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00 C# .-



nanmespace Bl azor Chat App. Shar ed

{

public class ChatData

{

}

public class Userlnfo

{
public string Id { get; set; }
public string Name { get; set; }
public string Color { get; set; }

}

public class Roomnl nfo

{
public string Id { get; set; }
public string Name { get; set; }

}

public class UpdateUserPos : Userlnfo

public double PosX{get; set; }
public doubl e PosY{get; set; }

public class Chat Message

{
public Userlnfo From{ get; set; }
public string Message { get; set; }
}
public class Joi nRoom
{
public Room nfo Roominfo { get; set;
public Userinfo Userinfo { get; set;
}
public class SyncRoom
{
public Room nfo Roomi nfo { get; set;
public Userlnfo Userinfo { get; set;
}
public class LeaveRoom
{
public Room nfo Room nfo { get; set;
public Userinfo Userinfo { get; set;
}

public class BaseCnd
{

}

public string Command {get;set; }

public class RoonCnd : BaseCnd

{
public Userlnfo Userlnfo{ get; set; }

public object Data{get;set; }



® Cilent To Server :
® Server ToClient: , .

usi ng System Col | ecti ons. Generi c;
usi ng Syst em Thr eadi ng. Tasks;

usi ng Akka. Actor;
usi ng Bl azor Chat App. Shar ed;
using M crosoft. AspNet Core. Si gnal R

nanmespace Bl azor Chat App. Server. Hubs

{
public class ChatHub : Hub
{
private ActorSystem actor System
private ActorSel ection roomActor;
publ i c Chat Hub( Act or System _act or Syst en)
{
actor System = _actor System
roomAct or = actor System Act or Sel ecti on("user/roonl");
}
// Cient To Server
public async Task Jol nRoon{Joi nRoom j oi nRoom)
{
roomAct or. Tel | (j oi nRoon) ;
}
public async Task SyncRoom( SyncRoom syncRoom)
{
roomAct or . Tel | (syncRoon) ;
}
public async Task LeaveRoon(LeaveRoom | eaveRoon)
{
roomAct or. Tel | (I eaveRoon) ;
}
public async Task Updat eUser Pos(Updat eUser Pos updat eUser Pos)
{
roomAct or. Tel | (updat eUser Pos) ;
}
/1 Server To dient : RoomActor Hub Context
}



using System

usi ng System Col | ecti ons. Generi c;
usi ng System Ling;

using System Text.Json;

usi ng Syst em Thr eadi ng. Tasks;

usi ng Akka. Actor;
usi ng Akka. Event;

usi ng Bl azor Chat App. Shar ed;

using Mcrosoft. AspNet Core. Si gnal R;
using M crosoft. AspNet Core. Signal R Cient;
using M crosoft. Extensions. Dependencyl nj ecti on;

nanmespace Bl azor Chat App. Server. Hubs

{

public class RoomActor : ReceiveActor

{ private readonly |Loggi ngAdapter |og = Context. GetLogger();
public Dictionary<string, Updat eUser Pos> users = new Di cti onary<string, Updat eUser Pos>();
private string roonmNane;

private int userAutoNo = 0;

private readonly | Servi ceScopeFactory scopeFactory;

Random r andom= new Randon{);

public RoomActor(string _roonName, | ServiceScopeFactory _scopeFactory)

{

scopeFactory = _scopeFactory;
roomNane = _roonNane;
I 0g. I nfo($"Create Roon{roonmNane}");

Recei ve<RoonCnd>(crmd => {
| og. I nfo("Received String nessage: {0}", cnd);
/1 Sender . Tel | (message) ;

IO N

Recei ve<Joi nRoon>(async cmd => {
user Aut oNo++;
string jsonString = JsonSerializer.Serialize(cnd);
I og. I nfo("Recei ved Joi nRoom nessage: {0}", jsonString);
string RandonCol or = string. Format("#{0:X6}", random Next (OxFFFFFF));

UserInfo userlnfo = new Userlnfo()

{
I d=cnd. User I nfo.ld,
Nane=$" User - { user Aut oNo} ",
Col or =Randontol or
}
Updat eUser Pos updat eUser Pos= new Updat eUser Pos()
{
| d=cnd. UserInfo.ld,
Name=$" User - { user Aut oNo} ",
PosX=r andom Next Doubl e() *300+20, PosY=r andom Next Doubl e() *300+20,
Connectionld = cnd. Connectionld
}

users[cnd. Userlnfo.ld] = updateUser Pos;



1)

awai t OnJoi nRoon{ cnd. Room nfo, userlnfo, updateUserPos);

Recei ve<SyncRoon®(async cmd => {

1)

user Aut oNo++;
string jsonString = JsonSerializer.Serialize(cnd);
I og. I nfo("Recei ved SyncRoom nessage: {0}", jsonString);

