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    GameServer SDK

SDK for GameServer hooks development. This package provides type specs, documentation,
and IDE autocomplete for GameServer modules without requiring the full server.
Installation
Add game_server_sdk to your list of dependencies in mix.exs:
def deps do
  [
    {:game_server_sdk, "~> 0.1.0"}
  ]
end
Usage
This SDK provides stub modules that match the GameServer API:
	GameServer.Accounts - User account management
	GameServer.Lobbies - Lobby management
	GameServer.Leaderboards - Leaderboard operations
	GameServer.Friends - Friend relationships
	GameServer.Hooks - Hook behaviour for custom game logic

Implementing Hooks
Create your hooks module implementing the GameServer.Hooks behaviour:
defmodule MyGame.Hooks do
  @behaviour GameServer.Hooks

  @impl true
  def after_register(user) do
    # Custom logic after user registration
    user
  end

  @impl true
  def rpc("give_coins", %{"amount" => amount}, caller) do
    # Handle RPC from game client
    {:ok, %{coins: amount}}
  end

  # ... implement other callbacks
end
Module APIs
The SDK modules provide the same API as the real GameServer:
# Get user by ID (returns nil if not found)
user = GameServer.Accounts.get_user(user_id)

# Update user metadata
{:ok, user} = GameServer.Accounts.update_user(user, %{metadata: %{level: 5}})

# Submit leaderboard score
{:ok, record} = GameServer.Leaderboards.submit_score(leaderboard_id, user_id, 1000)

# Get lobby members
members = GameServer.Lobbies.get_lobby_members(lobby)
Note
This SDK only provides type specifications and documentation for IDE support.
The actual implementations run on the GameServer - these stubs will raise
RuntimeError if called directly.


  

    
GameServer.Accounts 
    



      
The Accounts context.
Usage
# Lookup by id or email
user = GameServer.Accounts.get_user(123)
user = GameServer.Accounts.get_user_by_email("me@example.com")

# Update a user
{:ok, user} = GameServer.Accounts.update_user(user, %{display_name: "NewName"})

# Search (paginated) and count
users = GameServer.Accounts.search_users("bob", page: 1, page_size: 25)
count = GameServer.Accounts.count_search_users("bob")
Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.
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    Functions
  


    
      
        attach_device_to_user(user, device_id)

      


          Attach a device_id to an existing user record. Returns {:ok, user} or
  {:error, changeset} if the device_id is already used.



    


    
      
        broadcast_user_update(user)

      


          Broadcast that the given user has been updated.



    


    
      
        change_user_display_name(user)

      


          Returns an %Ecto.Changeset{} for changing the user display_name.



    


    
      
        change_user_display_name(user, attrs)

      


          Returns an %Ecto.Changeset{} for changing the user display_name.



    


    
      
        change_user_email(user)

      


          Returns an %Ecto.Changeset{} for changing the user email.



    


    
      
        change_user_email(user, attrs)

      


          Returns an %Ecto.Changeset{} for changing the user email.



    


    
      
        change_user_email(user, attrs, opts)

      


          Returns an %Ecto.Changeset{} for changing the user email.



    


    
      
        change_user_password(user)

      


          Returns an %Ecto.Changeset{} for changing the user password.



    


    
      
        change_user_password(user, attrs)

      


          Returns an %Ecto.Changeset{} for changing the user password.



    


    
      
        change_user_password(user, attrs, opts)

      


          Returns an %Ecto.Changeset{} for changing the user password.



    


    
      
        confirm_user(user)

      


          Confirms a user's email by setting confirmed_at timestamp.



    


    
      
        confirm_user_by_token(token)

      


          Confirm a user by an email confirmation token (context: "confirm").



    


    
      
        count_search_users(query)

      


          Count users matching a text query (email or display_name). Returns integer.



    


    
      
        count_users()

      


          Returns the total number of users.



    


    
      
        count_users_active_since(days)

      


          Count users active in the last N days.



    


    
      
        count_users_registered_since(days)

      


          Count users registered in the last N days.



    


    
      
        count_users_with_password()

      


          Count users with a password set (hashed_password not nil/empty).



    


    
      
        count_users_with_provider(provider_field)

      


          Count users with non-empty provider id for a given provider field (e.g. :google_id)



    


    
      
        delete_user(user)

      


          Deletes a user and associated resources.



    


    
      
        delete_user_session_token(token)

      


          Deletes the signed token with the given context.



    


    
      
        deliver_login_instructions(user, magic_link_url_fun)

      


          Delivers the magic link login instructions to the given user.



    


    
      
        deliver_user_update_email_instructions(user, current_email, update_email_url_fun)

      


          Delivers the update email instructions to the given user.



    


    
      
        device_auth_enabled?()

      


          Returns true when device-based auth is enabled. This checks the
  application config :game_server, :device_auth_enabled and falls back
  to the environment variable DEVICE_AUTH_ENABLED. If neither
  is set, device auth is enabled by default.



    


    
      
        find_or_create_from_apple(attrs)

      


          Finds a user by Apple ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_device(device_id)

      


          Finds or creates a user associated with the given device_id.



    


    
      
        find_or_create_from_device(device_id, attrs)

      


          Finds or creates a user associated with the given device_id.



    


    
      
        find_or_create_from_discord(attrs)

      


          Finds a user by Discord ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_facebook(attrs)

      


          Finds a user by Facebook ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_google(attrs)

      


          Finds a user by Google ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_steam(attrs)

      


          Finds a user by Steam ID or creates a new user from Steam OpenID data.



    


    
      
        generate_user_session_token(user)

      


          Generates a session token.



    


    
      
        get_linked_providers(user)

      


          Returns a map of linked OAuth providers for the user.



    


    
      
        get_user(id)

      


          Gets a single user by ID.



    


    
      
        get_user!(id)

      


          Gets a single user.



    


    
      
        get_user_by_apple_id(apple_id)

      


          Get a user by their Apple ID.



    


    
      
        get_user_by_discord_id(discord_id)

      


          Get a user by their Discord ID.



    


    
      
        get_user_by_email(email)

      


          Gets a user by email.



    


    
      
        get_user_by_email_and_password(email, password)

      


          Gets a user by email and password.



    


    
      
        get_user_by_facebook_id(facebook_id)

      


          Get a user by their Facebook ID.



    


    
      
        get_user_by_google_id(google_id)

      


          Get a user by their Google ID.



    


    
      
        get_user_by_magic_link_token(token)

      


          Gets the user with the given magic link token.



    


    
      
        get_user_by_session_token(token)

      


          Gets the user with the given signed token.



    


    
      
        get_user_by_steam_id(steam_id)

      


          Get a user by their Steam ID (steam_id).



    


    
      
        has_password?(user)

      


          Returns whether the user has a password set.



    


    
      
        link_account(user, attrs, provider_id_field, changeset_fn)

      


          Link an OAuth provider to an existing user account. Updates the user
  via the provider's oauth changeset while being careful not to overwrite
  existing email or avatars.



    


    
      
        link_device_id(user, device_id)

      


          Link a device_id to an existing user account. This allows the user to
  authenticate using the device_id in addition to their OAuth providers.



    


    
      
        login_user_by_magic_link(token)

      


          Logs the user in by magic link.



    


    
      
        register_user(attrs)

      


          Registers a user.



    


    
      
        register_user_and_deliver(attrs, confirmation_url_fun)

      


          Register a user and send the confirmation email inside a DB transaction.



    


    
      
        register_user_and_deliver(attrs, confirmation_url_fun, notifier)

      


          Register a user and send the confirmation email inside a DB transaction.



    


    
      
        search_users(query)

      


          Search users by email or display name (case-insensitive, partial match).



    


    
      
        search_users(query, opts)

      


          Search users by email or display name (case-insensitive, partial match).



    


    
      
        sudo_mode?(user)

      


          Checks whether the user is in sudo mode.



    


    
      
        sudo_mode?(user, minutes)

      


          Checks whether the user is in sudo mode.



    


    
      
        unlink_device_id(user)

      


          Unlink the device_id from a user's account.



    


    
      
        unlink_provider(user, provider)

      


          Unlink an OAuth provider from a user's account.



    


    
      
        update_user(user, attrs)

      


          Updates a user with the given attributes.



    


    
      
        update_user_display_name(user, attrs)

      


          Updates the user's display name and broadcasts the change.



    


    
      
        update_user_email(user, token)

      


          Updates the user email using the given token.



    


    
      
        update_user_password(user, attrs)

      


          Updates the user password.



    





      


      
        Functions


        


  
    
      
    
    
      attach_device_to_user(user, device_id)



        
          
        

    

  


  

      

          @spec attach_device_to_user(GameServer.Accounts.User.t(), String.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Attach a device_id to an existing user record. Returns {:ok, user} or
  {:error, changeset} if the device_id is already used.

  



  
    
      
    
    
      broadcast_user_update(user)



        
          
        

    

  


  

      

          @spec broadcast_user_update(GameServer.Accounts.User.t()) :: :ok


      


  Broadcast that the given user has been updated.
  This helper is intentionally small and only broadcasts a compact payload
  intended for client consumption through the user:<id> topic.

  



  
    
      
    
    
      change_user_display_name(user)



        
          
        

    

  


  

      

          @spec change_user_display_name(GameServer.Accounts.User.t()) :: Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user display_name.

  



  
    
      
    
    
      change_user_display_name(user, attrs)



        
          
        

    

  


  

      

          @spec change_user_display_name(GameServer.Accounts.User.t(), map()) ::
  Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user display_name.

