshSt ack();
-- Send Trade Route Paths to Engi ne
U Lens. d ear Layer Hexes( m TradeRout eLens );
| ocal DEFAULT_TI NT = RGBAVal uesToABGRHex(1, 1, 1, 1);
| ocal FADED TI NT = RGBAVal uesToABGRHex(0.3, 0.3, 0.3, 1);
-- If acity is selected, fade the other routes
| ocal kUnsel ect edCol or = DEFAULT_TI NT
if (mdestinationCity ~= nil) then kUnsel ect edCol or = FADED TI NT; end
-- Show all paths that aren't selected
| ocal pathPlots:table = {};
for _, routelnfo in ipairs(mTradeRoutes) do
| ocal destinationPlayer:table =
Pl ayer s[rout el nfo. Desti nati onCi tyPl ayer];
| ocal destinationCity:table =
destinationPlayer: GetCities():Findl D(routelnfo.DestinationCi tylD)
pat hPl ot s = tradeManager: Get Tr adeRout ePat h(m ori gi nGCi ty: Get Omer (),
moriginCty: GetlD(), destinationGty: GetOmer(), destinationCity: GetlD() );
| ocal kVariations:table = {};
| ocal | astEl enent: nunber = table.count(pathPlots);
tabl e.insert(kVariations, {"TradeRoute_Destination"
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pat hPl ot s[ | astEl enent]} );
if (destinationCity ~= mdestinationCity) then
U Lens. Set Layer HexesPat h( m Tr adeRout eLens, Gane. Get Local Pl ayer (),
pat hPl ots, kVariations, kUnsel ectedCol or );

end
end
-- Show the selected path last if it exists so it's on top
if mdestinationCity ~= nil then

pat hPl ot s = tradeManager: Get Tr adeRout ePat h(m ori gi nGCi ty: Get Omer (),
moriginCity:GetlID(), mdestinationCity: GetOmer(), mdestinationCity: GetlD() );

| ocal kVariations:table = {};

| ocal lastElenment : nunber = table.count(pathPlots);

tabl e.insert(kVariations, {"TradeRoute_Destination"
pat hPl ot s[l astEl enent]} );

U Lens. Set Layer HexesPat h( m Tr adeRout eLens, Gane. Get Local Pl ayer (),
pat hPl ots, kVariations, DEFAULT_TINT );

end

end

-- Routes stack Function

function RefreshStack()
-- Reset destinations
m_Rout eChoi cel M Reset | nst ances() ;
| ocal tradeManager:table = Ganme. Get TradeManager () ;
-- Filter Destinations by active Filter
if mFilterSettingsChanged then
m Tr adeRoutes = FilterTradeRout es(m Avai | abl eTr adeRout es) ;
m FilterSetti ngsChanged = false -- done filtering
-- Filter changed, need to re-sort
m Sort Setti ngsChanged = true
el se
if opt_print then
print("OPT: Not refiltering.")
end
end
if mSort SettingsChanged then
m Tr adeRout es = Sort Tr adeRout es(m TradeRout es, m Sort BySetti ngs);
m Sort Setti ngsChanged = false -- done sorting
el se
if opt_print then
print("OPT: Not resorting.")
end
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end
-- for i, tradeRoute in ipairs(tradeRoutes) do
for i=1, #m TradeRoutes do
AddRout eToDest i nati onSt ack(m TradeRoutes[i]);
end
Cont rol s. Rout eChoi ceSt ack: Cal cul at eSi ze() ;
Cont rol s. Rout eChoi ceScrol | Panel : Cal cul at eSi ze() ;
-- Adjust offset based on scroll bar
i f Controls. Rout eChoi ceScroll Panel : Get Scrol | Bar():1sHi dden() then
Cont rol s. Rout eCont ai ner: Set O f set X( Rout ePanel BaseO f set X) ;
el se
Control s. Rout eCont ai ner: Set O f set X( Rout ePanel BaseOf f set X +
Rout ePanel Scr ol | Panel ExtraCf f set) ;
end
-- Show No Avail abl e Trade Routes nessage if nothing to sel ect
i f #m TradeRoutes > 0 then
Control s. St at usMessage: Set Text (Local e. Lookup("LOC ROUTECHOOSER SELECT DE
STI NATI ON")) ;
el se
Control s. St at usMessage: Set Text (Local e. Lookup(" LOC_ROUTECHOOSER_NO_TRADE_
ROUTES") ) ;
end
end
function AddRout eToDesti nati onStack(routel nfo:table)
| ocal cityEntry:table = m Rout eChoi cel M Getl nstance();
| ocal destinationPlayer:table = Players[routelnfo.DestinationC tyPlayer];
| ocal destinationCity:table =
destinationPlayer: GetCities(): Findl D(routelnfo.DestinationCitylD);
| ocal originPlayer:table = Players[routelnfo.OiginCityPlayer];
local originCty:table =
originPlayer:GetCities(): Findl D(routelnfo.OriginGtylD);
-- Update Sel ector Brace
if mdestinationCity ~= nil and destinationCity: GetNane() ==
m destinationCity: Get Nane() then
cityEntry. Sel ect or Brace: Set Hi de(fal se);
cityEntry. Button: Set TextureCOf fsetVal (0, 76*1)
el se
cityEntry. Sel ect or Brace: Set H de(true);
cityEntry. Button: Set TextureCf fset Val (0, 76*0)
end
-- Setup city banner
cityEntry. C tyNane: Set Text (Local e. ToUpper (destinationCity: Get Nane()));
| ocal backCol or, frontCol or, darkerBackCol or, brighterBackCol or =
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CGet Pl ayer Col or I nf o(rout el nfo. DestinationCityPlayer, true);
ci tyEntry. Banner Base: Set Col or (backCol or);
ci tyEntry. Banner Dar ker : Set Col or (dar ker BackCol or) ;
ci tyEntry. Banner Li ght er: Set Col or ( bri ght er BackCol or) ;
cityEntry. G tyName: Set Col or (front Col or);
-- Update Tradi ng Post |con
i f Get Rout eHasTradi ngPost (routelnfo, true) then
cityEntry. Tradi ngPost | con: Set Hi de(f al se);
el se
cityEntry. Tradi ngPost | con: Set Hi de(true);
end
-- Update City-State Quest Icon
cityEntry. CityStateQuestl con: Set Hi de(true);
| ocal questsManager : table = Game. Get Quest sManager () ;
| ocal questTooltip : string = Local e. Lookup("LOC ClI TY_STATES QUESTS");
i f (questsManager ~= nil and Gane. Get Local Pl ayer() ~= nil) then
| ocal tradeRouteQuestinfo:table =
Ganel nf 0. Quest s[ " QUEST_SEND_ TRADE ROUTE"];
if (tradeRouteQuestlinfo ~= nil) then
if
(quest sManager : HasActi veQuest FronPl ayer (routel nfo. Oi gi nCi tyPl ayer,
rout el nfo. Destinati onCityPl ayer, tradeRouteQuestlnfo.lndex)) then
quest Tool tip = questTooltip .. "[NEW.I NE"
tradeRout eQuest I nfo.lconString ..
guest sManager : Get Acti veQuest Nane( Gane. Get Local Pl ayer (),
rout el nfo. DestinationCityPl ayer, tradeRouteQuestlnfo.lndex);
cityEntry. CityStateQuestlcon: Set Hi de(fal se);
cityEntry. CitySt at eQuest | con: Set Tool Ti pStri ng(quest Tool ti p);
end
end
end
| ocal tradePat hLength, tripsToDestination, turnsToConpl eteRoute =
CGet Rout el nfo(routel nfo, true);
tooltipString = ( Local e. Lookup("LOC_TRADE_TURNS_REMAI Nl NG HELP_TOOLTI P*)
" NEWLI NE] "
Local e. Lookup(" LOC_TRADE_TURNS_REMAI NI NG _TOCOLTI P_BREAKER"') .. "[ NEWLI NE]"
Local e. Lookup("LOC_TRADE_TURNS_REMAI NI NG ROUTE_LENGTH_TOOLTI P*, tradePat hLengt h)
" NEWLI NE] "
Local e. Lookup("LOC_TRADE_TURNS_REMAI NI NG_TRI PS_COUNT_TOCLTI P",
tripsToDestination) .. "[NEW.INE]"
Local e. Lookup("LOC _TRADE_TURNS_REMAI NI NG_TURN_COWVPLETI ON_ALT_TOOLTI P*,
turnsToConpl et eRout e, (Gane. Get Current GaneTurn() + turnsToConpl eteRoute)) );
cityEntry. TurnsToConpl et e: Set Text (t ur nsToConpl et eRout e) ;

Doc Page: 175



Project: Better Trade Screen
Path: Better Trade Screen\UI\Choosers\TradeRouteChooser.lua File Page: 11

cityEntry. TurnsToConpl et e: Set Tool Ti pString( tooltipString );
cityEntry. TurnsToConpl et e: Set Col or ( frontCol or );
-- Setup resources
| ocal tooltipText ="";
cityEntry. ResourceLi st: DestroyAl | Children();
| ocal originYieldlnstance:table = {};
| ocal destinationYieldl nstance:table = {};
Cont ext Ptr: Bui | dl nst anceFor Control ( "Rout eYi el dl nst ance"
ori ginYiel dl nstance, cityEntry. ResourcelList );
Cont ext Pt r: Bui | dl nst anceFor Control ( " Rout eYi el dl nst ance"
destinationYiel dl nstance, cityEntry. ResourcelList );
for yieldlndex = START | NDEX, END | NDEX do
-- Don't used a cache call here, since we need nore info for the tooltip
| ocal originYieldVval ue, sourceText = GetYieldForCity(yieldlndex,
destinationCity, true);
-- Normal cached call here
| ocal destinationYieldValue = CetYiel dForDestinationCity(yieldlndex,
routel nfo, true);
if originYieldValue > 0 then

if (tooltipText ~= "" and originYieldValue > 0) then
tooltipText = tooltipText .. "[NEW.INE]";

end

tooltipText = tooltipText .. sourceText;

end
Set Rout el nst anceYi el ds(ori gi nYi el dl nstance, yi el dl ndex,
ori gi nYi el dVal ue)
Set Rout el nst anceYi el ds(desti nati onYi el dl nstance, yi el dl ndex,
desti nati onYi el dVal ue)
end
| ocal destinationMjorityReligion =
destinationCity: GetReligion(): GetMajorityReligion();
if (destinationMajorityReligion > 0) then
| ocal pressureVal ue, sourceText =
CGet Rel i gi ousPressureForCity(destinati onMajorityReligion, destinationCity, true);

if (pressureValue ~= 0) then
if (tooltipText ~="") then
tooltipText = tooltipText .. "[NEW.INE]";
end
tooltipText = tooltipText .. sourceText;