Li st <Updat eUser Pos> updat eUser PosLi st = users. Val ues. ToLi st ();
//awai t hubConnecti on. SendAsync(" OnSyncRooni', cnd. User| nfo, updateUserPosLi st);
string RandonCol or = string. Format("#{0:X6}", random Next (OxFFFFFF));

UserInfo userinfo = new Userlnfo()

{
I d=cnd. UserInfo.ld,
Nane=$" User - { user Aut oNo} ",
Col or =Randontol or

s

awai t OnSyncRoon{user| nfo, updateUserPosList);

Recei ve<Chat Message>(async cnd => {

1)

user Aut oNo++;
string jsonString = JsonSerializer.Serialize(cnd);
I og. I nfo("Recei ved Chat Message nessage: {0}", jsonString);

Chat Message chat Message = new Chat Message()

{
From = cnd. From
Message = cnd. Message

1

awai t OnChat Message( chat Message) ;

Recei ve<Updat eUser Pos>(async crmd => {

1)

string jsonString = JsonSerializer.Serialize(cnd);
| og. I nfo("Recei ved Updat eUser Pos nessage: {0}", jsonString);

doubl e AbsPosX = users[cnd. | d] . PosX+cnd. PosX;
doubl e AbsPosY= users[cnd. | d]. PosY+cnd. PosY;

i f (users. Cont ai nsKey(cnd. 1d))

{
users[cnd. | d] . PosX=AbsPosX;
users[cnd. | d] . PosY=AbsPosY;

}
| 0og. I nf o($" Updat eUser : X=>{AbsPosX} Y=>{AbsPosY}");

Updat eUser Pos updat eUser Pos = new Updat eUser Pos()
{

Id = cnd. 1 d,

Nanme = cnd. Nane,

PosX = cnd. PosX,

PosY = cnd. PosY,

AbsPosX = AbsPosX,

AbsPosY = AbsPosY
I

awai t OnUpdat eUser Pos(updat eUser Pos) ;

Recei ve<Di sconnect >(async cnd => {

string jsonString = JsonSerializer.Serialize(cnd);
| og. I nfo(" Recei ved Di sconnect message: {0}", jsonString);



var di sconnect User = users. Val ues. Where(e=> e. Connecti onld == cnd. Connectionld).
FirstODefault();

i f(disconnectUser != null)
{ i f (users. Cont ai nsKey(di sconnect User. | d))
{ users. Remove(di sconnect User. 1 d);
var | eaveMsg = new LeaveRoon{)
{ UserInfo = new UserInfo(){ |d =disconnectUser.Id }
h
awai t OnLeaveRoon(| eaveMsg);
}

}
1)

Recei ve<LeaveRoon>(async cmd => {
string jsonString = JsonSerializer.Serialize(cnd);

| 0og. I nfo("Recei ved LeaveRoom nmessage: {0}", jsonString);

i f(users. Contai nsKey(cnd. Userlnfo.ld))

{
users. Renove(cnd. Userinfo.ld);
await OnLeaveRoon{cnd);
}
IOF
}
public async Task OnJoi nRoon{ Room nfo room nfo, Userlnfo user, UpdateUserPos updateUser Pos)
{
usi ng(var scope = scopeFactory. CreateScope())
{
var wsHub = scope. Servi ceProvi der. Get Requi r edSer vi ce<l HubCont ext <Chat Hub>>() ;
await wsHub. Clients. All.SendAsync(" OnJoi nRooni, room nfo, user, updateUserPos);
}
}
public async Task OnSyncRoon(Userlnfo user, List<UpdateUserPos> updateUserPos )
{
usi ng(var scope = scopeFactory. CreateScope())
{
var wsHub = scope. Servi ceProvi der. Get Requi r edSer vi ce<l HubCont ext <Chat Hub>>() ;
await wsHub. dients. All.SendAsync(" OnSyncRoon{, user, updateUserPos);
}
}
public async Task OnLeaveRoon( LeaveRoom | eaveRoon)
{
usi ng(var scope = scopeFactory. CreateScope())
{
var wsHub = scope. Servi ceProvi der. Get Requi r edSer vi ce<l HubCont ext <Chat Hub>>() ;
await wsHub. dients. All.SendAsync(" OnLeaveRoont', | eaveRoon);
}
}
public async Task OnUpdat eUser Pos( Updat eUser Pos updat ePos)
{
usi ng(var scope = scopeFactory. CreateScope())
{
var wsHub = scope. Servi ceProvi der. Get Requi r edSer vi ce<l HubCont ext <Chat Hub>>() ;
await wsHub. Clients. All.SendAsync(" OnUpdat eUser Pos", updat ePos);
}
}

public async Task OnChat Message( Chat Message chat Message)
{

usi ng(var scope = scopeFactory. Creat eScope())



var wsHub = scope. Servi ceProvi der. Get Requi r edSer vi ce<l HubCont ext <Chat Hub>>() ;
await wsHub. Cients. All.SendAsync(" OnChat Message", chat Message);