  



  
    
      
    
    
      change_user_email(user)



        
          
        

    

  


  

      

          @spec change_user_email(GameServer.Accounts.User.t()) :: Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user email.
  See GameServer.Accounts.User.email_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_email(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      change_user_email(user, attrs)



        
          
        

    

  


  

      

          @spec change_user_email(GameServer.Accounts.User.t(), map()) :: Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user email.
  See GameServer.Accounts.User.email_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_email(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      change_user_email(user, attrs, opts)



        
          
        

    

  


  

      

          @spec change_user_email(GameServer.Accounts.User.t(), map(), keyword()) ::
  Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user email.
  See GameServer.Accounts.User.email_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_email(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      change_user_password(user)



        
          
        

    

  


  

      

          @spec change_user_password(GameServer.Accounts.User.t()) :: Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user password.
  See GameServer.Accounts.User.password_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_password(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      change_user_password(user, attrs)



        
          
        

    

  


  

      

          @spec change_user_password(GameServer.Accounts.User.t(), map()) :: Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user password.
  See GameServer.Accounts.User.password_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_password(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      change_user_password(user, attrs, opts)



        
          
        

    

  


  

      

          @spec change_user_password(GameServer.Accounts.User.t(), map(), keyword()) ::
  Ecto.Changeset.t()


      


  Returns an %Ecto.Changeset{} for changing the user password.
  See GameServer.Accounts.User.password_changeset/3 for a list of supported options.
  ## Examples
  iex> change_user_password(user)
  %Ecto.Changeset{data: %User{}}

  



  
    
      
    
    
      confirm_user(user)



        
          
        

    

  


  

      

          @spec confirm_user(GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Confirms a user's email by setting confirmed_at timestamp.
  ## Examples
  iex> confirm_user(user)
  {:ok, %User{}}

  



  
    
      
    
    
      confirm_user_by_token(token)



        
          
        

    

  


  

      

          @spec confirm_user_by_token(String.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, :invalid | :not_found}


      


  Confirm a user by an email confirmation token (context: "confirm").
  Returns {:ok, user} when the token is valid and user was confirmed.
  Returns {:error, :not_found} or {:error, :expired} when token is invalid/expired.

  



  
    
      
    
    
      count_search_users(query)



        
          
        

    

  


  

      

          @spec count_search_users(String.t()) :: non_neg_integer()


      


  Count users matching a text query (email or display_name). Returns integer.

  



  
    
      
    
    
      count_users()



        
          
        

    

  


  

      

          @spec count_users() :: non_neg_integer()


      


  Returns the total number of users.

  



  
    
      
    
    
      count_users_active_since(days)



        
          
        

    

  


  

      

          @spec count_users_active_since(integer()) :: non_neg_integer()


      


  Count users active in the last N days.
  This metric is based on users.updated_at (any user record update,
  including registration/creation), so it reflects all users and not just
  session-token based authentication.

  



  
    
      
    
    
      count_users_registered_since(days)



        
          
        

    

  


  

      

          @spec count_users_registered_since(integer()) :: non_neg_integer()


      


  Count users registered in the last N days.

  



  
    
      
    
    
      count_users_with_password()



        
          
        

    

  


  

      

          @spec count_users_with_password() :: non_neg_integer()


      


  Count users with a password set (hashed_password not nil/empty).

  



  
    
      
    
    
      count_users_with_provider(provider_field)



        
          
        

    

  


  

      

          @spec count_users_with_provider(atom()) :: non_neg_integer()


      


  Count users with non-empty provider id for a given provider field (e.g. :google_id)

  



  
    
      
    
    
      delete_user(user)



        
          
        

    

  


  

      

          @spec delete_user(GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Deletes a user and associated resources.
  Returns {:ok, user} on success or {:error, changeset} on failure.

  



  
    
      
    
    
      delete_user_session_token(token)



        
          
        

    

  


  

      

          @spec delete_user_session_token(binary()) :: :ok


      


  Deletes the signed token with the given context.

  



  
    
      
    
    
      deliver_login_instructions(user, magic_link_url_fun)



        
          
        

    

  


  

      

          @spec deliver_login_instructions(GameServer.Accounts.User.t(), (String.t() ->
                                                            String.t())) ::
  {:ok, Swoosh.Email.t()} | {:error, term()}


      


  Delivers the magic link login instructions to the given user.

  



  
    
      
    
    
      deliver_user_update_email_instructions(user, current_email, update_email_url_fun)



        
          
        

    

  


  

      

          @spec deliver_user_update_email_instructions(
  GameServer.Accounts.User.t(),
  String.t(),
  (String.t() -> String.t())
) :: {:ok, Swoosh.Email.t()} | {:error, term()}


      


  Delivers the update email instructions to the given user.
  ## Examples
  iex> deliver_user_update_email_instructions(user, current_email, &url(~p"/users/settings/confirm-email/#{&1}"))
  {:ok, %{to: ..., body: ...}}

  



  
    
      
    
    
      device_auth_enabled?()



        
          
        

    

  


  

      

          @spec device_auth_enabled?() :: boolean()


      


  Returns true when device-based auth is enabled. This checks the
  application config :game_server, :device_auth_enabled and falls back
  to the environment variable DEVICE_AUTH_ENABLED. If neither
  is set, device auth is enabled by default.

  



  
    
      
    
    
      find_or_create_from_apple(attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_apple(map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Finds a user by Apple ID or creates a new user from OAuth data.
  ## Examples
  iex> find_or_create_from_apple(%{apple_id: "123", email: "user@example.com"})
  {:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_device(device_id)



        
          
        

    

  


  

      

          @spec find_or_create_from_device(String.t()) ::
  {:ok, GameServer.Accounts.User.t()}
  | {:error, :disabled | Ecto.Changeset.t() | term()}


      


  Finds or creates a user associated with the given device_id.
  If a user already exists with the device_id we return it. Otherwise we
  create an anonymous confirmed user and attach the device_id.

  



  
    
      
    
    
      find_or_create_from_device(device_id, attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_device(String.t(), map()) ::
  {:ok, GameServer.Accounts.User.t()}
  | {:error, :disabled | Ecto.Changeset.t() | term()}


      


  Finds or creates a user associated with the given device_id.
  If a user already exists with the device_id we return it. Otherwise we
  create an anonymous confirmed user and attach the device_id.

  



  
    
      
    
    
      find_or_create_from_discord(attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_discord(map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Finds a user by Discord ID or creates a new user from OAuth data.
  ## Examples
  iex> find_or_create_from_discord(%{discord_id: "123", email: "user@example.com"})
  {:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_facebook(attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_facebook(map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Finds a user by Facebook ID or creates a new user from OAuth data.
  ## Examples
  iex> find_or_create_from_facebook(%{facebook_id: "123", email: "user@example.com"})
  {:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_google(attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_google(map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Finds a user by Google ID or creates a new user from OAuth data.
  ## Examples
  iex> find_or_create_from_google(%{google_id: "123", email: "user@example.com"})
  {:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_steam(attrs)



        
          
        

    

  


  

      

          @spec find_or_create_from_steam(map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Finds a user by Steam ID or creates a new user from Steam OpenID data.
  ## Examples
  iex> find_or_create_from_steam(%{steam_id: "12345", email: "user@example.com"})
  {:ok, %User{}}

  



  
    
      
    
    
      generate_user_session_token(user)



        
          
        

    

  


  

      

          @spec generate_user_session_token(GameServer.Accounts.User.t()) :: binary()


      


  Generates a session token.

  



  
    
      
    
    
      get_linked_providers(user)



        
          
        

    

  


  

      

          @spec get_linked_providers(GameServer.Accounts.User.t()) :: %{
  google: boolean(),
  facebook: boolean(),
  discord: boolean(),
  apple: boolean(),
  steam: boolean(),
  device: boolean()
}


      


  Returns a map of linked OAuth providers for the user.
  Each provider is a boolean indicating whether that provider is linked.

  



  
    
      
    
    
      get_user(id)



        
          
        

    

  


  

      

          @spec get_user(integer()) :: GameServer.Accounts.User.t() | nil


      


  Gets a single user by ID.
  Returns nil if the User does not exist.
  ## Examples
  iex> get_user(123)
  %User{}

  iex> get_user(456)
  nil

  



  
    
      
    
    
      get_user!(id)



        
          
        

    

  


  

      

          @spec get_user!(integer()) :: GameServer.Accounts.User.t()


      


  Gets a single user.
  Raises Ecto.NoResultsError if the User does not exist.
  ## Examples
  iex> get_user!(123)
  %User{}

  iex> get_user!(456)
  ** (Ecto.NoResultsError)

  



  
    
      
    
    
      get_user_by_apple_id(apple_id)



        
          
        

    

  


  

      

          @spec get_user_by_apple_id(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Get a user by their Apple ID.
  Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_discord_id(discord_id)



        
          
        

    

  


  

      

          @spec get_user_by_discord_id(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Get a user by their Discord ID.
  Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_email(email)



        
          
        

    

  


  

      

          @spec get_user_by_email(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Gets a user by email.
  ## Examples
  iex> get_user_by_email("foo@example.com")
  %User{}

  iex> get_user_by_email("unknown@example.com")
  nil

  



  
    
      
    
    
      get_user_by_email_and_password(email, password)



        
          
        

    

  


  

      

          @spec get_user_by_email_and_password(String.t(), String.t()) ::
  GameServer.Accounts.User.t() | nil


      


  Gets a user by email and password.
  ## Examples
  iex> get_user_by_email_and_password("foo@example.com", "correct_password")
  %User{}

  iex> get_user_by_email_and_password("foo@example.com", "invalid_password")
  nil

  



  
    
      
    
    
      get_user_by_facebook_id(facebook_id)



        
          
        

    

  


  

      

          @spec get_user_by_facebook_id(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Get a user by their Facebook ID.
  Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_google_id(google_id)



        
          
        

    

  


  

      

          @spec get_user_by_google_id(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Get a user by their Google ID.
  Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_magic_link_token(token)



        
          
        

    

  


  

      

          @spec get_user_by_magic_link_token(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Gets the user with the given magic link token.

  



  
    
      
    
    
      get_user_by_session_token(token)



        
          
        

    

  


  

      

          @spec get_user_by_session_token(binary()) ::
  {GameServer.Accounts.User.t(), DateTime.t()} | nil


      


  Gets the user with the given signed token.
  If the token is valid {user, token_inserted_at} is returned, otherwise nil is returned.

