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RESTful API
Design

/game/createGame
/game/join/{gameld}/{playerName}
/game/start/{gameld}
/game/makeMove/{gameld}
/game/gamesState /{gameld}/{playerName}

/game/disconnectPlayer/{gameld} &
/reconnectPlayer/{gameld}
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Diagrammao Client
Architetturale: Sends HTTP requests
Client & Server Server/Setup
SeTUp ‘ REST Interface Initialization
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‘ HTTP Binding
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ROUTeS ‘ POST /createGame

HTTP Request [HTTP Response

‘ POST /fjoin

‘ POST /move

| POST /heartbeat

‘ POST /disconnectPlayer

‘ POST /reconnect

‘ GET /state
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Tes -‘-I n g Unit Test: MoveManager, GameManager,

PlayerManager
& Test di integrazione: full game simulation

Test di resilienza: disconnections, timeouts,
reconnections

V O ‘ id O -‘-i O n Strumenti: ScalaTest, curl, script Bash
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Final
Reflections

Project Strengths:
Robust architecture with clear modular
design
Immutable game-state model ensures
thread-safe, consistent updates

Separation of concerns across move logic,
state management, and disconnection
handling

Responsive and scalable under normal
load thanks to Scala + Akka HTTP



FUTure Develop a graphical or web-based Ul —
En hQ N Cemerﬂ's Improve accessibility and user engagement

Add persistent storage layer (e.g., database)
— Safeguard game state against crashes or
restarts

Address centralized server bottlenecks —
Adopt Akka Cluster for distributed scalability

With these enhancements, Rubamazzo is ready
to evolve from a prototype into a scalable,
production-grade platform.




Thanks!
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