AddRel i gi ousPr essur eResour ceEnt ry( Ganel nf 0. Rel i gi ons[ dest i nati onMaj o
rityReligion], pressureValue, true, sourceText, originYieldlnstance);
end
end

Doc Page: 176



Project: Better Trade Screen
Path: Better Trade Screen\UI\Choosers\TradeRouteChooser.lua File Page: 12

| ocal originMajorityReligion =
originCity: GetReligion(): Get MajorityReligion();
if (originMajorityReligion > 0) then
| ocal pressureVal ue, sourceText =
CGet Rel i gi ousPressureForCity(originMajorityReligion, destinationCity, false);

if (pressureValue ~= 0) then
if (tooltipText ~="") then
tooltipText = tooltipText .. "[NEW.INE";
end
tooltipText = tooltipText .. sourceText;

AddRel i gi ousPr essur eResour ceEnt ry( Ganel nf o. Rel i gi ons[ ori gi nMaj orityReligion],
pressureVal ue, fal se, sourceText, destinationYieldlnstance);
end

end

-- Ceanup

cityEntry. ResourcelLi st: Cal cul ateSi ze();

ci tyEntry. Resour celLi st: ReprocessAnchoring();

cityEntry. Button: Set Tool Ti pString(tooltipText);

-- Setup call back

cityEntry. Button: Set Voi ds(rout el nfo. Desti nati onC tyPl ayer,
rout el nfo. DestinationCitylD);

cityEntry. Button: Regi sterCal | back( Muse. eLd ick, OnTradeRouteSel ected );

function Set Rout el nstanceYi el ds(yi el dsl nstance, yieldlndex, vyieldValue)
local iconString, text = FormatYiel dText (yi el dl ndex, yiel dVval ue);
if (yieldlndex == FOOD | NDEX) then

yi el dsl nst ance. Yi el dFoodLabel : Set Text (text .. iconString);
el seif (yieldl ndex == PRODUCTI ON_I NDEX) then

yi el dsl nst ance. Yi el dProducti onLabel : Set Text (text .. iconString);
el seif (yieldl ndex == GOLD_| NDEX) then

yi el dsl nstance. Yi el dCol dLabel : Set Text (text .. iconString);
el seif (yieldlndex == SClI ENCE | NDEX) then

yi el dsl nst ance. Yi el dSci encelLabel : Set Text (text .. iconString);
el seif (yieldlndex == CULTURE_I NDEX) then

yi el dsl nst ance. Yi el dCul t ur eLabel : Set Text (text .. iconString);
el seif (yieldl ndex == FAI TH_ | NDEX) then

yi el dsl nstance. Yi el dFai t hLabel : Set Text (text .. iconString);

end
end
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function GetReligi ousPressureForCity(religionlndex: nunber
destinationCity:table, forOiginCity:bool ean)
| ocal pressureValue = 0;
| ocal pressurelconString = "";
| ocal cityNane = "";
| ocal tradeManager = Gane. Get TradeManager () ;
if moriginGty == nil or destinationCity == nil then
return 0, "";
end
if (forOriginCity) then
pressureVal ue = tradeManager: Cal cul at eOri gi nRel i gi ousPr essur eFronPot ent i
al Route(moriginCity: GetOmer (), moriginCty: GetlD(),
destinationCity: Get Omer (), destinationCity: GetlD(), religionlndex);
pressurelconString = "[1 CON_PressureLeft]"
cityName = destinationGty: Get Name();
el se
pressureVal ue = tradeManager: Cal cul at eDesti nati onRel i gi ousPr essur eFr onPo
tential Route(moriginCity: GetOmer(), moriginCty: GetlD(),
destinationCity: Get Omer (), destinationCity: GetlD(), religionlndex);
pressurelconString = "[I CON_PressureRi ght]"
cityNanme = moriginGty: Get Nanme();
end
| ocal sourceText =
Local e. Lookup(" LOC_ROUTECHOOSER _RELI G QUS_PRESSURE_SOURCE_MAJORI TY_RELI G ON',
pressureVal ue, pressurelconString, Gane.GetReligion(): GetNane(religionlndex),
ci tyNane) ;
return pressureVal ue, sourceText;
end

function AddRel i gi ousPressureResourceEntry(religionlnfo:table,
pressureVal ue: nunber, forOriginCity: bool ean, sourceText:string,
i nstanceControl :table)

-- local entrylnstance:table = {};

-- ContextPtr:BuildlnstanceForControl ( "ReligionPressureEntryl nstance"
entryl nstance, stackControl );

i nst anceCont r ol . Rout eRel i gi onCont ai ner: Set Hi de(f al se);

local religionColor = U .GetCol orVal ue(religionlnfo.Color);

| ocal religionNanme = Gane. Get Rel i gi on(): Get Nane(religionlnfo.|ndex);

i nstanceControl . Religionlcon:Setlcon("ICON" .. religionlnfo.ReligionType);

i nstanceControl . Religionlcon: SetCol or(religionColor);

i nstanceControl . Religi onl conBacki ng: Set Col or (religi onCol or);

i nstanceControl . Rel i gi onl conBacki ng: Set Tool Ti pStri ng(religi onNane);
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| ocal icon:string, text:string = FornmatReligi ousPressureText(religionlnfo,
pressureValue, forOriginCity);

i nstanceControl . Resour ceEnt ryText : Set Text (text);

-- instanceControl . Rout eRel i gi onCont ai ner: Cal cul at eSi ze();

-- instanceControl. RouteReligi onCont ai ner: ReprocessAnchoring();
end

function Format Rel i gi ousPressureText (religionlnfo, pressureVal ue,
forOriginCity: bool ean)
| ocal text:string = "";
| ocal iconString ="";
if (religionlnfo ~= nil) then
if (forOriginCity) then
iconString = "[I CON_PressureLeft]";
el se
iconString = "[I CON_PressureRi ght]";
end
end
if (pressureValue >= 0) then
text = text .. "+";
end
text = text .. pressureVal ue;
return iconString, text;

-- Filter, Filter Pulldown functions

function FilterTradeRoutes ( tradeRoutes:table )
-- print("Current filter: " .. mfilterList[mfilterSelected].FilterText);
if mfilterSelected == 1 then
return tradeRoutes
end
local filtertedRoutes:table = {};
for index, tradeRoute in ipairs(tradeRoutes) do
| ocal pPlayer = Players[tradeRoute.DestinationCityPlayer];
if mfilterList[mfilterSelected].FilterFunction and
mfilterList[mfilterSelected].FilterFunction(pPlayer) then
table.insert(filtertedRoutes, tradeRoute);
end
end
return filtertedRoutes;

Doc Page: 179



Project: Better Trade Screen
Path: Better Trade Screen\UI\Choosers\TradeRouteChooser.lua File Page: 15

-- Filter pulldown functions
function RefreshFilters()
-- Clear current filters
Control s. DestinationFilterPulldown: d earEntries();
mfilterList = {};
m filterCount = O;
-- Add "AIl" Filter
AddFi | t er (Local e. Lookup("LOC ROUTECHOOSER FILTER ALL"), function(a) return
true; end);
-- Add "International Routes" Filter
AddFi | t er (Local e. Lookup("LOC _TRADE_FI LTER | NTERNATI ONAL_ROUTES_TEXT") ,
| sQ herCGiv);
-- Add "City States with Trade Quest" Filter
AddFi | t er (Local e. Lookup("LOC TRADE_FI LTER_CS W TH_QUEST_TOOLTI P"),
IsCityStateWthTradeQuest);
-- Add Local Player Filter
| ocal | ocal Pl ayer Config:table = Player Confi gurations[ Gane. Get Local Pl ayer()];
| ocal | ocal Pl ayer Name = Local e. Lookup(Ganel nfo. Civilizations[l ocal Pl ayer Conf
ig:GetCivilizationTypel D()]. Nane);
AddFi Il ter (Il ocal Pl ayer Nane, function(a) return a: GetlD() ==
Gane. Get Local Pl ayer (); end);
-- Add Filters by Cv
| ocal players:table = Gane. Get Pl ayers();
for index, pPlayer in ipairs(players) do
if pPlayer and pPlayer:1sAlive() and pPlayer:IsMajor() then
-- Has the local player net the civ?
i f pPlayer: GetDi pl omacy(): HasMet (Gane. Get Local Pl ayer()) then
| ocal playerConfig:table =
Pl ayer Confi gurati ons[ pPl ayer: Get1D()];
| ocal name = Local e. Lookup(Ganel nfo. G vilizations[playerConfig: G
etCvilizationTypel D()]. Nane);
AddFi I ter(name, function(a) return a: GetlD() == pPlayer: Getl D()
end) ;
end
end
end
-- Add "City States" Filter
AddFi | t er (Local e. Lookup("LOC HUD REPORTS CI TY_STATE"), IsCtyState);
-- Add filters to pulldown
for index, filter in ipairs(mfilterList) do
AddFi | ter Ent ry(i ndex);
end
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-- Select first filter
Controls.FilterButton: SetText(mfilterList[mfilterSelected].FilterText);
-- Calculate Internals
Control s. DestinationFilterPull down: Cal cul atel nternal s();
UpdateFilterArrow();
end
function AddFilter( filterNane:string, filterFunction )
-- Make sure we don't add duplicate filters
for index, filter inipairs(mfilterList) do
if filter.FilterText == filterNane then
return;
end
end
mfilterCount = mfilterCount + 1;
mfilterList[mfilterCount] = {FilterText=filterNaneg,
FilterFunction=filterFunction};
end
function AddFilterEntry( filterlndex: number )
local filterEntry:table = {};
Control s. DestinationFilterPull down: Bui |l dEntry( "FilterEntry", filterEntry );
filterEntry.Button: Set Text(mfilterList[filterlndex].FilterText);
filterEntry. Button: Set Voids(i, filterlndex);
end
function UpdateFilterArrow)
if Controls.DestinationFilterPulldown:lsQpen() then
Control s. Pul | downOpenedAr r ow. Set Hi de(true);
Control s. Pul | downC osedArrow. Set Hi de(f al se);
el se
Control s. Pul | downOpenedAr r ow. Set Hi de(f al se);
Control s. Pul | downC osedArrow. Set Hi de(true);
end
end
function OnFilterSel ected( index:nunber, filterlndex: number )
mfilterSelected = filterlndex;
Controls.FilterButton: SetText(mfilterList[mfilterSelected].FilterText);
m Fi |l terSetti ngsChanged = true
Refresh();