  



  
    
      
    
    
      get_user_by_steam_id(steam_id)



        
          
        

    

  


  

      

          @spec get_user_by_steam_id(String.t()) :: GameServer.Accounts.User.t() | nil


      


  Get a user by their Steam ID (steam_id).
  Returns %User{} or nil.

  



  
    
      
    
    
      has_password?(user)



        
          
        

    

  


  

      

          @spec has_password?(GameServer.Accounts.User.t()) :: boolean()


      


  Returns whether the user has a password set.

  



  
    
      
    
    
      link_account(user, attrs, provider_id_field, changeset_fn)



        
          
        

    

  


  

      

          @spec link_account(
  GameServer.Accounts.User.t(),
  map(),
  atom(),
  (GameServer.Accounts.User.t(), map() ->
     Ecto.Changeset.t())
) ::
  {:ok, GameServer.Accounts.User.t()}
  | {:error, Ecto.Changeset.t() | {:conflict, GameServer.Accounts.User.t()}}


      


  Link an OAuth provider to an existing user account. Updates the user
  via the provider's oauth changeset while being careful not to overwrite
  existing email or avatars.
  Example: link_account(user, %{discord_id: "123", profile_url: "https://..."}, :discord_id, &User.discord_oauth_changeset/2)

  



  
    
      
    
    
      link_device_id(user, device_id)



        
          
        

    

  


  

      

          @spec link_device_id(GameServer.Accounts.User.t(), String.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Link a device_id to an existing user account. This allows the user to
  authenticate using the device_id in addition to their OAuth providers.
  Returns {:ok, user} on success or {:error, changeset} if the device_id
  is already used by another account.

  



  
    
      
    
    
      login_user_by_magic_link(token)



        
          
        

    

  


  

      

          @spec login_user_by_magic_link(String.t()) ::
  {:ok, {GameServer.Accounts.User.t(), [GameServer.Accounts.UserToken.t()]}}
  | {:error, :not_found | Ecto.Changeset.t() | term()}


      


  Logs the user in by magic link.
  There are three cases to consider:
	The user has already confirmed their email. They are logged in
and the magic link is expired.

	The user has not confirmed their email and no password is set.
In this case, the user gets confirmed, logged in, and all tokens -
including session ones - are expired. In theory, no other tokens
exist but we delete all of them for best security practices.

	The user has not confirmed their email but a password is set.
This cannot happen in the default implementation but may be the
source of security pitfalls. See the "Mixing magic link and password registration" section of
mix help phx.gen.auth.



  



  
    
      
    
    
      register_user(attrs)



        
          
        

    

  


  

      

          @spec register_user(GameServer.Types.user_registration_attrs()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Registers a user.
  ## Attributes
  See GameServer.Types.user_registration_attrs/0 for available fields.
  ## Examples
  iex> register_user(%{email: "user@example.com", password: "secret123"})
  {:ok, %User{}}

  iex> register_user(%{email: "invalid"})
  {:error, %Ecto.Changeset{}}

  



  
    
      
    
    
      register_user_and_deliver(attrs, confirmation_url_fun)



        
          
        

    

  


  

      

          @spec register_user_and_deliver(
  GameServer.Types.user_registration_attrs(),
  (String.t() -> String.t())
) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Register a user and send the confirmation email inside a DB transaction.
  The function accepts a confirmation_url_fun which must be a function of arity 1
  that receives the encoded token and returns the confirmation URL string.
  If sending the confirmation email fails the transaction is rolled back and
  {:error, reason} is returned. On success it returns {:ok, user}.

  



  
    
      
    
    
      register_user_and_deliver(attrs, confirmation_url_fun, notifier)



        
          
        

    

  


  

      

          @spec register_user_and_deliver(
  GameServer.Types.user_registration_attrs(),
  (String.t() -> String.t()),
  module()
) :: {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Register a user and send the confirmation email inside a DB transaction.
  The function accepts a confirmation_url_fun which must be a function of arity 1
  that receives the encoded token and returns the confirmation URL string.
  If sending the confirmation email fails the transaction is rolled back and
  {:error, reason} is returned. On success it returns {:ok, user}.

  



  
    
      
    
    
      search_users(query)



        
          
        

    

  


  

      

          @spec search_users(String.t()) :: [GameServer.Accounts.User.t()]


      


  Search users by email or display name (case-insensitive, partial match).
  Returns a list of User structs.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      search_users(query, opts)



        
          
        

    

  


  

      

          @spec search_users(String.t(), GameServer.Types.pagination_opts()) :: [
  GameServer.Accounts.User.t()
]


      


  Search users by email or display name (case-insensitive, partial match).
  Returns a list of User structs.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      sudo_mode?(user)



        
          
        

    

  


  

      

          @spec sudo_mode?(GameServer.Accounts.User.t()) :: boolean()


      


  Checks whether the user is in sudo mode.
  The user is in sudo mode when the last authentication was done no further
  than 20 minutes ago. The limit can be given as second argument in minutes.

  



  
    
      
    
    
      sudo_mode?(user, minutes)



        
          
        

    

  


  

      

          @spec sudo_mode?(GameServer.Accounts.User.t(), integer()) :: boolean()


      


  Checks whether the user is in sudo mode.
  The user is in sudo mode when the last authentication was done no further
  than 20 minutes ago. The limit can be given as second argument in minutes.

  



  
    
      
    
    
      unlink_device_id(user)



        
          
        

    

  


  

      

          @spec unlink_device_id(GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Accounts.User.t()}
  | {:error, :last_auth_method | Ecto.Changeset.t()}


      


  Unlink the device_id from a user's account.
  Returns {:ok, user} when successful or {:error, reason}.
  Guard: we only allow unlinking when the user will still have at least
  one authentication method remaining (OAuth provider or password).
  This prevents users losing all login methods unexpectedly.

  



  
    
      
    
    
      unlink_provider(user, provider)



        
          
        

    

  


  

      

          @spec unlink_provider(
  GameServer.Accounts.User.t(),
  :discord | :apple | :google | :facebook | :steam
) ::
  {:ok, GameServer.Accounts.User.t()}
  | {:error, :last_provider | Ecto.Changeset.t() | term()}


      


  Unlink an OAuth provider from a user's account.
  provider should be one of :discord, :apple, :google, :facebook.
  This will return {:ok, user} when successful or {:error, reason}.
  Guard: we only allow unlinking when the user will still have at least
  one other social provider remaining. This prevents users losing all
  social logins unexpectedly.

  



  
    
      
    
    
      update_user(user, attrs)



        
          
        

    

  


  

      

          @spec update_user(GameServer.Accounts.User.t(), GameServer.Types.user_update_attrs()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Updates a user with the given attributes.
  This function applies the User.admin_changeset/2 then updates the user and
  broadcasts the update on success. It returns the same tuple shape as
  Repo.update/1 so callers can pattern-match as before.
  ## Attributes
  See GameServer.Types.user_update_attrs/0 for available fields.
  ## Examples
  iex> update_user(user, %{display_name: "NewName"})
  {:ok, %User{}}

  iex> update_user(user, %{metadata: %{level: 5}})
  {:ok, %User{}}

  



  
    
      
    
    
      update_user_display_name(user, attrs)



        
          
        

    

  


  

      

          @spec update_user_display_name(GameServer.Accounts.User.t(), map()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, Ecto.Changeset.t()}


      


  Updates the user's display name and broadcasts the change.

  



  
    
      
    
    
      update_user_email(user, token)



        
          
        

    

  


  

      

          @spec update_user_email(GameServer.Accounts.User.t(), String.t()) ::
  {:ok, GameServer.Accounts.User.t()} | {:error, :transaction_aborted}


      


  Updates the user email using the given token.
  If the token matches, the user email is updated and the token is deleted.

  



  
    
      
    
    
      update_user_password(user, attrs)



        
          
        

    

  


  

      

          @spec update_user_password(GameServer.Accounts.User.t(), map()) ::
  {:ok, {GameServer.Accounts.User.t(), [GameServer.Accounts.UserToken.t()]}}
  | {:error, Ecto.Changeset.t()}


      


  Updates the user password.
  Returns a tuple with the updated user, as well as a list of expired tokens.
  ## Examples
  iex> update_user_password(user, %{password: ...})
  {:ok, {%User{}, [...]}}

  iex> update_user_password(user, %{password: "too short"})
  {:error, %Ecto.Changeset{}}

  


        

      


  

    
GameServer.Accounts.User 
    



      
User struct from GameServer.
This is a stub module for SDK type definitions. The actual struct
is provided by GameServer at runtime.
Fields
	id - User ID (integer)
	email - User email (string)
	display_name - Display name (string, optional)
	metadata - Arbitrary user metadata (map)
	is_admin - Whether the user is an admin (boolean)
	inserted_at - Creation timestamp
	updated_at - Last update timestamp
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        t()

      


    





  
    Functions
  


    
      
        email_changeset(user, attrs, opts)

      


        Builds an email change changeset for a user.



    


    
      
        password_changeset(user, attrs, opts)

      


        Builds a password change changeset for a user.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Accounts.User{
  display_name: String.t() | nil,
  email: String.t(),
  id: integer(),
  inserted_at: DateTime.t(),
  is_admin: boolean(),
  metadata: map(),
  updated_at: DateTime.t()
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      email_changeset(user, attrs, opts)



        
          
        

    

  


  

      

          @spec email_changeset(t(), map(), keyword()) :: no_return()


      


Builds an email change changeset for a user.
This function exists in the real GameServer implementation.
In the SDK it is provided as a stub so documentation references can resolve.

  



  
    
      
    
    
      password_changeset(user, attrs, opts)



        
          
        

    

  


  

      

          @spec password_changeset(t(), map(), keyword()) :: no_return()


      


Builds a password change changeset for a user.
This function exists in the real GameServer implementation.
In the SDK it is provided as a stub so documentation references can resolve.

