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src.core.config package


Submodules




src.core.config.messages module

Module containing all possible messages that can be shared between instances
of server and clients. It stores byte messages in a private dictionary, and
ensures easy and safe access to them by providing function to get raw byte
message from the private dictionary given its name.


	
src.core.config.messages.get(name)

	Get message by its name.

Get raw byte string message given its name.


	Parameters

	name (str) – name of the message. Must be a valid key contained in
a private dictionary.



	Returns

	A byte string value stored under the given key in the _messages
dictionary



	Raises

	
	core.utils.exc.UnrecognizedVariableError – if the name of the


	message is not contained in the private messages dictionary















Module contents

Package containing shared configuration files and utilities that help with
managing the configuration.







          

      

      

    

  

    
      
          
            
  
src.core.utils package


Submodules




src.core.utils.exc module

Module containing exceptions raised in various scenarios during
execution of both client and server programs.


	
exception src.core.utils.exc.ProtocolError(*args)

	Bases: exceptions.Exception

Raised when any one of the parties observes that the other one
does not follow the protocol.






	
exception src.core.utils.exc.ServerUnreachableError(*args)

	Bases: exceptions.Exception

Raised in a situation when the server cannot be reached due
to any reason.






	
exception src.core.utils.exc.UnrecognizedVariableError(*args)

	Bases: exceptions.KeyError

Raised when during the access to a configuration variable a
wrong name is provided.






	
exception src.core.utils.exc.VariableNotSettableError(*args)

	Bases: exceptions.Exception

Raised when the configuration variable, which is not marked as
settable is being set.








src.core.utils.net_utils module

Module containing network utilities shared by both client and server.


	
src.core.utils.net_utils.receive(sock, size=1024)

	Receive a message via UDP socket.

Calls socket.recvfrom() function from the socket module.


	Parameters

	
	sock (socket.socket) – opened UDP socket


	size (int) – number of bytes to receive, defaults to 1024






	Returns

	A received message and the sender’s endpoint data, represented
by a tuple of address string and port integer value.










	
src.core.utils.net_utils.send(sock, msg_name, *recvs)

	Send a message via UDP socket.

Send a message to any number of recipients. Calls socket.sendto() function
from the socket module.


	Parameters

	
	sock (socket.socket) – opened UDP socket


	msg_name (str) – string value of the name of the message to send


	recvs – any number of endpoints (str address, int port) of the receivers















Module contents

Module containing core utilities for both client and server programs.







          

      

      

    

  

    
      
          
            
  
src.core package


Subpackages



	src.core.config package
	Submodules

	src.core.config.messages module

	Module contents





	src.core.utils package
	Submodules

	src.core.utils.exc module

	src.core.utils.net_utils module

	Module contents












Module contents

Package containing shared utilities for server and client programs, such as
common functions needed by both packages, configuration files and shared
exceptions. Split into two main packages: config and utils.







          

      

      

    

  

    
      
          
            
  
src.game_client.app package


Submodules




src.game_client.app.client module

Module containing main class for the client program.


	
class src.game_client.app.client.Client

	Bases: object

Class representing the client.

This class handles all managers’ initialization and startup.


	
start(graphics=True)

	Start the client.

Starts the client program. Instantiates connection with server and starts
a graphic manager. Keeps the server connection throughout whole duration of the
session.


	Parameters

	
	graphics – boolean value that indicates whether the client should run with


	user interface or only as a console application (graphical) – 






	Raises

	SystemExit – if connection to server could not be established.










	
stop()

	Exits the script by raising SystemExit.












src.game_client.app.main module

Module containing entry point for the client program.




Module contents

Package that groups together all main entry point utilities for the
client.







          

      

      

    

  

    
      
          
            
  
src.game_client.connection package


Submodules




src.game_client.connection.establisher module

Module containing ConnectionEstablisher class, which is responsible for
instantiating connection to the server by performing a three-way handshake
with it.


	
class src.game_client.connection.establisher.ConnectionEstablisher

	Bases: object

Class implementing connection establishment logic.

The class is responsible for establishing the connection to the server,
and the session with another remote machine via the server.


	
establish()

	Establish connection to the server and to the other remote player.

Tries to connect to the server by sending a request and waiting for a response.
If the server does not respond immediately, it means that there is no waiting
client on the server.
If the server responds in a desirable way, the three-way handshake is performed.


	Returns

	True if connection was successfully established, False otherwise.