-- Sort bar functions

-- Hides all the ascendi ng/ descendi ng arrows
function Reset Sort Bar ()
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Cont rol s.
Control s.
Control s.
Cont rol s.
Control s.
Control s.
Cont rol s.
Control s.
Control s.
Cont rol s.
Control s.
Control s.
Cont rol s.
Control s.
end

FoodDescArrow. Set Hi de(true);

Producti onDescArrow. Set Hi de(true);

Col dDescArrow. Set Hi de(true);

Sci enceDescArrow. Set Hi de(true);

Cul t ur eDescArrow. Set Hi de(true);

Fai t hDescArrow. Set Hi de(true);

Tur nsToConpl et eDescArrow. Set Hi de(true);
FoodAscArrow. Set Hi de(true);

Producti onAscArrow. Set Hi de(true);

Gol dAscArrow. Set Hi de(true);

Sci enceAscArrow. Set Hi de(true);

Cul t ur eAscArrow. Set Hi de(true);

Fai t hAscArrow. Set Hi de(true);

Tur nsToConpl et eAscAr r ow. Set Hi de(true);

function RefreshSortBar ()
Ref reshSort Buttons( m SortBySettings );
i f showSort OrdersPernmanently or m shiftDown then

- Hi

de the order texts

H deSort Or der Label s();
-- Show them based on current settings
ShowSor t Or der Label s() ;

end
end

function ShowSort O der Label s()
-- Refresh and show sort orders
Ref reshSort Or der Label s( m Sort BySettings );

end

function Hi deSort O derLabel s()

Control s.
Control s.
Control s.
Control s.
Control s.
Control s.
Control s.

end

-- Shows and

FoodSort Or der: Set Hi de(true);

Producti onSort Order: Set Hi de(true);

Col dSort Order: Set Hi de(true);

Sci enceSort Order: Set Hi de(true);

Cul tureSort Order: Set Hi de(true);

Fai t hSort Order: Set Hi de(true);
TurnsToConpl et eSort Or der: Set Hi de(true);

hi des arrows based on the passed sort order

function SetSort Arrowm ascArrow. table, descArrow table,
if sortOrder == SORT_ASCENDI NG t hen
descArrow. Set Hi de(true);
ascArrow. Set Hi de(fal se);

el se

sort Order: nunber )
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descArrow. Set Hi de(fal se);
ascArrow. Set Hi de(true);
end
end
function RefreshSortButtons( sortSettings:table )
-- Hide all arrows
Reset Sort Bar () ;
-- Set disabled color
Control s. FoodSort Butt on: Set Col or ByNanme( " But t onDi sabl edCS") ;
Control s. Producti onSort Button: Set Col or ByNane( " Butt onDi sabl edCS") ;
Control s. Gol dSort Butt on: Set Col or ByNane( " But t onDi sabl edCS") ;
Control s. Sci enceSort Butt on: Set Col or ByNane(" Butt onDi sabl edCS") ;
Control s. Cul tureSortButton: Set Col or ByNane( " Butt onDi sabl edCS") ;
Control s. Fai t hSort But t on: Set Col or ByNanme( " But t onDi sabl edCS") ;
Control s. TurnsToConpl et eSort Butt on: Set Col or ByNane(" Butt onDi sabl edCS") ;
-- Go through settings and display arrows
for index, sortEntry in ipairs(sortSettings) do
if sortEntry. SortByl D == SORT_BY_ | D. FOOD t hen
Set Sort Arrow( Control s. FoodAscArrow, Controls. FoodDescAr r ow,
sortEntry. Sort Order)
Control s. FoodSort Butt on: Set Col or ByNane( " Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_I| D. PRODUCTI ON t hen
Set Sort Arrow( Control s. Producti onAscArr ow,
Control s. Producti onDescArrow, sortEntry. Sort O der)
Control s. Producti onSort Button: Set Col or ByNane( " Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_| D. GOLD t hen
Set Sort Arrow( Control s. Gol dAscArrow, Controls. Gol dDescAr r ow,
sortEntry. Sort Order)
Control s. Gol dSort Butt on: Set Col or ByNane(" Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_| D. SCI ENCE t hen
Set Sort Arrow( Control s. Sci enceAscArrow, Controls. Sci enceDescArrow,
sortEntry. Sort Order)
Control s. Sci enceSort Butt on: Set Col or ByNane(" ButtonCS");
el seif sortEntry. SortByl D == SORT_BY_| D. CULTURE t hen
Set Sort Arrow( Control s. Cul tureAscArrow, Controls. Cul tureDescArrow,
sortEntry. Sort Or der)
Control s. Cul tureSortButton: Set Col or ByNanme( " Butt onCS") ;
el seif sortEntry. SortByl D == SORT_BY_I D. FAI TH t hen
Set Sort Arrow( Control s. Fai t hAscArrow, Control s. FaithDescArrow,
sortEntry. Sort Order)
Control s. Fai t hSort But t on: Set Col or ByNane(" Butt onCS");
el seif sortEntry. SortByl D == SORT_BY_ | D. TURNS TO COVPLETE t hen
Set Sort Arrow( Control s. TurnsToConpl et eAScAr r ow,
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Control s. TurnsToConpl et eDescArrow, sortEntry. Sort O der)
Control s. TurnsToConpl et eSort But t on: Set Col or ByNane(" Butt onCS") ;
end
end
end
function RefreshSort OrderlLabel s( sortSettings:table )
for index, sortEntry in ipairs(sortSettings) do
if sortEntry. SortByl D == SORT_BY_| D. FOOD t hen
Control s. FoodSort Or der: Set Hi de(fal se);
Control s. FoodSort Or der: Set Text (i ndex) ;
Control s. FoodSort Or der: Set Col or ByNane( " ResFoodLabel CS") ;
el seif sortEntry. SortByl D == SORT_BY_I| D. PRODUCTI ON t hen
Control s. Producti onSort Order: Set Hi de(f al se);
Control s. Producti onSort O der: Set Text (i ndex) ;
Control s. Producti onSort O der: Set Col or ByNanme( " ResPr oducti onLabel CS");
el seif sortEntry. SortByl D == SORT_BY_|ID. GOLD t hen
Control s. Gol dSort Or der: Set Hi de(f al se);
Control s. Gol dSort Or der: Set Text (i ndex) ;
Control s. Gol dSort Or der: Set Col or ByNane( " ResCol dLabel CS") ;
el seif sortEntry. SortByl D == SORT_BY_I D. SCI ENCE t hen
Control s. Sci enceSort O der: Set Hi de(f al se);
Control s. Sci enceSort O der: Set Text (i ndex) ;
Control s. Sci enceSort O der: Set Col or ByNane(" ResSci encelLabel CS");
el seif sortEntry. SortByl D == SORT_BY_| D. CULTURE t hen
Control s. Cul tureSort Order: Set Hi de(fal se);
Control s. Cul tureSort Order: Set Text (i ndex) ;
Control s. Cul tureSort Order: Set Col or ByNane( " ResCul t ureLabel CS");
el seif sortEntry. SortByl D == SORT_BY_|I D. FAI TH t hen
Control s. Fait hSort Order: Set Hi de(f al se);
Control s. Fai t hSort Or der: Set Text (i ndex) ;
Control s. Fai t hSort Or der: Set Col or ByNane( " ResFai t hLabel CS");
el seif sortEntry. SortByl D == SORT_BY_I D. TURNS_TO COWVPLETE t hen
Control s. TurnsToConpl et eSort O der : Set Hi de(f al se);
Control s. TurnsToConpl et eSort Or der : Set Text (i ndex) ;
end
end