  


        

      


  

    
GameServer.Friends 
    



      
Friends context - handles friend requests and relationships.
Basic semantics:
	A single friendships row represents a directed request from requester -> target.
	status: "pending" | "accepted" | "rejected" | "blocked"

	When a user accepts a pending incoming request, that request becomes accepted.
If a reverse pending request exists, it will be removed to avoid duplicate rows.
	Listing friends returns the other user from rows with status accepted in either
direction.

Usage
# Create a friend request (requester -> target)
{:ok, friendship} = GameServer.Friends.create_request(requester_id, target_id)

# Accept a pending incoming request (performed by the target)
{:ok, accepted} = GameServer.Friends.accept_friend_request(friendship.id, %GameServer.Accounts.User{id: target_id})

# List accepted friends for a user (paginated)
friends = GameServer.Friends.list_friends_for_user(user_id, page: 1, page_size: 25)

# Count accepted friends for a user
count = GameServer.Friends.count_friends_for_user(user_id)

# Remove a friendship (either direction)
{:ok, _} = GameServer.Friends.remove_friend(user_id, friend_id)
Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.

      


      
        Summary


  
    Types
  


    
      
        user_id()

      


    





  
    Functions
  


    
      
        accept_friend_request(friendship_id, user)

      


          Accept a friend request (only the target may accept). Returns {:ok, friendship}.



    


    
      
        block_friend_request(friendship_id, user)

      


          Block an incoming request (only the target may block). Returns {:ok, friendship} with status "blocked".



    


    
      
        cancel_request(friendship_id, user)

      


          Cancel an outgoing friend request (only the requester may cancel).



    


    
      
        count_blocked_for_user(user_id)

      


          Count blocked friendships for a user (number of blocked rows where user is target).



    


    
      
        count_friends_for_user(user_id)

      


          Count accepted friends for a given user (distinct other user ids).



    


    
      
        count_incoming_requests(user_id)

      


          Count incoming pending friend requests for a user.



    


    
      
        count_outgoing_requests(user_id)

      


          Count outgoing pending friend requests for a user.



    


    
      
        create_request(requester_id, target_id)

      


          Create a friend request from requester -> target.



    


    
      
        get_by_pair(requester_id, target_id)

      


          Get friendship between two users (ordered requester->target) if exists



    


    
      
        get_friendship(id)

      


          Get friendship by id (returns nil when not found)



    


    
      
        get_friendship!(id)

      


          Get friendship by id



    


    
      
        list_blocked_for_user(user_id)

      


          List blocked friendships for a user (Friendship structs where the user is the blocker / target).



    


    
      
        list_blocked_for_user(user_id, opts)

      


          List blocked friendships for a user (Friendship structs where the user is the blocker / target).



    


    
      
        list_friends_for_user(user_id)

      


          List accepted friends for a given user id - returns list of User structs.



    


    
      
        list_friends_for_user(user_id, opts)

      


          List accepted friends for a given user id - returns list of User structs.



    


    
      
        list_friends_with_friendship(user_id)

      


          List accepted friendships for a user along with the other user and friendship id.



    


    
      
        list_friends_with_friendship(user_id, opts)

      


          List accepted friendships for a user along with the other user and friendship id.



    


    
      
        list_incoming_requests(user_id)

      


          List incoming pending friend requests for a user (Friendship structs).



    


    
      
        list_incoming_requests(user_id, opts)

      


          List incoming pending friend requests for a user (Friendship structs).



    


    
      
        list_outgoing_requests(user_id)

      


          List outgoing pending friend requests for a user (Friendship structs).



    


    
      
        list_outgoing_requests(user_id, opts)

      


          List outgoing pending friend requests for a user (Friendship structs).



    


    
      
        reject_friend_request(friendship_id, user)

      


          Reject a friend request (only the target may reject). Returns {:ok, friendship}.



    


    
      
        remove_friend(user_id, friend_id)

      


          Remove a friendship (either direction) - only participating users may call this.



    


    
      
        unblock_friendship(friendship_id, user)

      


          Unblock a previously-blocked friendship (only the user who blocked may unblock). Returns {:ok, :unblocked} on success.
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      user_id()



        
          
        

    

  


  

      

          @type user_id() :: integer()
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      accept_friend_request(friendship_id, user)



        
          
        

    

  


  

      

          @spec accept_friend_request(integer(), GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Friends.Friendship.t()} | {:error, term()}


      


  Accept a friend request (only the target may accept). Returns {:ok, friendship}.

  



  
    
      
    
    
      block_friend_request(friendship_id, user)



        
          
        

    

  


  

      

          @spec block_friend_request(integer(), GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Friends.Friendship.t()} | {:error, term()}


      


  Block an incoming request (only the target may block). Returns {:ok, friendship} with status "blocked".

  



  
    
      
    
    
      cancel_request(friendship_id, user)



        
          
        

    

  


  

      

          @spec cancel_request(integer(), GameServer.Accounts.User.t()) ::
  {:ok, :cancelled} | {:error, :not_found | :not_authorized | term()}


      


  Cancel an outgoing friend request (only the requester may cancel).

  



  
    
      
    
    
      count_blocked_for_user(user_id)



        
          
        

    

  


  

      

          @spec count_blocked_for_user(user_id() | GameServer.Accounts.User.t()) ::
  non_neg_integer()


      


  Count blocked friendships for a user (number of blocked rows where user is target).

  



  
    
      
    
    
      count_friends_for_user(user_id)



        
          
        

    

  


  

      

          @spec count_friends_for_user(user_id() | GameServer.Accounts.User.t()) ::
  non_neg_integer()


      


  Count accepted friends for a given user (distinct other user ids).

  



  
    
      
    
    
      count_incoming_requests(user_id)



        
          
        

    

  


  

      

          @spec count_incoming_requests(user_id() | GameServer.Accounts.User.t()) ::
  non_neg_integer()


      


  Count incoming pending friend requests for a user.

  



  
    
      
    
    
      count_outgoing_requests(user_id)



        
          
        

    

  


  

      

          @spec count_outgoing_requests(user_id() | GameServer.Accounts.User.t()) ::
  non_neg_integer()


      


  Count outgoing pending friend requests for a user.

  



  
    
      
    
    
      create_request(requester_id, target_id)



        
          
        

    

  


  

      

          @spec create_request(GameServer.Accounts.User.t() | user_id(), user_id()) ::
  {:ok, GameServer.Friends.Friendship.t()}
  | {:error,
     :cannot_friend_self
     | :blocked
     | :already_friends
     | :already_requested
     | term()}


      


  Create a friend request from requester -> target.
If a reverse pending request exists (target -> requester) it will be accepted instead.
Returns {:ok, friendship} on success or {:error, reason}.

  



  
    
      
    
    
      get_by_pair(requester_id, target_id)



        
          
        

    

  


  

      

          @spec get_by_pair(user_id(), user_id()) :: GameServer.Friends.Friendship.t() | nil


      


  Get friendship between two users (ordered requester->target) if exists

  



  
    
      
    
    
      get_friendship(id)



        
          
        

    

  


  

      

          @spec get_friendship(integer()) :: GameServer.Friends.Friendship.t() | nil


      


  Get friendship by id (returns nil when not found)

  



  
    
      
    
    
      get_friendship!(id)



        
          
        

    

  


  

      

          @spec get_friendship!(integer()) :: GameServer.Friends.Friendship.t()


      


  Get friendship by id

  



  
    
      
    
    
      list_blocked_for_user(user_id)



        
          
        

    

  


  

      

          @spec list_blocked_for_user(user_id() | GameServer.Accounts.User.t()) :: [
  GameServer.Friends.Friendship.t()
]


      


  List blocked friendships for a user (Friendship structs where the user is the blocker / target).

  



  
    
      
    
    
      list_blocked_for_user(user_id, opts)



        
          
        

    

  


  

      

          @spec list_blocked_for_user(
  user_id() | GameServer.Accounts.User.t(),
  GameServer.Types.pagination_opts()
) :: [GameServer.Friends.Friendship.t()]


      


  List blocked friendships for a user (Friendship structs where the user is the blocker / target).

  



  
    
      
    
    
      list_friends_for_user(user_id)



        
          
        

    

  


  

      

          @spec list_friends_for_user(integer() | GameServer.Accounts.User.t()) :: [
  GameServer.Accounts.User.t()
]


      


  List accepted friends for a given user id - returns list of User structs.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      list_friends_for_user(user_id, opts)



        
          
        

    

  


  

      

          @spec list_friends_for_user(
  integer() | GameServer.Accounts.User.t(),
  GameServer.Types.pagination_opts()
) :: [GameServer.Accounts.User.t()]


      


  List accepted friends for a given user id - returns list of User structs.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      list_friends_with_friendship(user_id)



        
          
        

    

  


  

      

          @spec list_friends_with_friendship(integer() | GameServer.Accounts.User.t()) :: [
  %{friendship_id: integer(), user: GameServer.Accounts.User.t()}
]


      


  List accepted friendships for a user along with the other user and friendship id.
  Returns a list of maps: %{friendship_id: integer(), user: %User{}}

  



  
    
      
    
    
      list_friends_with_friendship(user_id, opts)



        
          
        

    

  


  

      

          @spec list_friends_with_friendship(
  integer() | GameServer.Accounts.User.t(),
  GameServer.Types.pagination_opts()
) :: [%{friendship_id: integer(), user: GameServer.Accounts.User.t()}]


      


  List accepted friendships for a user along with the other user and friendship id.
  Returns a list of maps: %{friendship_id: integer(), user: %User{}}

  



  
    
      
    
    
      list_incoming_requests(user_id)



        
          
        

    

  


  

      

          @spec list_incoming_requests(integer() | GameServer.Accounts.User.t()) :: [
  GameServer.Friends.Friendship.t()
]


      


  List incoming pending friend requests for a user (Friendship structs).
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      list_incoming_requests(user_id, opts)



        
          
        

    

  


  

      

          @spec list_incoming_requests(
  integer() | GameServer.Accounts.User.t(),
  GameServer.Types.pagination_opts()
) :: [GameServer.Friends.Friendship.t()]


      


  List incoming pending friend requests for a user (Friendship structs).
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      list_outgoing_requests(user_id)



        
          
        

    

  


  

      

          @spec list_outgoing_requests(integer() | GameServer.Accounts.User.t()) :: [
  GameServer.Friends.Friendship.t()
]


      


  List outgoing pending friend requests for a user (Friendship structs).
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      list_outgoing_requests(user_id, opts)



        
          
        

    

  


  

      

          @spec list_outgoing_requests(
  integer() | GameServer.Accounts.User.t(),
  GameServer.Types.pagination_opts()
) :: [GameServer.Friends.Friendship.t()]


      


  List outgoing pending friend requests for a user (Friendship structs).
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.

