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switch

@verride
public AbstractActor.Receive createReceive() {
return receiveBuilder()
. mat ch(ConnectInfo.class, ¢ -> {
if(c.getCOnd()== Connect I nfo. Crd. CONNECT) {
sessi onMyr . put (c. get Sessi onl d(), c. get WSender ());
| og.info("user connected:"+c. getSessionld());
}else if(c.getCmd()== Connectl| nfo. Cnd. DI SCONET) {
sessi onMyr. renmove(c. get Sessionld());
Pl ayer renpveUser = new Pl ayer();
renmoveUser . set Sessi on(c. get Sessionld());

i f(c.getTabl eNo()>0){

findTabl eByl D(c. get Tabl eNo()).tel |l (new Seat Qut (renpveUser), Act or Ref. noSender ());
}el se{

findTabl eALL().tell (new Seat Qut (renoveUser), Act or Ref. noSender ());
}

I og.info("user disconnected:"+c.getSessionld());
}
sessi onMyr. put (c. get Sessi onl d(), c. get WSender ());
9]
. mat ch(Tabl eCreate. cl ass, t->{
/] Create a table under the Iobby, if you have an Actor named Tabl eManagenent, you can nove

easily.
String tableU D = "table-" + t.getTableld();
if(t.getCnd() == Tabl eCreate. Crd. CREATE) {
Actor Ref tabl eActor = getContext().actorOf( Tabl eActor.props(t,this.getSelf() ), tableUD);
tabl eActor.tell (t, ActorRef.noSender());
}
b
. mat ch(Joi nGane. cl ass, j->{
joi nGanmeTabl e(j . get Tabl el d(),].getNane(),].getSession());
b
. mat ch( MessageWs. cl ass, m >{
send(m get Sessi on(), m get GaneMessage());
9]
.build();
}
ActorPath
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Lobby a; LobbyActor a;

a.getTable(1).getTableName(); = TableActor b;

b.tell("some ask",a)

oop .- 7.
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Ask

private ActorRef findTableBylD(int tablelD) throws Exception {
String tabl eActorPath = "/user/| obby/tabl e-"+tabl el D
Act or Sel ection tabl eSel ect = this.getContext().actorSel ection(tableActorPath);
FiniteDuration duration = FiniteDuration.create(1l, TinmeUnit.SECONDS);
Fut ure<Act orRef > fut = tabl eSel ect. resol veOne(duration);
Actor Ref tableActor = Await.result(fut, duration);
return tabl eActor;

Act or Ref soneActor = system ActorOf(........ );
soneActor.tell ("sone message",null);

tell

Lock/Unlock

Act or Sel ection | obbyActor = system Actor Sel ecti on("user/| obby");
| obbyActor.tell ("sonme nessage”, null);

/1
Act or Sel ection tabl eAl | Actor = system Actor Sel ection("user/| obby/table/*");
tabl eAll Actor.tell ("sonme nessage”, null);
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<dependency>
<groupl d>or g. spri ngf ramewor k. boot </ gr oupl d>
<artifactld>spring-boot-starter-websocket</artifactld>

</ dependency>

<dependency>
<groupl d>or g. webj ar s</ gr oupl d>
<artifactld>webjars-locator-core</artifactld>

</ dependency>

<dependency>
<gr oupl d>or g. webj ar s</ gr oupl d>
<artifactld>sockjs-client</artifactld>
<version>1. 0. 2</ ver si on>

</ dependency>

<dependency>
<gr oupl d>or g. webj ar s</ gr oupl d>
<artifactld>stonp-websocket</artifactld>

<versi on>2. 3. 3</ versi on>
</ dependency>

Stomp Spring .

: https://spring.io/guides/gs/messaging-stomp-websocket/
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public class WebSocket Event Li st ener {
@\ut owi red
Lobby | obby;

@\ut owi r ed
private ActorSystem system

private static final

@\ut owi red
private SinpMessageSendi ngOper ati ons nessagi ngTenpl at e;

@vent Li st ener
public void handl ewebSocket Connect Li st ener ( Sessi onConnect edEvent event) {
| ogger.info("Received a new web socket connection");

}

St onpHeader Accessor header Accessor = St onpHeader Accessor. w ap(event. get Message());

String sessionld = header Accessor. get User (). get Name();

@tvent Li st ener
voi d handl eSessi onConnect edEvent ( Sessi onConnect edEvent event) {
/] Get Accessor

}

St onpHeader Accessor sha = St onpHeader Accessor. w ap(event. get Message());

String sessionld = sha. get User (). get Nanme();

/1 OOP VS MESSAGE

Logger | ogger = LoggerFactory. getLogger (WebSocket Event Li st ener. cl ass);

/] #0OOP - It's sinple to develop locally, but many things need to change in order to be extended
remotely.
| obby. addSender ( sessi onl d, messagi ngTenpl ate) ;

/| #ACTOR - This can be extended to renote w thout inplenentation changes.