-- General Hel per functions
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function TradeRout eSel ect ed( cityOaner: nunber, citylD: nunber )
| ocal player:table = Players[cityOaner];
if player then
local pCty:table = player:CGetCities():FindlDcitylD);
if pCity ~=nil then
m destinationCity = pCty;
el se
error("Unable to find city
trade route.");
end

tostring(citylD)y..""' for creating a

end
Refresh();
end
function GetYieldForCty(yieldlndex:nunber, city:table, originCty:bool ean)
| ocal tradeManager = Gane. Get TradeManager () ;
| ocal yieldlnfo = Ganel nfo.Yields[yieldlndex];
| ocal total Value = 0;
| ocal partial Val ue = 0;
| ocal sourceText = ""
-- Fromroute
if (originCity) then
parti al Val ue =
tradeManager : Cal cul at eOri gi nYi el dFromPot enti al Rout e(m ori gi nGCity: Get Oawner (),
moriginCity: GetlD(), city:GtOmer(), city:GetlD(), yieldlndex);
el se
parti al Val ue = tradeManager: Cal cul at eDesti nati onYi el dFr onPot ent i al Rout e(
moriginCity: GetOmer(), moriginGty: GtlD), city:GtOmer(), city:CetlX),

yi el dl ndex) ;
end
total Val ue = total Val ue + parti al Val ue;
if (partialValue > 0 and yieldlnfo ~= nil) then
if (sourceText ~="") then
sourceText = sourceText .. "[NEW.I NE]";
end

sourceText = sourceText
Local e. Lookup(" LOC ROUTECHOOSER Yl ELD SOURCE DI STRI CTS", parti al Val ue,
yieldlnfo.lconString, yieldlnfo.Nanme, city: Get Nane());
end
-- From path
if (originCity) then
parti al Val ue =
t radeManager: Cal cul at eOri gi nYi el dFronPat h(m ori gi nGity: Get Omer (),
moriginCty: GetlD(), city:CGtOmer(), city:GetlD(), yieldlndex);
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el se
parti al Val ue =
t radeManager : Cal cul at eDesti nati onYi el dFronPat h(m ori gi nGi ty: Get Omer (),
moriginCty: GetlD(), city:CGtOmer(), city:GetlD(), yieldlndex);

end
total Val ue = total Val ue + parti al Val ue;
if (partialValue > 0 and yieldlnfo ~= nil) then
if (sourceText ~="") then
sourceText = sourceText .. "[NEW.I NE]";
end

sourceText = sourceText
Local e. Lookup(" LOC ROUTECHOOSER Yl ELD SOURCE_TRADI NG POSTS", parti al Val ue,
yi el dl nfo.lconString, yieldlnfo.Nane);
end
-- Fromnodifiers
| ocal resourcelD = -1;
if (originCty) then
partial Val ue =
t radeManager: Cal cul at eOri gi nYi el dFromvbdi fi ers(morigi nGty: Get Omer (),
moriginCty: GetlD(), city:CGtOmer(), city:GetlD(), yieldl ndex, resourcelD)
el se
parti al Val ue =
tradeManager : Cal cul at eDesti nati onYi el dFr onmiVbdi fi ers(m.origi nGity: Get Owner (),
moriginCity: GetlD(), city:CGetOmer(), city:GetlD(), yieldl ndex, resourcel D)

end
total Val ue = total Val ue + parti al Val ue;
if (partialValue > 0 and yieldlnfo ~= nil) then
if (sourceText ~="") then
sourceText = sourceText .. "[NEW.I NE";
end

sourceText = sourceText
Local e. Lookup(" LOC_ROUTECHOOSER_YI ELD _SOURCE_BONUSES", parti al Val ue
yi el dl nfo.lconString, yieldlnfo.Nange);
end
return total Val ue, sourceText;

-- Look at the plot of the destination city.
--  Not al ways done when sel ected, as sonetinmes the TradeOverview will be
-- open and it's going to performit's own | ookat.

function RealizelLookAtDestinationCity()
if mdestinationCity == nil then
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Ul . Dat aError (" TradeRout eChooser cannot | ook at a NIL destination.");

return,
end
| ocal | ocX :nunber = mdestinationGity: Get X();
| ocal |ocY :nunmber = mdestinationGCity: GetY();

| ocal screenXO f: nunber = 0. 6;
-- Change offset if the TradeOveriew (exists and) is open as well.
| ocal pContextControl:table =
Cont ext Ptr: LookUpControl ("/ I nGane/ TradeOvervi ew') ;
if pContextControl == nil then
U . DataError("Cannot determine if partial screen
\"/InGanme/ TradeOverview" is visible because it wasn't found at that path.");
el seif not pContextControl:IsH dden() then
screenXOrf = 0.42;
end
U . LookAt Pl ot ScreenPosition( | ocX, locY, screenXOhf, 0.5 ); -- Look at 60%
over fromleft side of screen
end

-- U Button Call back

function OnTradeRout eSel ect ed( cityOaner: nunber, citylD: nunber )
TradeRout eSel ected( cityOmer, citylD);
Real i zeLookAt Desti nati onCity();
LuaEvent s. Tr adeRout eChooser _Rout eConsi der ed() ;

end
functi on OnRepeat Rout eCheckbox()
i f not Controls. Repeat Rout eCheckbox: | sChecked() then
Control s. FronTopSort Ent r yCheckbox: Set Check(f al se);
end
end
functi on OnFroniTopSort Ent ryCheckbox()
-- FronmTopSort EntryCheckbox is tied to Repeat Rout eCheckbox
i f Controls. FronTopSort EntryCheckbox: | sChecked() then
Cont rol s. Repeat Rout eCheckbox: Set Check(true);
end
end
function Request Tr adeRout e()
| ocal selectedUnit = U . Get HeadSel ect edUnit();
if mdestinationCity and sel ectedUnit then
| ocal operationParans = {};
oper ati onPar ans[ Uni t Oper ati onTypes. PARAM XO0]
oper ati onPar ans[ Uni t Oper at i onTypes. PARAM YO]

m destinationCity: Get X();
m destinationCity: Get Y();
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oper ati onPar ans[ Uni t Oper ati onTypes. PARAM X1] sel ectedUni t: Get X();
oper ati onParans[ Uni t Oper ati onTypes. PARAM Y1] = sel ectedUnit: GetY();
i f (UnitManager. CanStart Qperation(sel ectedUnit,
Uni t Oper ati onTypes. MAKE_TRADE_RQUTE, nil, operationParans)) then
Uni t Manager . Request Oper ati on(sel ect edUni t,
Uni t Oper ati onTypes. MAKE_TRADE ROUTE, operati onParans);
U . Set | nterfaceMde(lnterfaceMdeTypes. SELECTI ON);
Ul . Pl aySound(" START_TRADE_ROUTE") ;
-- Automated Handl ers
i f Controls. Repeat Rout eCheckbox: | sChecked() and
Control s. FronifopSor t Ent r yCheckbox: | sChecked() then
Aut omat eTr ader (sel ectedUnit: Get I D(), true, m SortBySettings);
el sei f Control s. Repeat Rout eCheckbox: | sChecked() then
Aut omat eTr ader (sel ectedUnit: GetlI D(), true);
el se
Aut omat eTr ader (sel ectedUnit: Getl1 D(), false);
end
end
return true;
end
return false;

-- Sort bar insert buttons
functi on OnGeneral Sort By(descArrowControl, sortByl D)
-- If shift is not being pressed, reset sort settings
if not mshiftDown then
m SortBySettings = {};
end
-- Sort based on currently show ng icon toggled
i f descArrowControl:|sHi dden() then
InsertSortEntry(sortByl D, SORT_DESCENDI NG m SortBySettings);

el se
InsertSortEntry(sortByl D, SORT_ASCENDI NG m SortBySettings);
end
m Sort Setti ngsChanged = true
Refresh();
end

function OnSort ByFood()

OnGener al Sort By(Control s. FoodDescArrow, SORT_BY_ I D. FOOD)
end
function OnSortByProduction()
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OnGeneral Sort By(Control s. Producti onDescArrow, SORT_BY_I D. PRODUCTI ON)
end
function OnSortByGol d()
OnGener al Sort By(Control s. Gol dDescArrow, SORT_BY_ I D. GOLD)
end
function OnSortBySci ence()
OnGener al Sort By(Control s. Sci enceDescArrow, SORT_BY_ I D. SCI ENCE)
end
function OnSortByCul ture()
OnGeneral Sort By(Control s. Cul tureDescArrow, SORT_BY_ I D. CULTURE)
end
function OnSortByFaith()
OnGeneral Sort By(Control s. Fai t hDescArrow, SORT_BY_ID. FAI TH)
end
function OnSort ByTurnsToConpl et e()
OnGener al Sort By(Control s. TurnsToConpl et eDescAr r ow,
SORT_BY_| D. TURNS_TO_COWVPLETE)
end

-- Sort bar delete buttons
function OnGeneral Not Sort By(sort Byl D)
RemoveSort Entry(sort Byl D, m SortBySettings);
m Sort Setti ngsChanged = true
Refresh();
end
function OnNot Sort ByFood()
OnGener al Not Sort By ( SORT_BY_I D. FOOD)
end
function OnNot Sort ByProducti on()
OnGener al Not Sort By( SORT_BY_| D. PRODUCTI ON)
end
function OnNot Sort ByGol d()
OnGener al Not Sort By( SORT_BY_I D. GOLD)
end
function OnNot Sort BySci ence()
OnGener al Not Sort By( SORT_BY_| D. SCl ENCE)
end
function OnNot Sort ByCul ture()
OnGener al Not Sort By( SORT_BY_| D. CULTURE)
end
function OnNot Sort ByFaith()
OnGener al Not Sort By( SORT_BY_I D. FAI TH)
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end
function OnNot Sort ByTur nsToConpl et e()