  



  
    
      
    
    
      reject_friend_request(friendship_id, user)



        
          
        

    

  


  

      

          @spec reject_friend_request(integer(), GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Friends.Friendship.t()} | {:error, term()}


      


  Reject a friend request (only the target may reject). Returns {:ok, friendship}.

  



  
    
      
    
    
      remove_friend(user_id, friend_id)



        
          
        

    

  


  

      

          @spec remove_friend(integer(), integer()) ::
  {:ok, GameServer.Friends.Friendship.t()} | {:error, term()}


      


  Remove a friendship (either direction) - only participating users may call this.

  



  
    
      
    
    
      unblock_friendship(friendship_id, user)



        
          
        

    

  


  

      

          @spec unblock_friendship(integer(), GameServer.Accounts.User.t()) ::
  {:ok, :unblocked} | {:error, term()}


      


  Unblock a previously-blocked friendship (only the user who blocked may unblock). Returns {:ok, :unblocked} on success.

  


        

      


  

    
GameServer.Friends.Friendship 
    



      
Friendship struct from GameServer.
This is a stub module for SDK type definitions. The actual struct
is provided by GameServer at runtime.
Fields
	id - Friendship ID (integer)
	requester_id - ID of the user who sent the request (integer)
	target_id - ID of the user who received the request (integer)
	requester - Preloaded requester User struct (optional)
	target - Preloaded target User struct (optional)
	status - One of: "pending", "accepted", "rejected", "blocked"
	inserted_at - Creation timestamp
	updated_at - Last update timestamp
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          @type t() :: %GameServer.Friends.Friendship{
  id: integer() | nil,
  inserted_at: DateTime.t() | nil,
  requester: GameServer.Accounts.User.t() | nil,
  requester_id: integer() | nil,
  status: String.t(),
  target: GameServer.Accounts.User.t() | nil,
  target_id: integer() | nil,
  updated_at: DateTime.t() | nil
}


      



  


        

      


  

    
GameServer.Hooks behaviour
    



      
Behaviour for GameServer hooks/callbacks.
Implement this behaviour in your hooks module to receive lifecycle events
from the GameServer and run custom game logic.
Setup
	Create a module implementing this behaviour
	Configure it in your GameServer instance

Example
defmodule MyGame.Hooks do
  @behaviour GameServer.Hooks

  @impl true
  def after_user_register(user) do
    # Give new users starting coins
    GameServer.Accounts.update_user(user, %{
      metadata: Map.put(user.metadata || %{}, "coins", 100)
    })
  end

  @impl true
  def after_user_login(user) do
    # Log login
    :ok
  end

  # Lobby hooks
  @impl true
  def before_lobby_create(attrs) do
    # Validate or modify lobby creation attributes
    {:ok, attrs}
  end

  @impl true
  def after_lobby_create(_lobby), do: :ok

  @impl true
  def before_lobby_join(user, lobby, opts) do
    # Check if user can join (e.g., level requirements)
    {:ok, {user, lobby, opts}}
  end

  @impl true
  def after_lobby_join(_user, _lobby), do: :ok

  @impl true
  def before_lobby_leave(user, lobby) do
    {:ok, {user, lobby}}
  end

  @impl true
  def after_lobby_leave(_user, _lobby), do: :ok

  @impl true
  def before_lobby_update(_lobby, attrs) do
    {:ok, attrs}
  end

  @impl true
  def after_lobby_update(_lobby), do: :ok

  @impl true
  def before_lobby_delete(lobby) do
    {:ok, lobby}
  end

  @impl true
  def after_lobby_delete(_lobby), do: :ok

  @impl true
  def before_user_kicked(host, target, lobby) do
    {:ok, {host, target, lobby}}
  end

  @impl true
  def after_user_kicked(_host, _target, _lobby), do: :ok

  @impl true
  def after_lobby_host_change(_lobby, _new_host_id), do: :ok

  # Custom RPC handlers - define your own functions!
  # These are called from game clients via the RPC channel.
  #
  # def give_coins(amount, opts) do
  #   caller = Keyword.get(opts, :caller)
  #   # Update user's coins...
  #   {:ok, %{new_balance: 150}}
  # end
end
Hook Types
User Lifecycle Hooks
	after_user_register/1 - Called after a new user registers
	after_user_login/1 - Called after a user logs in

Lobby Lifecycle Hooks
Before hooks can block operations by returning {:error, reason}.
After hooks are fire-and-forget.
	before_lobby_create/1 - Before lobby creation, receives attrs map

	after_lobby_create/1 - After lobby is created

	before_lobby_join/3 - Before user joins lobby

	after_lobby_join/2 - After user joins lobby

	before_lobby_leave/2 - Before user leaves lobby

	after_lobby_leave/2 - After user leaves lobby

	before_lobby_update/2 - Before lobby is updated

	after_lobby_update/1 - After lobby is updated

	before_lobby_delete/1 - Before lobby is deleted

	after_lobby_delete/1 - After lobby is deleted

	before_user_kicked/3 - Before user is kicked from lobby

	after_user_kicked/3 - After user is kicked from lobby

	after_lobby_host_change/2 - After lobby host changes

	before_kv_get/2 - Called before a KV get to determine whether a key should be publicly readable (:public) or restricted (:private)
Custom RPC Functions
Game clients can call RPCs exposed by your hooks module in two ways:
	Exported functions: any exported function in your hooks module (other
than the callbacks above) can be called from game clients.

	Dynamic functions (custom hooks): your after_startup/0 callback may
return a list of dynamic exports describing additional callable function
names that do not need to exist as exported Elixir functions.
These dynamic calls are dispatched to on_custom_hook/2.


  # Client calls: rpc("give_coins", {amount: 50})
  def give_coins(amount, opts) do
caller = Keyword.get(opts, :caller)
# Your game logic here
{:ok, %{success: true}}
  end


Return values:
	{:ok, data} - Success, data is sent back to client
	{:error, reason} - Error, reason is sent back to client
	:ok - Success with no data
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        hook_result(t)

      


        Result type for before hooks



    


    
      
        kv_opts()

      


        Options passed to hooks that accept an options map/keyword list.



    


    
      
        lobby()

      


        A lobby struct from GameServer.Lobbies.Lobby



    


    
      
        rpc_export()

      


        A dynamic RPC export returned by after_startup/0.
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        A user struct from GameServer.Accounts.User
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        after_lobby_join(user, lobby)
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        after_startup()

      


    


    
      
        after_user_kicked(host, target, lobby)

      


    


    
      
        after_user_login(user)

      


    


    
      
        after_user_register(user)

      


    


    
      
        before_kv_get(t, kv_opts)

      


        Called before a KV get/2 is performed. Implementations should return
:public if the key may be read publicly, or :private to restrict access.



    


    
      
        before_lobby_create(attrs)

      


    


    
      
        before_lobby_delete(lobby)

      


    


    
      
        before_lobby_join(user, lobby, opts)

      


    


    
      
        before_lobby_leave(user, lobby)

      


    


    
      
        before_lobby_update(lobby, attrs)

      


    


    
      
        before_stop()

      


    


    
      
        before_user_kicked(host, target, lobby)

      


    


    
      
        on_custom_hook(t, list)

      


        Handle a dynamically-exported RPC function.
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        __using__(opts)

      


        Use this macro to get default implementations for all callbacks.



    


    
      
        caller()

      


        Returns the raw caller value for the current hook invocation.



    


    
      
        caller_id()

      


        Returns the caller's numeric id when available.



    


    
      
        caller_user()

      


        Returns the user struct for the current caller when available.
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      hook_result(t)



        
          
        

    

  


  

      

          @type hook_result(t) :: {:ok, t} | {:error, term()}


      


Result type for before hooks

  



  
    
      
    
    
      kv_opts()



        
          
        

    

  


  

      

          @type kv_opts() :: map() | keyword()


      


Options passed to hooks that accept an options map/keyword list.
Common keys include :user_id (pos_integer) and other domain-specific
options. Hooks may accept either a map or keyword list for convenience.
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          @type lobby() :: GameServer.Lobbies.Lobby.t()


      


A lobby struct from GameServer.Lobbies.Lobby

  



  
    
      
    
    
      rpc_export()



        
          
        

    

  


  

      

          @type rpc_export() :: %{:hook => String.t(), optional(:meta) => map()}


      


A dynamic RPC export returned by after_startup/0.
The minimal shape is:
%{hook: "custom_hello"}
Optionally, provide :meta for tooling / UI hints:
%{hook: "custom_hello", meta: %{description: "...", args: [...], example_args: [...]}}
Note: the runtime also accepts string keys (e.g. %{"hook" => ...}), but
this type focuses on the atom-keyed form.
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          @type user() :: GameServer.Accounts.User.t()


      


A user struct from GameServer.Accounts.User
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      after_lobby_create(lobby)



        
          
        

    

  


  

      

          @callback after_lobby_create(lobby()) :: any()


      



  



  
    
      
    
    
      after_lobby_delete(lobby)



        
          
        

    

  


  

      

          @callback after_lobby_delete(lobby()) :: any()


      



  



  
    
      
    
    
      after_lobby_host_change(lobby, new_host_id)



        
          
        

    

  


  

      

          @callback after_lobby_host_change(lobby(), new_host_id :: integer()) :: any()


      



  



  
    
      
    
    
      after_lobby_join(user, lobby)



        
          
        

    

  


  

      