Act or Sel ection | obby = system actorSel ecti on("/user/|obby");

| obby. tel | (new Connect | nfo(sessi onl d, nessagi ngTenpl at e,

/1
Il
11
/1

Suppose you create several child actors under table.
You can send a nessage to all
This is very useful.

Sarmeple Cnd :

@vent Li st ener

public voi d handl ewebSocket Di sconnect Li st ener ( Sessi onDi sconnect Event event) {
header Accessor = StonpHeader Accessor.w ap(event. get Message());
String username = (String) headerAccessor. get Sessi onAttributes().get("usernane");

noSender ());

}

St onpHeader Accessor

String session = header Accessor. get User (). get Nane();

if(username !'= null) {

}

| ogger.info("User Disconnected : + usernane);

GaneMessage ganeMessage = new GaneMessage();

ganeMessage. set Type( GaneMessage. MessageType. LEAVE) ;

ganeMessage. set Sender (user nane) ;

/I messagi ngTenpl at e. convert AndSend( "/t opi c/ public", gameMessage);

/'l #0OP
| obby. r emobveSender (sessi on) ;

/'l #ACTOR
Act or Sel ection | obby = system actor Sel ecti on("/user/| obby");

Connect | nf o. Crd. CONNECT) ,

children with the foll ow ng commands.

Act or Sel ection | obby = system actorSel ection("/user/table/*");

Act or Ref . noSender ());

| obby. tell (new Connect | nfo(sessi on, nessagi ngTenpl ate, Connect| nfo. Cnd. DI SCONET), Act or Ref.



® https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/config/WebSocketConfig.java
® https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/controler/ws/WebSocketEventListener.java

@ontroller
@uppr essWar ni ngs(" Duplicates")
public class GaneController {

private static final Logger |ogger = LoggerFactory. getLogger(GaneController.class);

@kssageMappi ng("/ gane.req")
@endTo("/topic/public")
public GameMessage ganmeReq( @ayl oad GaneMessage ganeMessage,
Si npMessageHeader Accessor header Accessor) {

String sessionld = header Accessor. get User (). get Nanme();
| ogger.info("GaneMsg: " + ganeMessage );

String ganmePacket = ganeMessage. get Content ();

String splitMessage[] = gamePacket.split("!!");

String userName = header Accessor. get Sessi onAttributes().get("usernane").toString();
String userSession = headerAccessor. getUser().getNanme();

bj ect obj Tabl eNo = header Accessor. get Sessi onAttributes().get("tabl eNo");
I nteger tabl eNo = obj Tabl eNo! =nul | ? (I nteger)obj TableNo : -1;

® https://github.com/psmon/gameweb/tree/master/src/main/java/com/vgw/demo/gameweb/message
® https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/controler/ws/GameController.java

JS

var stompCient = null;

function set Connect ed(connected) {
$("#connect") . prop("di sabl ed", connected);
$("#di sconnect"). prop("di sabl ed", !connected);
if (connected) {
$("#conversation").show();

}

el se {
$("#conversation"). hide();
sceneControler('intro');

}

$("#greetings").htm ("");


https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/config/WebSocketConfig.java
https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/controler/ws/WebSocketEventListener.java
https://github.com/psmon/gameweb/tree/master/src/main/java/com/vgw/demo/gameweb/message
https://github.com/psmon/gameweb/blob/master/src/main/java/com/vgw/demo/gameweb/controler/ws/GameController.java

function connect() {
var socket = new SockJS('/ws');
stonpd i ent = Stonp.over(socket);
stonpd i ent.connect ({}, function (frame) {
set Connect ed(true);
consol e. l og(' Connected: ' + frane);

/1 for broad cast
stonpd i ent.subscribe('/topic/public', onMessageReceived );

/1 for send to some
stonpd i ent. subscribe('/user/topic/public', onMessageRecei ved );

var usernane=$("#nanme").val ();
i f (usernane. | engt h<1) {user name="Unknown"};
/1 Tell your usernanme to the server
stonpd i ent.send("/app/| obby. addUser",
{}
JSON. stringify({sender: usernanme, type: '"JON})
)
1)
}

function disconnect () {
if (stomplient !'== null) {
stonpd i ent. di sconnect ();
}
set Connect ed(f al se);
consol e. | og("Di sconnected");

}

function joinTabl e(tabl eNo) {
stonpd i ent.send("/app/ ganme. req",

{1
JSON. stringify({content: 'join',nunml:tableNo, type: 'GAME })