OnGener al Not Sort By ( SORT_BY_|I D. TURNS _TO _COWPLETE)
end

-- Rise/H de and refresh Trade Ul

function OnlnterfaceModeChanged( ol dMode: nunber, newibde: nunber )

if (ol dvbde == InterfaceMdeTypes. MAKE TRADE ROUTE) t hen
A ose();
end
if (newWbde == InterfaceMdeTypes. MAKE TRADE ROUTE) t hen
Open() ;
end
end
function Ond ose()
d ose();
if U.CGetlnterfaceMde() == InterfaceMdeTypes. MAKE TRADE ROUTE t hen
U . Setl nterfaceMde(lnterfaceMdeTypes. SELECTI ON);
end
end

function C ose()
LuaEvent s. Tr adeRout eChooser _Set TradeUni t Status("");
Context Ptr: Set Hi de(true);
if ULens.IsLensActive(m TradeRoutelLens) then
-- Make sure to switch back to default Iens
U Lens. Set Active("Default");
end
end
function Qpen()
LuaEvent s. Tr adeRout eChooser _Set Tr adeUni t St at us(" LOC_HUD_UNI T_PANEL_CHOGOSI NG _
TRADE_ROUTE") ;
Cont ext Ptr: Set Hi de(f al se);
m destinationCity = nil;
Cont rol s. Repeat Rout eCheckbox: Set Check(f al se);
Control s. FronTopSort Ent r yCheckbox: Set Check(f al se);
-- Play Open Animation
Cont r ol s. Rout eChooser Sl i deAni m Set ToBegi nni ng() ;
Control s. Rout eChooser Sl i deAni m Pl ay() ;
-- Switch to TradeRoute Lens
U Lens. Set Acti ve(m TradeRout eLens) ;
LuaEvent s. Tr adeRout eChooser _Qpen();
| ocal selectedUnit:table = U . Get HeadSel ect edUnit();
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| ocal sel ectedUnitlD: nunber = selectedUnit: GetlX);
-- Select last route if one exists
| ocal |astRoute:table = GetlLastRout eForTrader (sel ectedUnitl D)
if lastRoute ~= nil then
print("Last route for trader " .. selectedUnitiID .. ": "
CGet TradeRout eStri ng(l ast Route));
originCity = Cities.GtCtylnPlot(sel ectedUnit: GetX(),
sel ectedUnit: GetY());
-- Don't select the route, if trader was transferred
if lastRoute.OriginCitylD ~= originCity: GetlD) then
print("Trader was transferred. Not selecting the |last route")
el seif | sRout ePossible(originCity:GtOwer(), originCty:GetlD(),
| ast Rout e. Desti nati onCityPl ayer, DestinationCitylD) then
| ocal destinationPlayer:table =
Pl ayer s[ | ast Rout e. Desti nati onCi tyPl ayer];
m destinationCity =
destinationPlayer: GetCities(): Findl D(lastRoute.DestinationCG tylD)
el se
print("Route is no longer valid.");
end
el se
print("No last route was found for trader " .. selectedUnitlD);
end
Refresh();
end
function CheckNeedsToOpen()
i f m Ski pNext Open t hen
m_Ski pNext Open = fal se

return
end
| ocal selectedUnit:table = U . Get HeadSel ect edUnit();
if selectedUnit ~= nil then

| ocal selectedUnitinfo:table =
Ganel nfo. Uni ts[sel ectedUnit: GetUnitType()];
if selectedUnitinfo ~= nil and sel ect edUni tlnfo. MakeTradeRoute == true
t hen
| ocal activityType: nunber =
Uni t Manager. Get Acti vityType(sel ectedUnit);
if activityType == ActivityTypes. ACTIVITY_AWAKE and
sel ect edUni t : Get MovesRemai ning() > 0 then
-- If we're open and this is a trade unit then just refresh
if not ContextPtr:IlsH dden() then
Refresh();
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el se
U . SetlnterfaceMde(lnterfaceMdeTypes. MAKE_TRADE ROUTE) ;
end
-- Early out so we don't call d ose()
return,
end

end
end
-- If we're open and this unit is not a trade unit then close
if not ContextPtr:IsH dden() then
d ose();
end
end
functi on OnSki pNext Open()
m_Ski pNext Open = true
end

-- U Events

function Onlnit( isRel oad: bool ean )

if isReload then

LuaEvent s. GaneDebug_Cet Val ues( " Tr adeRout eChooser” );

end
end
function OnShut down()

-- Cache val ues for hotl oading...

LuaEvent s. GaneDebug_AddVal ue(" Tr adeRout eChooser", "filterlndex",
mfilterSelected );

LuaEvent s. GaneDebug_AddVal ue(" Tr adeRout eChooser", "destinationCity",
m destinationCity );

end
--  LUA Event
-- Set cached val ues back after a hotl oad.
-- S
function OnGaneDebugRet urn( context:string, contextTable:table )
if context ~= "TradeRouteChooser" then
return,
end
if contextTable["filterlndex"] ~= nil then
mfilterSelected = contextTable["filterlndex"];
end
i f contextTabl e["destinationCity"] ~= nil then
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m destinationCity = contextTabl e["destinationCity"];
end
Refresh();

--  GAME Event
-- City was selected so close route chooser

function OnCi tySel ecti onChanged(owner, ID, i, j, k, bSelected, bEditable)
if not ContextPtr:IsH dden() and owner == Gane. Get Local Pl ayer () then
Ond ose();
end
end
--  GAME Event

-- Unit was selected so cl ose route chooser

function OnUnit Sel ecti onChanged( pl ayer| D: nunber, unitl D: nunber, hexl: nunber,
hexJ: nunber, hexK: nunber, bSel ect ed: bool ean, bEditabl e: bool ean )
-- Make sure we're the local player and not observing
if playerl D ~= Gane. Get Local Pl ayer() or playerlD == -1 then
return;
end
-- Don't call open/close if TradeOverview is open (needed to nake
TradeOri gi nChooser open from TradeOvervi ew)
-- local pContextControl:table =
Cont ext Ptr: LookUpControl ("/ I nGane/ TradeOvervi ew') ;
-- if pContextControl == nil then
-- print("Cannot deternmine if partial screen \"/InGanme/ TradeOvervi ew"
is visible because it wasn't found at that path.");
-- elseif not pContextControl:IsHi dden() then
-- print("Trade Overview Panel is open. Not opening Make Trade Route
screen. ")
-- return
-- end
-- If this is a de-selection event then close
if not bSelected then
Ond ose();
return;
end
CheckNeedsToOpen()
end
function OnLocal Pl ayer Tur nEnd()
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i f (GaneConfiguration.lsHotseat()) then

Ond ose();
end
-- Clear cache to keep nmenory used | ow
CacheEnmpty()
end
function OnUnitActivityChanged( playerlD :nunber, unitlD :nunber, eActivityType
: nurber)
-- Make sure we're the local player and not observing
if playerl D ~= Gane. Get Local Pl ayer() or playerID == -1 then
return,
end
CheckNeedsToOpen() ;
end

function OnPol i cyChanged( ePl ayer )
if not ContextPtr:IsHi dden() and ePl ayer == Gane. Get Local Pl ayer() then
Refresh();
end

--  Input
-- U Event Handl er

function KeyDownHandl er ( key: number )
if key == Keys. VK SHI FT t hen
m shi ft Down = true;
if not showSortOrdersPermanently then
ShowSor t Or der Label s() ;
end
-- let it fall through
end
return false;
end
function KeyUpHandl er ( key: nunber )
if key == Keys. VK _SHI FT then
m shi ft Down = fal se;
if not showSortOrdersPermanently then
H deSort Or der Label s();
end
-- let it fall through
end
i f key == Keys. VK RETURN t hen
if mdestinationCity then
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Request Tr adeRout e() ;
end
-- Dont let it fall through
return true;
end
i f key == Keys. VK ESCAPE t hen
Ondl ose();
return true;
end
return fal se;
end
function OnlnputHandl er( plnputStruct:table )
| ocal ui Msg = plnput Struct: Get MessageType();
i f ui Msg == KeyEvents. KeyDown then return KeyDownHandl er (
pl nput Struct: Get Key() ); end

if ui Msg == KeyEvents. KeyUp then return KeyUpHandl er ( pl nput Struct: Get Key()

); end
return fal se;
end

function OnSel ect Rout eFronOvervi ewm( desti nati onOaner | D: nunber,
destinationGCityl D: nunber )
m post QpenSel ect Pl ayer | D = desti nati onOaner | D;
m post QpenSel ect Cityl D = destinationC tyl D,
CheckNeedsToOpen()

--  Setup

function InitButton(control, callbackLCdick, callbackRCd ick)
control : Regi st erCal | back( Mouse. eLCl i ck, call backLd ick)
if callbackROick ~= nil then
control : Regi sterCal | back( Mouse. eRCl i ck, cal |l backRCd i ck)
end
control : Regi sterCal | back( Muse. eMbuseEnter, function()
Ul . Pl aySound(" Mai n_Menu_Mouse_Over") end)
end
function Initialize()
print("Initializing BTS Trade Route Chooser");
TradeSupport Automater _Initialize();
-- Context Events
ContextPtr: SetlnitHandler( Onlnit );
Cont ext Pt r: Set Shut down( OnShut down ) ;
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Cont ext Ptr: Set | nput Handl er ( Onl nput Handl er, true );
-- Lua Events
LuaEvent s. GaneDebug_Ret ur n. Add( OnGaneDebugReturn );
-- Context Events
LuaEvent s. Tr adeRout eChooser _Ski pQpen. Add( OnSki pNext Open )
LuaEvent s. TradeOver vi ew_Sel ect Rout eFr omOver vi ew. Add(
OnSel ect Rout eFr omOver vi ew ) ;
LuaEvent s. TradeRout eChooser _Cl ose. Add( Ond ose )
-- Gane Engi ne Events
Event s. | nt er f aceMbdeChanged. Add( Onl nt er f aceMbdeChanged ) ;
Events. CitySel ecti onChanged. Add( OnCi tySel ecti onChanged );
Events. Uni t Sel ecti onChanged. Add( OnUni t Sel ecti onChanged );
Events. Uni t Acti vi t yChanged. Add( OnUni t Acti vi t yChanged );
Event s. Local Pl ayer Tur nEnd. Add( OnLocal Pl ayer TurnEnd ) ;
Event s. Gover nnent Pol i cyChanged. Add( OnPol i cyChanged ) ;
Event s. Gover nnent Pol i cyCbsol et ed. Add( OnPol i cyChanged ) ;
-- Control Events
I ni t Button(Controls.Begi nRout eButton, Request TradeRout e)
I nitButton(Controls. Header _Cl oseButton, OnCd ose )
-- Filter
Controls. FilterButton: Regi sterCal |l back( Muse.eLd ick, UpdateFilterArrow );
Control s. DestinationFilterPull down: Regi sterSel ectionCal | back(
IterSelected );
-- Control events - checkboxes
I ni t Button(Controls. Repeat Rout eCheckbox, OnRepeat Rout eCheckbox );
I ni tButton(Controls. FromlopSort EntryCheckbox, OnFronfTopSort EntryCheckbox );
-- Control events - sort bar
I nitButton(Controls. FoodSortButton, OnSortByFood, OnNot Sort ByFood)
I nitButton(Controls.ProductionSortButton, OnSortByProduction,
OnNot Sor t ByPr oduct i on)
I nitButton(Controls. Gol dSort Button, OnSortByGold, OnNot Sort ByGol d)
InitButton(Controls. Sci enceSortButton, OnSortBySci ence, OnNot Sort BySci ence)
InitButton(Controls. CultureSortButton, OnSortByCul ture, OnNot SortByCulture)
InitButton(Controls. FaithSortButton, OnSortByFaith, OnNot SortByFaith)
I nitButton(Controls. TurnsToConpl et eSort Button, OnSortByTurnsToConpl et e,
OnNot Sor t By Tur nsToConpl et e)
end
Initialize();