          @callback after_lobby_join(user(), lobby()) :: any()


      



  



  
    
      
    
    
      after_lobby_leave(user, lobby)



        
          
        

    

  


  

      

          @callback after_lobby_leave(user(), lobby()) :: any()


      



  



  
    
      
    
    
      after_lobby_update(lobby)



        
          
        

    

  


  

      

          @callback after_lobby_update(lobby()) :: any()


      



  



  
    
      
    
    
      after_startup()



        
          
        

    

  


  

      

          @callback after_startup() :: :ok | [rpc_export()]


      



  



  
    
      
    
    
      after_user_kicked(host, target, lobby)



        
          
        

    

  


  

      

          @callback after_user_kicked(host :: user(), target :: user(), lobby()) :: any()


      



  



  
    
      
    
    
      after_user_login(user)



        
          
        

    

  


  

      

          @callback after_user_login(user()) :: any()


      



  



  
    
      
    
    
      after_user_register(user)



        
          
        

    

  


  

      

          @callback after_user_register(user()) :: any()


      



  



  
    
      
    
    
      before_kv_get(t, kv_opts)



        
          
        

    

  


  

      

          @callback before_kv_get(String.t(), kv_opts()) :: hook_result(:public | :private)


      


Called before a KV get/2 is performed. Implementations should return
:public if the key may be read publicly, or :private to restrict access.
Receives the key and an opts map/keyword (see kv_opts/0). Return
either the bare atom (e.g. :public) or {:ok, :public}; return {:error, reason}
to block the read.
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          @callback before_lobby_create(attrs :: map()) :: hook_result(map())


      



  



  
    
      
    
    
      before_lobby_delete(lobby)



        
          
        

    

  


  

      

          @callback before_lobby_delete(lobby()) :: hook_result(lobby())


      



  



  
    
      
    
    
      before_lobby_join(user, lobby, opts)



        
          
        

    

  


  

      

          @callback before_lobby_join(user(), lobby(), opts :: keyword()) ::
  hook_result({user(), lobby(), keyword()})


      



  



  
    
      
    
    
      before_lobby_leave(user, lobby)



        
          
        

    

  


  

      

          @callback before_lobby_leave(user(), lobby()) :: hook_result({user(), lobby()})


      



  



  
    
      
    
    
      before_lobby_update(lobby, attrs)



        
          
        

    

  


  

      

          @callback before_lobby_update(lobby(), attrs :: map()) :: hook_result(map())


      



  



  
    
      
    
    
      before_stop()



        
          
        

    

  


  

      

          @callback before_stop() :: any()


      



  



  
    
      
    
    
      before_user_kicked(host, target, lobby)



        
          
        

    

  


  

      

          @callback before_user_kicked(host :: user(), target :: user(), lobby()) ::
  hook_result({user(), user(), lobby()})


      



  



  
    
      
    
    
      on_custom_hook(t, list)



        
          
        

    

  


  

      

          @callback on_custom_hook(String.t(), list()) :: any()


      


Handle a dynamically-exported RPC function.
This callback is invoked when a client calls a function name that was
registered at runtime from after_startup/0.
Receives the function name and the argument list.
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      __using__(opts)


        (macro)


        
          
        

    

  


  

Use this macro to get default implementations for all callbacks.
This allows you to only implement the callbacks you need.
Example
defmodule MyGame.Hooks do
  use GameServer.Hooks

  @impl true
  def after_user_register(user) do
    # Only implement what you need
    :ok
  end
end

  



  
    
      
    
    
      caller()



        
          
        

    

  


  

      

          @spec caller() :: any() | nil


      


Returns the raw caller value for the current hook invocation.
When GameServer executes a hook function, it may inject a :caller into the
hook task's process dictionary. This helper fetches that raw value.

  



  
    
      
    
    
      caller_id()



        
          
        

    

  


  

      

          @spec caller_id() :: integer() | nil


      


Returns the caller's numeric id when available.
If the caller is a GameServer.Accounts.User struct, returns its id.
If the caller is a map, returns :id or "id".
If the caller is already an integer, returns it.
Otherwise returns nil.

  



  
    
      
    
    
      caller_user()



        
          
        

    

  


  

      

          @spec caller_user() :: GameServer.Accounts.User.t() | nil


      


Returns the user struct for the current caller when available.
This is a convenience wrapper over caller/0 that returns a user struct when
the caller is already a %GameServer.Accounts.User{}.
In the full GameServer application this may also resolve ids/maps via the DB.
In the SDK it only returns the struct when it is already present.

  


        

      


  

    
GameServer.KV 
    



      
Generic key/value storage.
This is intentionally minimal and un-opinionated.
If you want namespacing, encode it in key (e.g. "polyglot_pirates:key1").
If you want per-user values, pass user_id: ... to get/2, put/4, and delete/2.
This module uses the app cache (GameServer.Cache) as a best-effort read cache.
Writes update the cache and deletes evict it.
Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.
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        list_opts()

      


    


    
      
        metadata()

      


    


    
      
        payload()

      


    


    
      
        value()
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        count_entries()

      


          Count the number of entries that match the optional filter.



    


    
      
        count_entries(opts)

      


          Count the number of entries that match the optional filter.



    


    
      
        create_entry(attrs)

      


          Create a new Entry from attrs (expecting key, optional user_id, value, metadata).
  Returns {:ok, entry} or {:error, changeset}.



    


    
      
        delete(key)

      


          Delete the entry at key.



    


    
      
        delete(key, opts)

      


          Delete the entry at key.



    


    
      
        delete_entry(id)

      


          Delete an entry by its id.



    


    
      
        get(key)

      


          Retrieve the value and metadata stored for key.



    


    
      
        get(key, opts)

      


          Retrieve the value and metadata stored for key.



    


    
      
        get_entry(id)

      


          Fetch an Entry by its numeric id.
  Returns the Entry struct or nil if not found.



    


    
      
        list_entries()

      


          List key/value entries with optional pagination and filtering.



    


    
      
        list_entries(opts)

      


          List key/value entries with optional pagination and filtering.



    


    
      
        put(key, value)

      


          Store value with optional metadata at key.



    


    
      
        put(key, value, metadata, opts)

      


          Store value with optional metadata at key.



    


    
      
        update_entry(id, attrs)

      


          Update an existing entry by id with attrs.
  Returns {:ok, entry}, {:error, :not_found} if missing, or {:error, changeset} on validation error.
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          @type attrs() :: %{
  :key => String.t(),
  optional(:user_id) => pos_integer(),
  :value => value(),
  optional(:metadata) => metadata()
}


      



  



  
    
      
    
    
      list_opts()



        
          
        

    

  


  

      

          @type list_opts() :: [
  page: pos_integer(),
  page_size: pos_integer(),
  user_id: pos_integer(),
  global_only: boolean(),
  key: String.t()
]
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          @type metadata() :: map()


      



  



  
    
      
    
    
      payload()



        
          
        

    

  


  

      

          @type payload() :: %{value: value(), metadata: metadata()}
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          @type value() :: map()
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      count_entries()



        
          
        

    

  


  

      

          @spec count_entries() :: non_neg_integer()


      


  Count the number of entries that match the optional filter.
  Accepts the same options as list_entries/1 (see list_opts/0). Returns a non-negative integer.

  



  
    
      
    
    
      count_entries(opts)



        
          
        

    

  


  

      

          @spec count_entries(list_opts()) :: non_neg_integer()


      


  Count the number of entries that match the optional filter.
  Accepts the same options as list_entries/1 (see list_opts/0). Returns a non-negative integer.

  



  
    
      
    
    
      create_entry(attrs)



        
          
        

    

  


  

      

          @spec create_entry(attrs()) ::
  {:ok, GameServer.KV.Entry.t()} | {:error, Ecto.Changeset.t()}


      


  Create a new Entry from attrs (expecting key, optional user_id, value, metadata).
  Returns {:ok, entry} or {:error, changeset}.

  



  
    
      
    
    
      delete(key)



        
          
        

    

  


  

      

          @spec delete(String.t()) :: :ok


      


  Delete the entry at key.
  Pass user_id: id in opts to delete a per-user key. Returns :ok.

  



  
    
      
    
    
      delete(key, opts)



        
          
        

    

  


  

      

          @spec delete(
  String.t(),
  keyword()
) :: :ok


      


  Delete the entry at key.
  Pass user_id: id in opts to delete a per-user key. Returns :ok.

  



  
    
      
    
    
      delete_entry(id)



        
          
        

    

  


  

      

          @spec delete_entry(pos_integer()) :: :ok


      


  Delete an entry by its id.
  Returns :ok whether or not the entry existed.

  



  
    
      
    
    
      get(key)



        
          
        

    

  


  

      

          @spec get(String.t()) :: {:ok, payload()} | :error


      


  Retrieve the value and metadata stored for key.
  Pass user_id: id in opts to scope the lookup to a specific user.
  Returns {:ok, %{value: map(), metadata: map()}} when found, or :error when not present.

  



  
    
      
    
    
      get(key, opts)



        
          
        

    

  


  

      

          @spec get(
  String.t(),
  keyword()
) :: {:ok, payload()} | :error


      


  Retrieve the value and metadata stored for key.
  Pass user_id: id in opts to scope the lookup to a specific user.
  Returns {:ok, %{value: map(), metadata: map()}} when found, or :error when not present.

  



  
    
      
    
    
      get_entry(id)



        
          
        

    

  


  

      

          @spec get_entry(pos_integer()) :: GameServer.KV.Entry.t() | nil


      


  Fetch an Entry by its numeric id.
  Returns the Entry struct or nil if not found.
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          @spec list_entries() :: [GameServer.KV.Entry.t()]


      


  List key/value entries with optional pagination and filtering.
  Supported options: :page, :page_size, :user_id, :global_only, and :key (substring filter).
  See list_opts/0 for the expected option types.
  Returns a list of Entry structs ordered by most recently updated.
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          @spec list_entries(list_opts()) :: [GameServer.KV.Entry.t()]


      


  List key/value entries with optional pagination and filtering.
  Supported options: :page, :page_size, :user_id, :global_only, and :key (substring filter).
  See list_opts/0 for the expected option types.
  Returns a list of Entry structs ordered by most recently updated.