	Raises

	
	core.utils.exc.ServerUnreachableError – if there was no response from the


	server or the server was full.


	core.utils.exc.ProtocolError – if the message received from the server


	was not recognized as the valid message.













	
sock

	










src.game_client.connection.manager module

Module containing ConnectionManager class, which takes care of the connection
after it has been established in the earlier stage, and maintains it throughout
the entire duration of the session. ConnectionManager runs as a separate thread
in the client program.


	
class src.game_client.connection.manager.ConnectionManager(sock)

	Bases: threading.Thread

Class responsible for managing the connection.

Class that takes care of the communication with the server after the connection
has been established. Must be created and used after the ConnectionEstablisher
succeeds in connecting. Extends threading.Thread.


	
run()

	Main function of the ConnectionManager class.

Manage the connection. This basically comes down to two main tasks: regularly
notifying the server that the client is still connected and receiving the
server’s orders in the meantime. The ‘IDLE’ message is being sent to the client
every few seconds.












Module contents

Package that includes connection establishment and management utilities for
the client program. It contains two modules: establisher.py and manager.py.
The establisher module contains definition of the ConnectionEstablisher class,
while the manager module contains definition of the ConnectionManager class.
The difference between the responsibilities of these two classes is mainly that
the ConnectionEstablisher class takes care of instantiating the connection,
making sure to follow the shared protocol, and the ConnectionManager handles
already established connection throughout the duration of the entire session.







          

      

      

    

  

    
      
          
            
  
src.game_client.graphics package


Submodules




src.game_client.graphics.graphics module

Module containing graphics utilities.


	
class src.game_client.graphics.graphics.GraphicsManager

	Bases: object

Class handling graphical interface of the program.


	
mainloop()

	










Module contents

Package containig graphical utilities.







          

      

      

    

  

    
      
          
            
  
src.game_client package


Subpackages



	src.game_client.app package
	Submodules

	src.game_client.app.client module

	src.game_client.app.main module

	Module contents





	src.game_client.connection package
	Submodules

	src.game_client.connection.establisher module

	src.game_client.connection.manager module

	Module contents





	src.game_client.graphics package
	Submodules

	src.game_client.graphics.graphics module

	Module contents












Submodules




src.game_client.conf module

User configuration file for the client.




src.game_client.setup module




Module contents

Package containing whole client program, including game logic, graphical interface
utilities, as well as connection establishing and managing.







          

      

      

    

  

    
      
          
            
  
src.server.app package


Submodules




src.server.app.main module

Module containing entry point for the server program.


	
src.server.app.main.main()

	






src.server.app.serv module

Main module for the Server class.


	
class src.server.app.serv.Server

	Bases: object

Class representing the server.

Class responsible for listening and managing clients. It handles their first
connections, establishes and runs session for each pair and keeps track of
whether any of the clients is still connected and active. In other words, the
Server class handles all communication protocols not directly connected with
a particular session, but rather with establishing it.


	
start()

	Start the server.

Run the pong_server’s main loop. There are two main tasks that the server does
during this function. First, it listens for incomming messages, then handles them
accordingly to their contents, and after that, it checks whether any of the
currently connected clients has disconnected.






	
stop()

	Stops the execution of a server by raising SystemExit.












Module contents







          

      

      

    

  

    
      
          
            
  
src.server.client package


Submodules




src.server.client.client module

Module containing Client and Clients class.


	
class src.server.client.client.Client(*args)

	Bases: object

Class representing single client connecting to the server.


	
ep

	Endpoint tuple.










	
class src.server.client.client.Clients

	Bases: list

Class representing the clients lists.

Stores clients as a server.client.client.Client objects.
Extends list type.


	
find_by_ep(ep)

	Find a client in the list knowing its endpoint data.
:param ep: endpoint data of the client to find

Returns:
client with the given endpoint, or None if none was found












src.server.client.connection module

Module containing Connection and Connections classes.


	
class src.server.client.connection.Connection(c1, c2=None)

	Bases: object

Class representing single connection.


	
other(c)

	Get the other side of the connection.

Given one of the parties of the connection, get the other one.


	Parameters

	c – given party



	Returns

	other party from the Connection










	
remove_client(c)

	Remove client.

Remove the client from the connection by placing None at its place.


	Parameters

	c – client to remove from the connection



	Raises

	ValueError – if the given client is not present in the connection.














	
class src.server.client.connection.Connections

	Bases: list

Class representing list of connections between clients. Connections are stored
as server.client.connection.Connection objects. There should not be more than
one one-end connection in the Connections list at once. This is considered as
improper behaviour.
Extends list type.


	
add_client(client)

	Add new client.