OnFi
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<?xm version="1.0" encodi ng="utf-8"?>
<Cont ext xml ns:xsi="http://ww.w3. org/ 2001/ XM_Schena-i nst ance" xsi: noNanespaceSc
hemaLocation="..\..\..\..\..\C vTech\Li bs\ ForgeUl \ ForgeU _Asset s\ Control s. xsd"
St yl e=" Font Nor mal 20" >
<l-- Left Panel -->
<Sl i deAni m | D="Rout eChooser Sl i deAni nf Anchor="L, T" Begi n="-350, 0" End="0, 0"
Cycl e="Once" Speed="2" Function="Qut Quint">
<Cont ai ner | D="Rout eChooser" O fset="-3,54">
<!-- Body contai ner-->
<Cont ai ner Size="395, parent” ConsuneAl | Mouse="1">
<Stack StackG owt h="Down">
<l-- Top Panel -->
<Gid ID="TopGid" Size="parent-4, auto" M nSize="0, 240"
Text ure="Desti nati onChooser_CurrentSlot" SliceStart="0,0" SliceCorner="30, 30"
SliceSi ze="200, 60" SliceTextureSi ze="308, 173" >
<Cont ai ner | D="Current Sel ecti onContai ner" Size="parent, auto"
Ofset="0,7">
<Stack Anchor="C, T" StackG owt h="Down">
<l-- Selected Gty -->
<Gid | D="BannerBase" Anchor="C T" O fset="0, 12"
Si ze="parent-70, 33" Texture="CityPanel BannerBase" SliceCorner="20, 10"
SliceSize="160, 1" SliceTextureSi ze="199, 33" Col or="150, 170, 100, 255" >
<@&id | D="BannerDarker" Anchor="L, T" O fset="4,2"
Si ze="parent -8, parent - 10" Texture="Ci tyPanel BannerDarker" SliceCorner="95, 10"
SliceSize="1,1" SliceTextureSi ze="191, 23" Col or="0, 0, 0, 100" />
<Gid I D="BannerLighter" Anchor="L, T" O fset="4,2"
Si ze="parent -8, parent - 10" Texture="Ci tyPanel BannerLi ghter" SliceCorner="95, 10"
SliceSize="1,1" SliceTextureSi ze="191, 23" Col or =" 255, 255, 255, 255" />
<Gid Anchor="L, T" Ofset="6,2" Size="parent-10, parent-8"
Texture="Ci t yPanel _Banner None" SliceCorner="70,10" SliceSize="1, 1"
SliceTextureSi ze="179, 20" Col or="255, 0, 0, 255" />
<Label 1D="CityNane" Anchor="L,C" O fset="40,-2"
Styl e="Font Fl ai r 16" Font Styl e="Stroke" EffectCol or="0, 0, 0, 25"
String="%$C tyNane$" Snal | Caps="20" Smal | CapsType="EveryWrd" TruncateW dt h="220"
/>
<Label | D="Tradi ngPostlcon" Anchor="L,C' Ofset="14,-4"
Styl e="Font Nor mal 16" Font St yl e="Shadow"' String="[1CON _Tradi ngPost]"
Col or =" 255, 0, 0, 255" Ef f ect Col or =" 255, 0, 0, 255" G adi ent Col or =" 255, 0, 0, 255" />
<Label ID="CityStateQuestlcon" Anchor="L,C'" Ofset="-2,-12"
Styl e="Font Nor mal 16" Font St yl e="Shadow' String="[1CON_CityStateQuest]"
Col or =" 255, 0, 0, 255" Ef f ect Col or =" 255, 0, 0, 255" G adi ent Col or =" 255, 0, 0, 255" />
<Stack StackG owth="Left" O fset="14,-4" Anchor="R, C'>
<Label |D="TurnsToConpl ete" Anchor="R C' Styl e="FontFl air16"
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String="??" Font Styl e="Stroke" EffectColor="0,0,0,25" />
<Label |D="TurnsToConpl etelcon” String="[ICON_Turn]"
O fset="0,-1" Anchor="R C' Style="FontFlairl1l6" FontStyle="5Stroke"
Ef f ect Col or="0, 0, 0, 25" />
</ St ack>
</Gid>
<l-- Resource Information -->
<Gid I D="Destinati onResources" Size="parent-25,35" Anchor="C, T"
O fset="1, 16" Texture="Controls_ItenContai nerDestination" SliceCorner="6, 2"
SliceSize="2,31" SliceTextureSi ze="24, 35" >
<!'-- Col um Background -->
<Box Si ze="50, parent" O fset="50,0" Color="0,0,0,22"/>
<Box Size="50, parent" O fset="150,0" Col or="0,0,0, 22"/>
<Box Size="50, parent" O fset="250,0" Col or="0,0,0,22"/>
<l-- <Box Size="50, parent" O fset="200,0" Col or="0,0,0,22"/>

