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const Card *askForExchange (ServerPlayer *player,

*reason,

const char *expand pile = ""
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QList<ServerPlayer *> askForPlayersChosen(ServerPlayer *player, const

QList<ServerPlayer *> &targets, const char *reason,int min num = 0,

int max num = 2, const char *prompt = ""

, bool notify skill = false);
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QList<const Card*> askForCardsChosen(ServerPlayer *chooser,

ServerPlayer *choosee, const char *handle string, const char

*reason) ;
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AskForMoveCardsStruct askForMoveCards (ServerPlayer *zhuge, const
QList<int> &upcards, const QList<int> &downcards, bool visible, const
char *reason, const char *pattern, const char *skillName, int
min num, int max num, bool can refuse = true, bool moverestricted =

false, const QList<int> &notify visible list = QList<int>());
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void notifyMoveToPile(ServerPlayer *player, const QList<int>
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QList <int> notifyChooseCards(ServerPlayer *player, const QList<int>

&cards, const char *reason, Player::Place notify from place,

Player::Place notify to place, int max num, int min num = 0, const
char *prompt = "",const char *pattern = "");
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DynamicPriority
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if spec.dynamic priority and type(spec.dynamic_priority) == "table"
then
for e,v in pairs(spec.dynamic_priority)do
skill:insertPriority(e,v)
end
end
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dynamic _priority = {
[sgs.EventPhaseStart] = 3,
[sgs.DamageCaused] = 2,

[sgs.Dying] = -
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local room = R
local player = P
room:askForChoice(player,"someSkill","choicel+choice?2 |
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