  



  
    
      
    
    
      put(key, value)



        
          
        

    

  


  

      

          @spec put(String.t(), value()) ::
  {:ok, GameServer.KV.Entry.t()} | {:error, Ecto.Changeset.t()}


      


  Store value with optional metadata at key.
  When using the 4-arity, supported options include user_id: id to scope the entry to a user.
  Returns {:ok, entry} on success or {:error, changeset} on validation failure.

  



  
    
      
    
    
      put(key, value, metadata, opts)



        
          
        

    

  


  

      

          @spec put(String.t(), value(), metadata(), list_opts()) ::
  {:ok, GameServer.KV.Entry.t()} | {:error, Ecto.Changeset.t()}


      


  Store value with optional metadata at key.
  When using the 4-arity, supported options include user_id: id to scope the entry to a user.
  Returns {:ok, entry} on success or {:error, changeset} on validation failure.

  



  
    
      
    
    
      update_entry(id, attrs)



        
          
        

    

  


  

      

          @spec update_entry(pos_integer(), attrs()) ::
  {:ok, GameServer.KV.Entry.t()}
  | {:error, :not_found}
  | {:error, Ecto.Changeset.t()}


      


  Update an existing entry by id with attrs.
  Returns {:ok, entry}, {:error, :not_found} if missing, or {:error, changeset} on validation error.

  


        

      


  

    
GameServer.Leaderboards 
    



      
The Leaderboards context.
Provides server-authoritative leaderboard management. Scores can only be
submitted via server-side code — there is no public API for score submission.
Usage
# Create a leaderboard
{:ok, lb} = Leaderboards.create_leaderboard(%{
  slug: "weekly_kills",
  title: "Weekly Kills",
  sort_order: :desc,
  operator: :incr
})

# Submit score (server-only): resolve the active leaderboard first and submit by integer ID
leaderboard = Leaderboards.get_active_leaderboard_by_slug("weekly_kills")
{:ok, record} = Leaderboards.submit_score(leaderboard.id, user_id, 10)

# List records with rank (use integer leaderboard id)
records = Leaderboards.list_records(leaderboard.id, page: 1, limit: 25)

# Get user's record (use integer leaderboard id)
{:ok, record} = Leaderboards.get_user_record(leaderboard.id, user_id)
Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.
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        change_leaderboard(leaderboard)

      


          Returns a changeset for a leaderboard (used in forms).



    


    
      
        change_leaderboard(leaderboard, attrs)

      


          Returns a changeset for a leaderboard (used in forms).



    


    
      
        change_record(record)

      


          Returns a changeset for a record (used in admin forms).



    


    
      
        change_record(record, attrs)

      


          Returns a changeset for a record (used in admin forms).



    


    
      
        count_all_records()

      


          Count all leaderboard records across all leaderboards.



    


    
      
        count_leaderboard_groups()

      


          Counts unique leaderboard slugs.



    


    
      
        count_leaderboards()

      


          Counts leaderboards matching the given filters.



    


    
      
        count_leaderboards(opts)

      


          Counts leaderboards matching the given filters.



    


    
      
        count_records(leaderboard_id)

      


          Counts records for a leaderboard.



    


    
      
        create_leaderboard(attrs)

      


          Creates a new leaderboard.



    


    
      
        delete_leaderboard(leaderboard)

      


          Deletes a leaderboard and all its records.



    


    
      
        delete_record(record)

      


          Deletes a record.



    


    
      
        delete_user_record(id_or_slug, user_id)

      


          Deletes a user's record from a leaderboard.
  Accepts either leaderboard ID (integer) or slug (string).



    


    
      
        end_leaderboard(leaderboard)

      


          Ends a leaderboard by setting ends_at to the current time.



    


    
      
        get_active_leaderboard_by_slug(slug)

      


          Gets the currently active leaderboard with the given slug.
  Returns nil if no active leaderboard exists.



    


    
      
        get_leaderboard(id)

      


          Gets a leaderboard by its integer ID.



    


    
      
        get_leaderboard!(id)

      


          Gets a leaderboard by its integer ID. Raises if not found.



    


    
      
        get_record(leaderboard_id, user_id)

      


          Gets a single record by leaderboard ID and user ID.



    


    
      
        get_record!(id)

      


          Gets a record by its integer ID. Raises if not found.



    


    
      
        get_user_record(leaderboard_id, user_id)

      


          Gets a user's record with their rank.
  Returns {:ok, record_with_rank} or {:error, :not_found}.



    


    
      
        list_leaderboard_groups()

      


          Lists unique leaderboard slugs with summary info.



    


    
      
        list_leaderboard_groups(opts)

      


          Lists unique leaderboard slugs with summary info.



    


    
      
        list_leaderboards()

      


          Lists leaderboards with optional filters.



    


    
      
        list_leaderboards(opts)

      


          Lists leaderboards with optional filters.



    


    
      
        list_leaderboards_by_slug(slug)

      


          Lists all leaderboards with the given slug (all seasons), ordered by end date.



    


    
      
        list_leaderboards_by_slug(slug, opts)

      


          Lists all leaderboards with the given slug (all seasons), ordered by end date.



    


    
      
        list_records(leaderboard_id)

      


          Lists records for a leaderboard, ordered by rank.



    


    
      
        list_records(leaderboard_id, opts)

      


          Lists records for a leaderboard, ordered by rank.



    


    
      
        list_records_around_user(leaderboard_id, user_id)

      


          Lists records around a specific user (centered on their position).



    


    
      
        list_records_around_user(leaderboard_id, user_id, opts)

      


          Lists records around a specific user (centered on their position).



    


    
      
        submit_score(leaderboard_id, user_id, score)

      


          Submits a score for a user on a leaderboard.



    


    
      
        submit_score(leaderboard_id, user_id, score, metadata)

      


          Submits a score for a user on a leaderboard.



    


    
      
        update_leaderboard(leaderboard, attrs)

      


          Updates an existing leaderboard.



    


    
      
        update_record(record, attrs)

      


          Updates an existing record.



    





      


      
        Functions


        


  
    
      
    
    
      change_leaderboard(leaderboard)



        
          
        

    

  


  

      

          @spec change_leaderboard(GameServer.Leaderboards.Leaderboard.t()) ::
  Ecto.Changeset.t()


      


  Returns a changeset for a leaderboard (used in forms).

  



  
    
      
    
    
      change_leaderboard(leaderboard, attrs)



        
          
        

    

  


  

      

          @spec change_leaderboard(GameServer.Leaderboards.Leaderboard.t(), map()) ::
  Ecto.Changeset.t()


      


  Returns a changeset for a leaderboard (used in forms).

  



  
    
      
    
    
      change_record(record)



        
          
        

    

  


  

      

          @spec change_record(GameServer.Leaderboards.Record.t()) :: Ecto.Changeset.t()


      


  Returns a changeset for a record (used in admin forms).

  



  
    
      
    
    
      change_record(record, attrs)



        
          
        

    

  


  

      

          @spec change_record(GameServer.Leaderboards.Record.t(), map()) :: Ecto.Changeset.t()


      


  Returns a changeset for a record (used in admin forms).

  



  
    
      
    
    
      count_all_records()



        
          
        

    

  


  

      

          @spec count_all_records() :: non_neg_integer()


      


  Count all leaderboard records across all leaderboards.

  



  
    
      
    
    
      count_leaderboard_groups()



        
          
        

    

  


  

      

          @spec count_leaderboard_groups() :: non_neg_integer()


      


  Counts unique leaderboard slugs.

  



  
    
      
    
    
      count_leaderboards()



        
          
        

    

  


  

      

          @spec count_leaderboards() :: non_neg_integer()


      


  Counts leaderboards matching the given filters.
  Accepts the same filter options as list_leaderboards/1.

  



  
    
      
    
    
      count_leaderboards(opts)



        
          
        

    

  


  

      

          @spec count_leaderboards(keyword()) :: non_neg_integer()


      


  Counts leaderboards matching the given filters.
  Accepts the same filter options as list_leaderboards/1.

  



  
    
      
    
    
      count_records(leaderboard_id)



        
          
        

    

  


  

      

          @spec count_records(integer()) :: non_neg_integer()


      


  Counts records for a leaderboard.

  



  
    
      
    
    
      create_leaderboard(attrs)



        
          
        

    

  


  

      

          @spec create_leaderboard(GameServer.Types.leaderboard_create_attrs()) ::
  {:ok, GameServer.Leaderboards.Leaderboard.t()} | {:error, Ecto.Changeset.t()}


      


  Creates a new leaderboard.
  ## Attributes
  See GameServer.Types.leaderboard_create_attrs/0 for available fields.
  ## Examples
  iex> create_leaderboard(%{slug: "my_lb", title: "My Leaderboard"})
  {:ok, %Leaderboard{}}

  iex> create_leaderboard(%{slug: "", title: ""})
  {:error, %Ecto.Changeset{}}

  



  
    
      
    
    
      delete_leaderboard(leaderboard)



        
          
        

    

  


  

      

          @spec delete_leaderboard(GameServer.Leaderboards.Leaderboard.t()) ::
  {:ok, GameServer.Leaderboards.Leaderboard.t()} | {:error, Ecto.Changeset.t()}


      


  Deletes a leaderboard and all its records.

  



  
    
      
    
    
      delete_record(record)



        
          
        

    

  


  

      

          @spec delete_record(GameServer.Leaderboards.Record.t()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, Ecto.Changeset.t()}


      


  Deletes a record.

  



  
    
      
    
    
      delete_user_record(id_or_slug, user_id)



        
          
        

    

  


  

      

          @spec delete_user_record(integer() | String.t(), integer()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, :not_found}


      


  Deletes a user's record from a leaderboard.
  Accepts either leaderboard ID (integer) or slug (string).