<Label |D="Desti nati onResourceHeader" Size="300, 20"
Anchor="L, T" O fset="2,-15" Styl e="Font Nornal 14" Col or="0, 0, 0, 150"
Truncat eW dt h="279"/ >
<Stack | D="DestinationResourcelList" Anchor="L, T" O fset="3, 8"
St ackG owt h="Bot t oni'/ >
<Label |D="Desti nati onRecei vesNoBenefitsLabel" Anchor="C, C'
O fset="-4,0" Style="Font Nornal 16" Font Styl e="Shadow' Effect Col or="BI ack"
String="LOC_ROUTECHOOSER NO BENEFI TS _FROM ROUTE" Hi dden="1"/>
</Gid>
<Gid ID="Oigi nResources" Size="parent-25,35" Anchor="R, T"
O fset="2,24" Texture="Controls_ ItenContai nerOigin" SliceCorner="14, 2"
SliceSize="3,31" SliceTextureSi ze="24, 35" >
<!'-- Col um Background -->
<Box Size="50, parent" O fset="53,0" Color="0,0,0,22"/>
<Box Size="50, parent" O fset="153,0" Col or="0,0,0, 22"/>
<Box Size="50, parent" O fset="253,0" Col or="0,0,0,22"/>
<Label |ID="Origi nResourceHeader" Size="250,20" Anchor="L,T"
O fset="13,-15" Styl e="Font Nornal 14" Col or="0, 0, 0, 150" Truncat eW dt h="279"/>
<Stack ID="Origi nResourceList" Anchor="L,C'" Ofset="6,-1"
St ackG owt h="Bot t oni'/ >
<Label 1D="Origi nRecei vesNoBenefitsLabel" Anchor="C, C'
St yl e="Font Nor nal 16" Font St yl e="Shadow' Eff ect Col or =" Bl ack"
String="LOC_ROUTECHOOSER NO BENEFI TS _FROM ROUTE" Hi dden="1"/>
</Gid>
<Stack StackG owth="Right" Anchor="C B" O fset="0, 6"
St ackPaddi ng="5">
<Label O fset="0,2" Font Styl e="Shadow' W apW dt h="140"
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St yl e="Font Nor mal 14" Stri ng="LOC_TRADE_REPEAT_ ROUTE_CHECKBOX_ LABEL"
Tool Ti p="LOC TRADE REPEAT ROUTE CHECKBOX TOOLTI P" Col or="\hite"/>
<CheckBox | D="Repeat Rout eCheckbox" Styl e="Mai nCheckBox"
| sChecked="0"/>
<Label O fset="20,2" Font Styl e="Shadow' W apW dt h="140"
Styl e="Font Nor mal 14" String="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_LABEL"
Tool Ti p="LOC_TRADE_FROM TOP_SORT_ENTRY_CHECKBOX_TOOLTI P' Col or="White"/>
<CheckBox | D="Fr onTopSort Ent ryCheckbox" Styl e="Mai nCheckBox"
| sChecked="0"/>
</ St ack>
<l-- ConfirmButton -->
<G idButton | D="Begi nRout eButton" Size="parent-100, 26"
Ofset="0,7" Anchor="C,B" String="LOC ROUTECHOOSER BEG N_ROUTE_BUTTON'
Styl e="Font Fl ai r 14" Font St yl e="Shadows" Text Of f set="0,2" EffectCol or="0, 0, 0, 255"
Smal | Caps="20" Snal | CapsType="EveryWrd">
<GidData Texture="Controls_Confirntnall"
StateOf fsetl ncrement="0, 26" SliceCorner="26,13" SliceSize="2, 2"
SliceTextureSi ze="51, 26"/ >
</ Gi dButton>
</ St ack>
</ Cont ai ner >
<Cont ai ner Size="parent, auto" M nSize="0, 240">
<Label |D="StatusMessage" Size="300,50" Anchor="C, C'
Styl e="Font Nor nal 16" Col or="0, 0, 0, 150"/ >
</ Cont ai ner >
</ Gid>
<!-- Bottom Panel -->
<Gid Size="parent, parent-296" Anchor="L, T" Ofset="-7,-1"
Texture="Control s_Contai nerBlue" SliceStart="0,0" SliceCorner="3, 3"
SliceSize="9,9" SliceTextureSi ze="16, 16" >
<l-- Filter Pulldown -->
<Pul | Down | D="Desti nationFilterPull down" ConsuneMuse="0"
O fset="5,28" Anchor="C, T" Si ze="360, 30" AutoSi zePopUp="1" AutoFlip="1"
Scrol | Threshol d="400">
<But t onDat a>
<G i dButton | D="FilterButton" TextAnchor="R, C'
Text O f set =" 15, 0" Styl e="Font Nor nal 14" Font St yl e=" Shadow"
Ef fect Col or="0, 0, 0, 255" COffset="0, -25" Si ze="50, - 20"
Texture="Controls_ButtonControl.dds" SliceCorner="10,10" SliceSize="1, 1"
Sli ceText ureSi ze="24, 24" |>
</ But t onDat a>
<GidData | nnerPaddi ng="15, 15" O fset="0,0" Anchor="L, T"
Styl e="Drawer"/>
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<Scrol | Panel Data Anchor="L, T* Vertical="1" Size="11, 14"
O fset="0,0" AutoScrollBar="1">
<Scrol | Bar Style="Scroll Vertical Backi ng" Anchor="L, T"
Anchor Si de="1,1" Col or="28, 60, 90, 255" O fset="-2,2">
<Thunb Styl e="Scrol | ThunbAl t" Col or="28, 60, 90, 255" />
</ Scrol | Bar >
</ Scr ol | Panel Dat a>
<StackData StackG owt h="Bottonm' O fset="0,0" Size="200, 400"
Anchor="L, T" />
<InstanceData Nanme="FilterEntry">
<@ idButton Anchor="L,T" ID="Button" Size="265,26" Ofset="1, 0"
Styl e="Font Nor mal 14" Font Styl e=" Shadow' Effect Col or="0, 0, 0, 255"
Texture="Controls_ButtonControl.dds" SliceCorner="10,10" SliceSize="1, 1"
Sli ceText ureSi ze="24, 24" StateO fsetlncrenent="0, 24"/ >
</ I nst anceDat a>
<l-- Show Route Text -->
<Label String="LOC ROUTECHOOSER FI LTER SHOAROQUTES" Anchor="L, T"
O fset="30,-17" Styl e="Font Nor nal 14" Font Styl e=" Shadow"
Ef f ect Col or="0, 0, 0, 255"/ >
<l mage | D="Pul | downOpenedAr r ow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L, T" O fset="7,-18"/>
<l mage | D="Pul | downC osedArrow"
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,60" Size="20, 16"
Anchor="L, T" O fset="7,-22"/>
</ Pul | Down>
<l-- Sort Yield Stack -->
<Cont ai ner | D="Rout eCont ai ner" Anchor="L, T" O fset="17,0">
<Stack Anchor="L,T" |D="SortBar St ack" StackG owt h="Ri ght"
O fset="11, 34" StackPaddi ng="2">
<GidButton | D="FoodSortButton"
Tool Ti p="LOC TRADE SORT _BY FOOD TOOLTIP' O fset="0,0" Size="48, 18"
Col or =" 255, 255, 255, 255" Styl e="Panel Butt onLi ght wei ght " >
<Label |D="FoodSortLabel" Anchor="R C' O fset="-2,1"
Styl e="Font Nor mal 12" String="[|con_Food]"/>
<Label |D="FoodSortOrder" Hi dden="1" Anchor="C,C' O fset="0,0"
String="9" Styl e="Font Nor nal 12"/ >
<l mage | D="FoodDescArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="FoodAscArrow' Texture="Controls_ButtonExtendSmall 2"
TextureO f set ="0, 60" Size="20, 16" Anchor="L,C" Ofset="2,-5"/>
</ Gi dButton>
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<GidButton |ID="ProductionSortButton"
Tool Ti p="LOC TRADE SORT_BY_ PRODUCTI ON_TOOLTI P* Si ze="48, 18"
Col or =" 255, 255, 255, 255" Styl e="Panel Butt onLi ght wei ght " >
<Label |D="ProductionSortLabel"” Anchor="R C' O fset="-2,1"
Styl e="Font Nor mal 12" String="[lcon_Production]"/>
<Label |D="ProductionSortCOrder" H dden="1" Anchor="C, C'
O fset="0,0" String="9" Styl e="Font Nor nal 12"/ >
<l mage | D="Producti onDescArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="Producti onAscArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0, 60" Size="20, 16"
Anchor="L,C" O fset="2,-5"/>
</ Gi dButton>
<& idButton | D="CGol dSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_GOLD TOOLTI P' Size="48, 18" Col or =" 255, 255, 255, 255"
St yl e="Panel Butt onLi ght wei ght ">
<Label |D="Gol dSortLabel" Anchor="R C' O fset="-2,1"
Styl e="Font Nor mal 12" String="[lcon_Cold]"/>
<Label |D="Gol dSortOrder" Hi dden="1" Anchor="C,C' O fset="0,0"
String="9" Styl e="Font Nornal 12"/ >
<l mage | D="Col dDescArr ow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="Col dAscArrow' Texture="Control s_ButtonExtendSnal | 2"
TextureOf fset="0, 60" Size="20,16" Anchor="L,C" Ofset="2,-5"/>
</ Gi dButton>
<GidButton | D="Sci enceSortButton"
Tool Ti p="LOC _TRADE SORT_BY_SCI ENCE TOOLTI P* Si ze="48, 18" Col or ="255, 255, 255, 255"
St yl e="Panel But t onLi ght wei ght " >
<Label |D="ScienceSortLabel” Anchor="R C' Ofset="-2,1"
Styl e="Font Normal 12" String="[|con_Sci ence]"/>
<Label |D="ScienceSortOrder" Hi dden="1" Anchor="C, C'
O fset="0,0" String="9" Styl e="Font Nor nal 12"/ >
<l mage | D="Sci enceDescArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="Sci enceAscArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0, 60" Size="20, 16"
Anchor="L,C" O fset="2,-5"/>
</ Gi dButton>
<& idButton | D="Cul tureSortButton"
Tool Ti p="LOC_TRADE_SORT_BY_CULTURE_TOOLTI P* Si ze="48, 18" Col or =" 255, 255, 255, 255"
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Styl e="Panel Butt onLi ght wei ght ">
<Label ID="CultureSortLabel" Anchor="R C' Ofset="-2,1"
Styl e="Font Normal 12" String="[lcon_Culture]"/>
<Label ID="CultureSortOrder" H dden="1" Anchor="C, C
Ofset="0,0" String="9" Style="Font Nornal 12"/ >
<l mage | D="Cul t ureDescArrow'
Texture="Control s_ButtonExtendSnall 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" O fset="2,0"/>
<l mage | D="Cul t ureAscArrow'
Texture="Control s_ButtonExtendSnal | 2" TextureOfset="0,60" Size="20, 16"
Anchor="L,C" O fset="2,-5"/>
</ Gi dButt on>
<G idButton |ID="FaithSortButton"
Tool Ti p="LOC TRADE SORT BY FAI TH TOOLTI P" Si ze="48, 18" Col or =" 255, 255, 255, 255"
St yl e="Panel Butt onLi ght wei ght " >
<Label |D="FaithSortLabel" Anchor="R C' O fset="-2,1"
Styl e="Font Nor mal 12" String="[lcon_Faith]"/>
<Label |D="FaithSortOder" H dden="1" Anchor="C, C'
O fset="0,0" String="9" Styl e="Font Nor nal 12"/ >
<l mage | D="Fai t hDescArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="Fai t hAscArrow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,60" Size="20, 16"
Anchor="L,C" O fset="2,-5"/>
</ Gi dButton>
<G idButton |ID="TurnsToConpl et eSort Button"
Tool Ti p="LOC_TRADE_SORT_BY_TURNS_REMAI NI NG_TOOLTI P* Si ze="48, 18"
Col or =" 255, 255, 255, 255" Styl e="Panel Butt onLi ght wei ght " >
<Label | D="TurnsToConpl eteSortLabel" Anchor="R, C'
O fset="-2,0" Style="FontNormal 14" String="[lcon_Turn]"/>
<Label |D="TurnsToConpl eteSortOrder" Hi dden="1" Anchor="C, C'
O fset="0,0" String="9" Styl e="Font Nornal 12"/ >
<l mage | D="Tur nsToConpl et eDescArr ow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0,0" Size="20, 16"
Anchor="L,C" Ofset="2,0"/>
<l mage | D="Tur nsToConpl et eAsScAr r ow'
Texture="Control s_ButtonExtendSmal | 2" TextureO fset="0, 60" Size="20, 16"
Anchor="L,C" Ofset="2,-5"/>
</ Gi dButton>
</ St ack>
<!-- Destination List -->
<Scrol | Panel | D="Rout eChoi ceScrol | Panel" Anchor="L, T"
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O fset="0, 54" Size="parent, parent-54" Vertical ="1" AutoScroll Bar="1"
Aut 0oSi zeScrol | Bar="1">
<Scrol | Bar Style="Scroll Vertical Backi ng" Anchor="L, T"
Col or =" 28, 60, 90, 255" COffset="-6,2">
<Thunmb Styl e="Scrol | ThunbAlt" Col or="28, 60, 90, 255" />
</ Scrol | Bar >
<l-- Destination Stack -->
<Stack | D="Rout eChoi ceSt ack" Anchor="L, T" O fset="5,0"
St ackG owt h="Down"/ >
</ Scrol | Panel >
</ Cont ai ner >
<!-- Bottom Divider -->
<Gid Size="parent+5,10" Anchor="C B" O fset="0,-8"
Style="Divider3Gid" />
</Gid>
</ St ack>
</ Cont ai ner >
<!-- Header container-->
<Gid | D="Header BannerG'i d" Size="400,60" O fset="3,-25"
Styl e="Header Banner Left" ConsuneAl | Mouse="1">
<Label |D="Header OiginText" Size="200, 50" O fset="0,7" Anchor="C T"
Styl e="Font Fl ai r 16" Col or 0="0, 59, 77, 255" Snal | Caps="20"
Smal | CapsType="FirstOnly" String="$Origin To...$"/>
<Button | D="Header C oseButton" Size="32,32" O fset="10,-2" Anchor="R, T"
Texture="Controls_Cl oseButtonAlt"/>
</Gid>
<Tutorial |D="TutTradePanel" Style="Tutorial Container" AnchorSide="0Q I"
O fset="-280,190" TriggerBy="Tutorial TradePanel " >
<Sli deAni m Anchor="C, T" Start="30,0" EndCO fset="40,0" Cycl e="Bounce"
Functi on="Qut Quad" >
<Image Texture="Tutorial ArrowH" Ofset="0,0" Size="58,44" FlipX="1"/>
</ Sli deAni n»
</ Tutori al >
<Tutorial |D="TutTradeRoute" Style="Tutorial Container" AnchorSide="0QO 1"
O fset="-280, 250" TriggerBy="Tutorial TradeRoute" >
<Gid Style="Tutorial CalloutGid" Ofset="220,0">
<Label Style="Tutorial BodyText" String="LOC META 145b_BODY" />
</Gid>
<Sli deAni m Anchor="C, T* Start="30,0" EndCOfset="40,0" Cycl e="Bounce"
Functi on="Qut Quad" >
<Image Texture="Tutorial_ ArrowH Ofset="0,0" Size="58,44" FlipX="1"/>
</ Sl'i deAni n»
</ Tutorial >
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<Tutorial |D="TutBegi nRoute" Style="Tutorial Container" AnchorSide="0QO 1"
O fset="-260, 154" Tri gger By="Tut ori al Begi nRoute" >
<Gid Style="Tutorial CalloutGid" Ofset="220,0">
<Label Style="Tutorial BodyText" String="LOC META 145c_BODY" />
</Gid>
<Sli deAni m Anchor="C, T" Start="30,0" EndCfset="40,0" Cycl e="Bounce"
Functi on="Qut Quad" >
<Image Texture="Tutorial ArrowH Ofset="0,0" Size="58,44" FlipX="1"/>
</ Sl'i deAni n»
</ Tutorial >
</ Cont ai ner >
</ Sl'i deAni n»