~ Blazor C#

C#



ChatRoom.razor

protected override async Task OnlnitializedAsync()

{
Logi nld = Guid. NewGui d().ToString(); /1 Fake Login 1D
hubConnecti on = new HubConnecti onBui | der ()
.WthUrl (_navi gati onManager . ToAbsol ut eUri ("/ chat hub"))
.Build();

hubConnect i on. On<Room nf o, Userlnfo, UpdateUser Pos>("OnJoi nRoont, (room user, pos) =>

{
Consol e. WiteLi ne($"Ws - OnJoi nRoont') ;
if(user.ld == Loginld)
{
Nanme = user. Nane;
RoomNane = room Nang;
St at eHasChanged() ;
}
el se
{
Bal | Fi el d. AddUser (user. 1d, user. Nane, pos. PosX, pos. PosY);
}
IO
hubConnecti on. On<User | nf o, Li st <Updat eUser Pos>>(" OnSyncRoon{, (user, updateUserPos) =>
{
Consol e. WitelLine($"Ws - OnSyncRoont') ;
if(user.ld == Loginld)
{
foreach(var pos in updateUser Pos)
{
Bal | Fi el d. AddUser (pos. 1d, pos.Nane, pos.PosX, pos.PosY);
}
}
IOF
hubConnect i on. On<Updat eUser Pos>( " OnUpdat eUser Pos", (userPos) =>
{
Bal | Fi el d. Updat eUser Pos( user Pos) ;
IOF
hubConnect i on. On<LeaveRoon>(" OnLeaveRoont, (roon) =>
{
Consol e. WiteLine($"W5 - OnLeaveRoont');
Bal | Fi el d. RenbveUser (room User | nfo. 1d);
B

awai t hubConnection. Start Async();

Joi nRoom sendMsg = new Joi nRoon()

{
Userinfo = new Userlnfo(){Nane="user", 1d= Loginld},
Roomnl nf o = new Rooml nf o() { Nanme="r oont"}

b

SyncRoom syndMsg = new SyncRoomn()

{
UserInfo = new Userlnfo(){Nane="user", |d= Loginld},
Roomnl nfo = new Room nf o() { Nanme="r oonil"}

b

awai t hubConnecti on. SendAsync("Jol nRoont, sendMsQ);

awai t hubConnecti on. SendAsync(" SyncRoont, syndMsg);



Blazor , Canvas()

C#

ChatRoom.razor

@si ng Bl azor. Ext ensi ons. Canvas
@si ng Bl azor. Ext ensi ons. Canvas. Canvas2D;

[ JSI nvokabl e]
public async Val ueTask Render|nBl azor (float tinmeStanp)

{
double fps = 1.0 / (DateTinme. Now - LastRender). Tot al Seconds;
Last Render = Dat eTi ne. Now;
awai t this.ctx.BeginBat chAsync();
await this.ctx.dearRectAsync(0, 0, BallField. Wdth, BallField.Height);
await this.ctx.SetFillStyl eAsync("#003366");
await this.ctx.FillRectAsync(0, O, BallField Wdth, BallField.Height);
awai t this.ctx.SetFont Async("26px Segoe U ");
await this.ctx.SetFillStyl eAsync("#FFFFFF");
await this.ctx.FillTextAsync("Blazor WebAssenbly + HTM. Canvas", 10, 30);
await this.ctx.SetFontAsync("16px consol as");
await this.ctx.FillTextAsync($"FPS: {fps:0.000}", 10, 50);
await this.ctx.SetStrokeStyl eAsync("#FFFFFF");
await this.ctx. Set Font Async("12px consol as");
await this.ctx. SetStrokeStyl eAsync("#FFFFFF") ;
foreach (var ball in BallField. Balls)
{
await this.ctx.FillTextAsync($"{ball.Nanme}", ball.X -10, ball.Y -20);
awai t this.ctx.Begi nPat hAsync();
await this.ctx.ArcAsync(ball.X, ball.Y, ball.Radius, 0, 2 * Math.PI, false);
await this.ctx.SetFillStyleAsync(ball.Color);
await this.ctx.FillAsync();
await this.ctx.StrokeAsync();
}
awai t this.ctx. EndBat chAsync();
}
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Html VS Canvas

Html VS Canvas

HtmI(DOM) CANVAS(Render Model)

HtmI5 : http://[psmon.x-y.net/pscoco/sample.html
JS Canvas.(html5ie6,7 ~)


http://psmon.x-y.net/pscoco/sample.html
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Pub/Sub Redis

Akka-Actor .

@ Node.js Socket.io
AkkaServerLess . / .

https://developer.lightbend.com/docs/akka-serverless/javascript/index.html

2D

® https://github.com/mizrael/BlazorCanvas - ( .)
® https://www.mapeditor.org/ - 2D


https://github.com/mizrael/BlazorCanvas
https://www.mapeditor.org/
https://developer.lightbend.com/docs/akka-serverless/javascript/index.html
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