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ARCHITETTURA DEL SISTEMA
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HTTP
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DESIGN

STRUTTURA DEL INTERAZIONE DEL
BACKEND SISTEMA



DESIGN DI GAME — MODELLO DEI DATI

AccessibilitySettings

- darkMode: boolean

- colorblindMode: boolean

MatchState

PLAYING

MatchStatus

- matchState: MatchState
- players: List<Player>

- nextPlayer: String

VICTORY
DRAW

Hints

- rightPositions: byte

- rightColours: byte

- abandoned: boolean

+ changeNextPlayer(player)

+ changeTurn()

Match

Attempt

- colorSequence: List<String>
- madeBy: String

- hints: Hints

+ computeHints(secretCode)

+ ATTEMPTS: byte

- matchlD: UUID

- matchStatus: MatchStatus

- madeAttempts: List<Attempt>

- secretCode: SecretCode

+ tryToGuess(attempt)

Player

- username: String

- email: String

‘ - password: String

- profilePicturelD: byte

- disabled: boolean

- refreshToken: String

- settings: AccessibilitySettings

+ disable()

+ verifyPassword(clearPassword)

SecretCode

-

+ COLOR_SEQUENCE_LENGTH
- possibleColours: List<String>

- colorCode: List<String>

- generateColorSequence(): List<String>




DESIGN DI GAME = STRUTTURA

MessageType

User-related types
Game-related types

Settings-related types

Stats-related types

<<Interface>>
Manager

+ init()
+ initForTesting()

+ getManagementCallbacks()

A

RPCServer

AbstractManager

DBSingleton

- callbacksMap: Map<MessageType, Function<S,S>>

# database: MongoDatabase

- startServer()

- createCallbackMap(channel: Channel)

SettingsController

(1% settings AP| methods

+ init()
+ initForTesting()

+ getManagementCallbacks()

- database: MongoDatabase

- testDatabase: MongoDatabase

- getinstance()
+ getDatabase()

+ getTestDatabase()

GameLogicController

GameManager

UserManager

+ game logic APl methods

UserController

+ getManagementCallbacks

+ getManagementCallbacks

+ user APl methods

StatsController

+ stats APl methods

DBManager

- collection: MongoCollectioncDocument>
- kclass: Class<T>

- ID_FIELD: String

+ methods for CRUD operations




DESIGN DI WEBSERVICE — STRUTTURA

NotificationService

- matchPlayersMap, playersSocketMap: Map<S, Set<S>>
- playersStatusMap: Map< String, String>

+ some WebSocket addresses: String

+ start()

WebServer

- LISTENING_ PORT: short
+ BASE_ADDRESS: String

+ start()

- broadcastStateChange(originPlayer)
- notify(matchlD, originPlayer, notificationData)

- createCommunicationRoom(matches)

- baseRouter(): Router
- getProtectedRouter(): Router
- getEventBusRouter(): Router

- getdwtAuthProvider(): JWTAuth

RoutesConfigurator

# router: Router

RPCClient # vertx: Vertx

+ call(messageType, message, responseConsumer)

< """""" # gameBackend: RPCClient

MessageType

User-related types

Game-related types

+ configure(): Router

# backendHandler(messageType, message, biConsumer)

T

Settings-related types
Stats-related types

Websocket-related types

UserRoutesConfigurator

GameRoutesConfigurator

SettingsRoutesConfigurator

StatsRoutesConfigurator

+ configure(): Router

+ configure(): Router

+ configure(): Router

+ configure(): Router




DESIGN — INTERAZIONE DEL SISTEMA PER LA RICERCA DI UNA PARTITA

NOTIFICATION
SERVICE

CLIENT

WEBSERVICE

set the authorisation

header with the
access token

POST /api/protected/game/searchMatch

send a newMatch notification

end POST request with match's data Z RO RO e e 2 .
and either HTTP code 201 or 200 ‘ :

call(SEARCH_MATCH, msg)

RABBIT

notify other clients that a new
public match is being created

GAME

forward msg

reply with a result that depends

on the current game state

SEARCH_MATCH
callback



DETTAGLI IMPLEMENTATIVI

-

RABBITMQ COMUNICAZIONE WEBSOCKET API| REST
CON PATTERN RPC LATO BACKEND CON SPECIFICA FORMALE



RABBITMQ

RPCClient RPCServer



COMUNICAZIONE WEBSOCKET

Server - Client

NEW_MOVE - NEW_MATCH -- LEAVE_MATCH

CREATE_ROOM

Client = Server (- Client)

WS _PLAYER_REGISTRATION
(register client, send current state)

(Client_Registered WS_PLAYER_STATUS
L (update state, propagate to others)

WS_PLAYER _DISCONNECTION
(identify client, notify others)




AP]

RESTfuI

Autenticazione JWT

Operazionirelative
agli utenti ed al gioco



GESTIONE DEI PROBLEMI DI RETE

FRONTEND BACKEND

Perdita dell’accesso Client non piu
allarete raggiungibile

Server

non raggiungibile
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ESEMPI D'USO - UTENTE
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ESEMPI D'USO - GIOCATORE
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