<l-- .
<l-- I nst ances -->
<l-- -->
<l nstance Nane=" Rout eChoi cel nst ance" >

<Cont ai ner | D="Top" Size="375,110" O fset="0,2">
<G idButton |ID="Button" Size="parent, parent" Anchor="C, T">
<G i dDat a Texture="Destinati onChooser_Button"
StateOf fsetlncrenment="0, 76" SliceCorner="14, 14" SliceSi ze="19, 44"
SliceTextureSi ze="48, 76"/ >
<l-- Selector Brace -->
<Gid I D="Sel ect orBrace" Size="parent+4, parent+4" Anchor="C, C'
Texture="Controls_Sel ectorBrace" SliceCorner="29, 29" SliceSize="2,2"
Sli ceTextureSi ze="62, 62"/ >

<l-- Gty Banner -->
<Gid | D="Banner Base" Anchor="C, T"
Ofset="-1, 4" Si ze="parent - 10, 33"
Texture="Ci t yPanel _Banner Base" Sli ceCor ner="20, 10" SliceSi ze="160, 1"
SliceTextureSi ze="199, 33" Col or="150, 170, 100, 255" >
<Gid | D="Banner Dar ker "
Anchor="L, T" O fset="4,2" Si ze="parent - 8, parent - 10"
Texture="Ci t yPanel _Banner Dar ker" Sli ceCorner="95, 10" SliceSize="1, 1"
SliceTextureSi ze="191, 23" Col or="0, 0, 0, 100" />
<Gid | D="Banner Li ghter"
Anchor="L, T" O fset="4, 2" Si ze="parent - 8, parent - 10"
Texture="Ci t yPanel _BannerLi ghter" Sli ceCor ner="95, 10" SliceSize="1, 1"
Sl i ceTextureSi ze="191, 23" Col or =" 255, 255, 255, 255" />
<Gid Anchor="L, T" O fset="6, 2"
Si ze="parent - 10, parent - 8" Text ure="Ci t yPanel _Banner None"

SliceCorner="70, 10" SliceSize="1,1" SliceTextureSize="179, 20"
Col or =" 255, 0, 0, 255" />
<Label | D="Ci t yNane" Anchor="L, C'
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O fset="34,-2" Styl e="Font Fl ai r 16" Font Styl e=" St r oke"
Ef fect Col or="0, 0, 0, 25" String="$C t yNane$" Snmall Caps="20"
Smal | CapsType="EveryWrd" TruncateW dt h="225"/>
<Label | D="Tr adi ngPost | con" Anchor="L,C' O fset="10,-4"
Styl e="Font Nor mal 16" Font Styl e="Shadow' String="[1CON Tradi ngPost]"
Col or =" 255, 0, 0, 255" Effect Col or =" 255, 0, 0, 255" G adi ent Col or =" 255, 0, 0, 255" />
<Label | D="CityStat eQuestlcon” Anchor="L,C'" Ofset="-2,-12"
Styl e="Font Nor mal 16" Font Styl e="Shadow' String="[1CON CityStateQuest]"
Col or =" 255, 0, 0, 255" Effect Col or =" 255, 0, 0, 255" G adi ent Col or =" 255, 0, 0, 255" />
<Stack StackG owth="Left" Anchor="R C' Ofset="12,-4"
St ackPaddi ng="0">
<Label |D="TurnsToConpl ete" Anchor="C C' O fset="0, 0"
Styl e="Font Fl ai r 14" Font Styl e="Stroke" EffectCol or="0,0,0,25" String="??" />
<Label |D="TurnsToConpl etelcon"” String="[1CON Turn]" Anchor="C, C'
O fset="0,-1" Style="FontFl airl16" FontStyle="Stroke" EffectColor="0,0,0,25" />
</ St ack>
</Gid>
<!-- Resource Info -->
<Gid Size="parent-13, parent-45" Anchor="C B" O fset="-1,7"
Texture="Control s_|temContai ner" SliceCorner="8,8" SliceTextureSi ze="16, 16" >
<l-- Col um Background -->
<Box Si ze="50, parent" O fset="50,0" Color="0,0,0,22"/>
<Box Size="50, parent" O fset="150,0" Col or="0,0,0, 22"/>
<Box Si ze="50, parent" O fset="250,0" Col or="0,0,0,22"/>
<l-- <Box Size="50, parent" O fset="350,0" Color="0,0,0,22"/> -->
<Stack | D="ResourcelList" Anchor="L,C'" Ofset="4, 0"
St ackGrowt h="Bot t ont St ackPaddi ng="10"/>
</Gid>
</ Gi dButton>
</ Cont ai ner >
</l nstance>
<l-- Route Yields Instance -->
<l nst ance Name="Rout eYi el dl nst ance" >
<Stack ID="YieldStack" StackG owt h="Ri ght" StackPaddi ng="2">
<Cont ai ner Si ze="48, 20" >
<Label |1D="Yi el dFoodLabel " Col or="Food" Anchor="C, C' O fset="0, 0"
Styl e="Font Nor mal 12" Font Styl e=" Shadow' String="+15[1con_Food]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label 1D="Yi el dProducti onLabel " Col or="Production" Anchor="C, C'
O fset="0,0" Style="FontNornmal 12" Font Styl e="Shadow"
String="+15[1con_Production]"/>
</ Cont ai ner >
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<Cont ai ner Size="48, 20" >
<Label |1D="Yi el dGol dLabel" Col or="CGol d" Anchor="C, C' O fset="0, 0"
Styl e="Font Nor mal 12" Font Styl e="Shadow' String="+15[1con_Gold]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label |D="Yi el dSci enceLabel " Col or="Sci ence" Anchor="C C' O fset="0, 0"
Styl e="Font Nor mal 12" Font St yl e="Shadow' String="+15[1con_Sci ence]"/>
</ Cont ai ner >
<Cont ai ner Si ze="48, 20" >
<Label 1D="YieldCulturelLabel" Col or="Culture" Anchor="C, C'" Ofset="0,0"
Styl e="Font Nor mal 12" Font Styl e=" Shadow' String="+15[1con_Culture]"/>
</ Cont ai ner >
<Cont ai ner Size="48, 20" >
<Label |D="Yi el dFaithLabel" Col or="Faith" Anchor="C C' Ofset="0,0"
Styl e="Font Nor mal 12" Font Styl e="Shadow' String="+15[1con_Faith]"/>
</ Cont ai ner >
<Cont ai ner | D="Rout eRel i gi onCont ai ner" Si ze="56, 20" H dden="1">
<Cont ai ner Anchor="C, C' O fset="0,0" >
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