Add new pong_client to the list of connections, either by creating new one-end
connection for that particular cilent and appending it to the list in regular way,
or by matching the pong_client with some previously connected one, depending on
whether there is some one-end connection present.


	Parameters

	client – client to add



	Returns

	tuple containing both of the newly connected players if the addition was





performed by inserting the client into existing connection, None if the addition
was performed by appending the new one-end connection to the list.






	
append(x)

	Disable calling the regular append method, since the addition of new clients
should happen through the add_client() method.






	
get_pair_of(ep)

	Get a pair of the client with the given endpoint.


	Parameters

	ep – endpoint data of the client



	Returns

	other client from the connection pair containing the client with the given endpoint



	Raises

	ValueError – if no client with a given endpoint was found in active connections.
















Module contents

Package containing all client-connected utilities for the server.
This includes client and connection representations as objects.







          

      

      

    

  

    
      
          
            
  
src.server.session package


Submodules




src.server.session.session module

Module containing Session class for the server as well as game managing utilities.


	
class src.server.session.session.Session(c1, c2)

	Bases: object

Class representing a session. The session is a single established and
ongoing connection between two remote players.


	
game_func()

	




	
start()

	










Module contents

Module containing Session class.
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Subpackages
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	Submodules
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	src.server.app.serv module

	Module contents
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	src.server.client.connection module

	Module contents





	src.server.session package
	Submodules
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	Module contents












Submodules




src.server.conf module

User configuration file for the server.
If you want to change the configuration of the server, this is the right place to do so.


	
src.server.conf.MAX_CONNECTIONS = 3

	Maximal amount of time that must have elapsed for the client to be considered inactive
(in seconds).






	
src.server.conf.SERVER_PORT = 50000

	Maximal amount of concurrent connections. A connection here means the connection between
two remote clients, not the connection from one client to the server.








src.server.server_data module

Module containing all necessary pre-configuration utilities for the server.
Notice that no assignment of values takes place here. This module only
provides utilities needed for any such assignment to take place.
You should not make any changes to this code if you want to change the
pong_server configuration, because your changes would still be overwritten.


	
src.server.server_data.get(name)

	Get data from private dictionary given its name.


	Parameters

	name – key from the private dictionary under which the wanted value





is stored


	Returns

	value stored in a private dictionary under the given key










	
src.server.server_data.set(name, value)

	Set specific server configuration parameter to a given value.


	Parameters

	
	name – the name of the parameter (key from _server_data dictionary)


	value – value to be set






	Raises

	exc.VariableNotSettableError – if the parameter that you want to set






	was not configured to be writable.

	exc.UnrecognizedVariableError: if the name is not contained in the





private dictionary








src.server.setup module




Module contents

Main package for the pong_server program.







          

      

      

    

  

    
      
          
            
  
src package


Subpackages



	src.core package
	Subpackages
	src.core.config package
	Submodules

	src.core.config.messages module

	Module contents





	src.core.utils package
	Submodules

	src.core.utils.exc module

	src.core.utils.net_utils module

	Module contents









	Module contents





	src.game_client package
	Subpackages
	src.game_client.app package
	Submodules

	src.game_client.app.client module

	src.game_client.app.main module

	Module contents





	src.game_client.connection package
	Submodules

	src.game_client.connection.establisher module

	src.game_client.connection.manager module

	Module contents





	src.game_client.graphics package
	Submodules

	src.game_client.graphics.graphics module

	Module contents









	Submodules

	src.game_client.conf module

	src.game_client.setup module

	Module contents





	src.server package
	Subpackages
	src.server.app package
	Submodules

	src.server.app.main module

	src.server.app.serv module

	Module contents





	src.server.client package
	Submodules

	src.server.client.client module

	src.server.client.connection module

	Module contents





	src.server.session package
	Submodules

	src.server.session.session module

	Module contents









	Submodules

	src.server.conf module

	src.server.server_data module

	src.server.setup module

	Module contents












Module contents







          

      

      

    

  _static/minus.png





_static/plus.png





_static/file.png





_static/up.png





_static/up-pressed.png





_static/comment.png





_static/down-pressed.png





_static/comment-bright.png





_static/comment-close.png





_static/down.png





nav.xhtml

    
      Table of Contents


      
        		
          Welcome to Network Pong Game’s documentation!
        


      


    
  

_static/ajax-loader.gif





