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146
147

void OnLogin(const Ptr<Session> &session, const Json &msg) {
/*x OAIX] &4
{"name": "blahblah"}
*/

if (not msg.HasAttribute(''name") or not msg['name"].IsString()) {
LOG(ERROR) << "OnLogin: name is not set";
return;

¥

const std::string name = msg['name"].GetString();

AccountManager: :CheckAndSetLoggedInAsync(

name,

session,

[1(const string &name, const Ptr<Session> &session, bool success) {

if (not success) {

LOG(ERROR) << "User(" << name << "): failed to login.";
session—>Close();
return;

OnLoginComplete(name, session);

});



114
115
116
117
118
119
120
121

void OnLoginComplete(const string &name, const Ptr<Session> &session) {
Ptr<User> user = User::FetchById(name);
if (not user) {
user = User::Create(name);
user—>SetRating(1400.0);
¥

JoinMatchmaking(name, user—->GetRating());



// “user’ £ ‘match® of E2X| &l
bool CheckMatch(const MatchmakingServer::Player &user,
const MatchmakingServer::Match &match)
// ELO 2[0|&! XtO|7} 1000|5tY wHZt OiX| 3HE

I double r1 = match.players[0].context["user_data"]["rating"].GetDouble();

double r2 = user.context["user_data"]["rating"].GetDouble();
double gap = rl1 - r2;
return gap < 100.0 and -100.0 < gap;

// "JoinMatch" O|F0| &=
MatchmakingServer: :MatchState CheckCompletion(
const MatchmakingServer::Match &match) {
if (match.players.size() == 2) {
return MatchmakingServer::kMatchComplete;
b
// We need more players to make a match.
return MatchmakingServer: :kMatchNeedMorePlayer;



102 std::vector<std::string> dedicated_server_args;

103

104 ’ std::vector<std::string> user_list;

105 std::vector<fun::Json> user_data;

106 for (const auto &user : match.players) {
107 fun::Json user_json;

108 user_json.SetObject();

109 user_json["x"] = "y"; // dummy

110 user_json["id"] = user.id;

111 user_list.push_back(user.id);

112 user_data.emplace_back(user_json);

113 match_data["Users"].PushBack(user_json);
114 ¥

115

116 H+ DLOG(INFO) << "Spawning Match(" << match.match_id -
119 // Just send users to the dedicated server.
120 // (Assume that the "id" is corresponding to the account id of the user.)
121 fun::DedicatedServerManager: :Spawn (

122 match.match_id,

123 match_data,

124 dedicated_server_args,

125 user_list,

126 user_data,

127 OnDedicatedServerSpawned);

128 s



void OnMatchResultReceived(const fun::Uuid &match_id,
const fun::Json &data,
bool success) {

# if (not success) {-

by

¥ LOG(INFO) << "Match(" << match_id << "): finished with result: "=
£ if (not data.HasAttribute("result", fun::Json::kObject) -
b

const std::string winner = data["result"]["winner_uid"].GetString();
const std::string loser = data["result"]["loser_uid"].GetString();

- fun::Event::Invoke([winner, loser]() {
// X OIO|EHHE 7IX™2tM ELO rating ¥CIO|E
Ptr<User> win_user = User::FetchById(winner);
Ptr<User> lose_user = User::FetchById(loser);
- if (not win_user || not lose_user) {
LOG_IF(ERROR, not win_user) << "User(" << winner << ") not found.";
LOG_IF(ERROR, not lose_user) << "User(" << loser << ") not found.";
return;




// ELO rating XA

double r1 = win_user—->GetRating();
double r2 = lose_user—->GetRating();
double R1 = std::pow(10.0, rl / 400.0);
double R2 = std::pow(10.0, r2 / 400.0);
double E1 = R1 / (R1 + R2);
double E2 = R2 / (R1 + R2);
100 double rl_new = rl1 + 32.0 x (1.0 - E1);
101 double r2_new = r2 + =-32.0 % E2;
102
103 win_user—>SetRating(rl_new);
104 lose_user—>SetRating(r2_new);
105
106 |- LOG(INFO) << "Winner(" << winner << "): rating changed from "
107 << rl << " —> " << rl_new;
108 |- LOG(INFO) << "Loser(" << loser << "): rating changed from "
109 << r2 << " —> " << r2_new;
110 1)
111 +
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