}

function seat Table() {
stonpd i ent.send("/app/ gane.req",

{r
JSON. stringify({content: 'seat', type: 'GAME })

functi on sendChat Msg() {
var content = $('#ganensg').val ();
stonpd i ent.send("/app/ hell 0",

{1
JSON. stringify({content: content, type: 'CHAT })

}

functi on sendGaneMsg() {
var content = $('#ganensg').val ();
stonpd i ent.send("/app/ gane. req",

{1
JSON. stringify({content: content, type: 'GAME })

}

functi on sendGneAction(action) {
var content = $('#ganensg').val ();
stonpd i ent.send("/app/ ganme. req",
{}

JSON. stringify({content: action.content, numl: action. numl, nun2: acti on. nun®,

}

functi on showG eeting(nessage) {

type:

"ACTION })



$("#greetings").append("<tr><td>" + nessage + "</td></tr>");

}

functi on onMessageRecei ved( payl oad) {
var nessage = JSON. parse( payl oad. body);

var nessageEl enent = docunent.createElenent('li');
if(nmessage.type == "JAN) {
showG eeting(' Wl cone ' + nmessage. sender)
} else if (nessage.type == 'LEAVE ) {
showG eeti ng(message. sender + 'left!")
} else if(nessage.type == ' GAME ){

nessageCont r ol er (nessage) ;
|/ showGr eet i ng( nessage. content);
} el se{
showGr eet i ng( message. content);
}
}

$(function () {
$("fornm).on(' submt', function (e) {
e. prevent Def aul t ();
1)
$( "#connect" ).click(function() { connect(); });
$( "#disconnect” ).click(function() { disconnect(); });
$( "#send" ).click(function() { sendGanmeMsg(); });

IoF
Js .

4
® connect:
® disconnect :
® onMessage :
® send:

® https://github.com/psmon/gameweb/blob/master/src/main/resources/static/app.js
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Akka TestKit

TestCase


https://github.com/psmon/gameweb/blob/master/src/main/resources/static/app.js
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i nport akka. actor. Act or Ref ;

i mport akka. actor. Actor System

inport akka.testkit.javadsl.TestKit;

inport org.junit.Afterd ass;

import org.junit.Befored ass;

inmport org.junit. Test;

inmport org.junit.runner. RunWth;

i mport org.springfranework. boot.test.context. SpringBoot Test;
i nport org.springframework.test.context.ContextConfiguration;
import org.springfranework.test.context.junit4. SpringRunner;
import java.tinme.Duration;

@RunW t h( Spri ngRunner. cl ass)

@pr i ngBoot Test

@Cont ext Confi guration(cl asses = AppConfi guration.cl ass)
@uppr essWar ni ngs(" Duplicates")

public class SessionTest {

static ActorSystem system

@Bef ored ass
public static void setup() {
system = Actor Systemcreate();

}

@\fterd ass

public static void teardown() {
Test Ki t . shut downAct or Syst en(system) ;
system = nul | ;

}

@est
public void testlt() {
new TestKit(system {{

final ActorRef |obbyActor = system actor Of (LobbyActor. props(), "I obby");

final String testSessionlD = "jaskfjkjaslfalsf";

/| Create Tabl eAct or

for(int i=0;i<10;i++){
| obbyActor.tell ( new Tabl eCreate(i,"table-"+i , Tabl eCreate. Cnd.
expect Msg( Dur ati on. of Seconds(1), "created");

}

/1 Try Connect
| obbyActor.tell (new Connect | nfo(testSessionlD, null, Connectlnfo.Cnd.
expect Msg( Dur ati on. of Seconds(1), "done");

/1 Find User
| obbyActor.tell (new Connect | nfo(testSessionlD, null, Connectlnfo. Crd.
expect Msg( Dur ati on. of Seconds(1), "User exists");

/1 Join Table : Forward Check , |obby->tabl e->game->get Ref ()
| obbyActor.tell (new Joi nGane(1,"test", testSessionlD),getRef() );
expect Msg( Dur ati on. of Seconds(1), "joined");

/1 Try Disconnect
| obbyActor.tell (new Connect | nfo(testSessionlD, null, Connectlnfo. Crd.
expect Msg( Dur ati on. of Seconds(3), "done");

/1 Find Again
| obbyActor.tell (new Connect | nfo(testSessionlD, null, Connectlnfo.Cnd.
expect Msg( Dur ati on. of Seconds(1), "User does not exist");

1

CREATE) , get Ref () );

CONNECT) , get Ref () ) ;

FIND), getRef ());

DI SCONET) , get Ref ()) ;

FIND), getRef ());
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® https://getakka.net/articles/intro/what-are-actors.html
® https://doc.akka.io/docs/akka/2.5/general/addressing.html - Actor Path
® https://www.baeldung.com/akka-with-spring
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