  



  
    
      
    
    
      end_leaderboard(leaderboard)



        
          
        

    

  


  

      

          @spec end_leaderboard(
  GameServer.Leaderboards.Leaderboard.t()
  | integer()
  | String.t()
) ::
  {:ok, GameServer.Leaderboards.Leaderboard.t()}
  | {:error, Ecto.Changeset.t() | :not_found}


      


  Ends a leaderboard by setting ends_at to the current time.

  



  
    
      
    
    
      get_active_leaderboard_by_slug(slug)



        
          
        

    

  


  

      

          @spec get_active_leaderboard_by_slug(String.t()) ::
  GameServer.Leaderboards.Leaderboard.t() | nil


      


  Gets the currently active leaderboard with the given slug.
  Returns nil if no active leaderboard exists.
  An active leaderboard is one that:
	Has not ended (ends_at is nil or in the future)
	Has started (starts_at is nil or in the past)

  If multiple active leaderboards exist with the same slug,
  returns the most recently created one.

  



  
    
      
    
    
      get_leaderboard(id)



        
          
        

    

  


  

      

          @spec get_leaderboard(integer() | String.t()) ::
  GameServer.Leaderboards.Leaderboard.t() | nil


      


  Gets a leaderboard by its integer ID.
  ## Examples
  iex> get_leaderboard(123)
  %Leaderboard{id: 123}

  iex> get_leaderboard(999)
  nil

  



  
    
      
    
    
      get_leaderboard!(id)



        
          
        

    

  


  

      

          @spec get_leaderboard!(integer()) :: GameServer.Leaderboards.Leaderboard.t()


      


  Gets a leaderboard by its integer ID. Raises if not found.

  



  
    
      
    
    
      get_record(leaderboard_id, user_id)



        
          
        

    

  


  

      

          @spec get_record(integer(), integer()) :: GameServer.Leaderboards.Record.t() | nil


      


  Gets a single record by leaderboard ID and user ID.

  



  
    
      
    
    
      get_record!(id)



        
          
        

    

  


  

      

          @spec get_record!(integer()) :: GameServer.Leaderboards.Record.t()


      


  Gets a record by its integer ID. Raises if not found.
  Intended for internal/admin usage.

  



  
    
      
    
    
      get_user_record(leaderboard_id, user_id)



        
          
        

    

  


  

      

          @spec get_user_record(integer(), integer()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, :not_found}


      


  Gets a user's record with their rank.
  Returns {:ok, record_with_rank} or {:error, :not_found}.

  



  
    
      
    
    
      list_leaderboard_groups()



        
          
        

    

  


  

      

          @spec list_leaderboard_groups() :: [map()]


      


  Lists unique leaderboard slugs with summary info.
  Returns a list of maps with:
	:slug - the leaderboard slug
	:title - title from the latest leaderboard
	:description - description from the latest leaderboard
	:active_id - ID of the currently active leaderboard (or nil)
	:latest_id - ID of the most recent leaderboard
	:season_count - total number of leaderboards with this slug


  



  
    
      
    
    
      list_leaderboard_groups(opts)



        
          
        

    

  


  

      

          @spec list_leaderboard_groups(keyword()) :: [map()]


      


  Lists unique leaderboard slugs with summary info.
  Returns a list of maps with:
	:slug - the leaderboard slug
	:title - title from the latest leaderboard
	:description - description from the latest leaderboard
	:active_id - ID of the currently active leaderboard (or nil)
	:latest_id - ID of the most recent leaderboard
	:season_count - total number of leaderboards with this slug


  



  
    
      
    
    
      list_leaderboards()



        
          
        

    

  


  

      

          @spec list_leaderboards() :: [GameServer.Leaderboards.Leaderboard.t()]


      


  Lists leaderboards with optional filters.
  ## Options
* `:slug` - Filter by slug (returns all seasons of that leaderboard)
* `:active` - If `true`, only active leaderboards. If `false`, only ended.
* `:order_by` - Order by field: `:ends_at` or `:inserted_at` (default)
* `:starts_after` - Only leaderboards that started after this DateTime
* `:starts_before` - Only leaderboards that started before this DateTime
* `:ends_after` - Only leaderboards that end after this DateTime
* `:ends_before` - Only leaderboards that end before this DateTime
* `:page` - Page number (default 1)
* `:page_size` - Page size (default 25)
  ## Examples
  iex> list_leaderboards(active: true)
  [%Leaderboard{}, ...]

  iex> list_leaderboards(slug: "weekly_kills")
  [%Leaderboard{}, ...]

  iex> list_leaderboards(starts_after: ~U[2025-01-01 00:00:00Z])
  [%Leaderboard{}, ...]

  



  
    
      
    
    
      list_leaderboards(opts)



        
          
        

    

  


  

      

          @spec list_leaderboards(keyword()) :: [GameServer.Leaderboards.Leaderboard.t()]


      


  Lists leaderboards with optional filters.
  ## Options
* `:slug` - Filter by slug (returns all seasons of that leaderboard)
* `:active` - If `true`, only active leaderboards. If `false`, only ended.
* `:order_by` - Order by field: `:ends_at` or `:inserted_at` (default)
* `:starts_after` - Only leaderboards that started after this DateTime
* `:starts_before` - Only leaderboards that started before this DateTime
* `:ends_after` - Only leaderboards that end after this DateTime
* `:ends_before` - Only leaderboards that end before this DateTime
* `:page` - Page number (default 1)
* `:page_size` - Page size (default 25)
  ## Examples
  iex> list_leaderboards(active: true)
  [%Leaderboard{}, ...]

  iex> list_leaderboards(slug: "weekly_kills")
  [%Leaderboard{}, ...]

  iex> list_leaderboards(starts_after: ~U[2025-01-01 00:00:00Z])
  [%Leaderboard{}, ...]

  



  
    
      
    
    
      list_leaderboards_by_slug(slug)



        
          
        

    

  


  

      

          @spec list_leaderboards_by_slug(String.t()) :: [
  GameServer.Leaderboards.Leaderboard.t()
]


      


  Lists all leaderboards with the given slug (all seasons), ordered by end date.

  



  
    
      
    
    
      list_leaderboards_by_slug(slug, opts)



        
          
        

    

  


  

      

          @spec list_leaderboards_by_slug(
  String.t(),
  keyword()
) :: [GameServer.Leaderboards.Leaderboard.t()]


      


  Lists all leaderboards with the given slug (all seasons), ordered by end date.

  



  
    
      
    
    
      list_records(leaderboard_id)



        
          
        

    

  


  

      

          @spec list_records(integer()) :: [GameServer.Leaderboards.Record.t()]


      


  Lists records for a leaderboard, ordered by rank.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.
  Returns records with rank field populated.

  



  
    
      
    
    
      list_records(leaderboard_id, opts)



        
          
        

    

  


  

      

          @spec list_records(integer(), GameServer.Types.pagination_opts()) :: [
  GameServer.Leaderboards.Record.t()
]


      


  Lists records for a leaderboard, ordered by rank.
  ## Options
  See GameServer.Types.pagination_opts/0 for available options.
  Returns records with rank field populated.

  



  
    
      
    
    
      list_records_around_user(leaderboard_id, user_id)



        
          
        

    

  


  

      

          @spec list_records_around_user(integer(), integer()) :: [
  GameServer.Leaderboards.Record.t()
]


      


  Lists records around a specific user (centered on their position).
  Returns records above and below the user's rank.
  ## Options
* `:limit` - Total number of records to return (default 11, centered on user)

  



  
    
      
    
    
      list_records_around_user(leaderboard_id, user_id, opts)



        
          
        

    

  


  

      

          @spec list_records_around_user(integer(), integer(), keyword()) :: [
  GameServer.Leaderboards.Record.t()
]


      


  Lists records around a specific user (centered on their position).
  Returns records above and below the user's rank.
  ## Options
* `:limit` - Total number of records to return (default 11, centered on user)

  



  
    
      
    
    
      submit_score(leaderboard_id, user_id, score)



        
          
        

    

  


  

      

          @spec submit_score(integer(), integer(), integer()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, term()}


      


  Submits a score for a user on a leaderboard.
  This is a server-only function — there is no public API for score submission.
  The score is processed according to the leaderboard's operator:
* `:set` — Always replace with new score
* `:best` — Only update if new score is better (respects sort_order)
* `:incr` — Add to existing score
* `:decr` — Subtract from existing score
  To submit to a leaderboard by slug, first get the active leaderboard ID:
  leaderboard = Leaderboards.get_active_leaderboard_by_slug("weekly_kills")
  Leaderboards.submit_score(leaderboard.id, user_id, 10)
  ## Examples
  iex> submit_score(123, user_id, 10)
  {:ok, %Record{score: 10}}

  iex> submit_score(123, user_id, 5, %{weapon: "sword"})
  {:ok, %Record{score: 15, metadata: %{weapon: "sword"}}}

  



  
    
      
    
    
      submit_score(leaderboard_id, user_id, score, metadata)



        
          
        

    

  


  

      

          @spec submit_score(integer(), integer(), integer(), map()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, term()}


      


  Submits a score for a user on a leaderboard.
  This is a server-only function — there is no public API for score submission.
  The score is processed according to the leaderboard's operator:
* `:set` — Always replace with new score
* `:best` — Only update if new score is better (respects sort_order)
* `:incr` — Add to existing score
* `:decr` — Subtract from existing score
  To submit to a leaderboard by slug, first get the active leaderboard ID:
  leaderboard = Leaderboards.get_active_leaderboard_by_slug("weekly_kills")
  Leaderboards.submit_score(leaderboard.id, user_id, 10)
  ## Examples
  iex> submit_score(123, user_id, 10)
  {:ok, %Record{score: 10}}

  iex> submit_score(123, user_id, 5, %{weapon: "sword"})
  {:ok, %Record{score: 15, metadata: %{weapon: "sword"}}}

  



  
    
      
    
    
      update_leaderboard(leaderboard, attrs)



        
          
        

    

  


  

      

          @spec update_leaderboard(
  GameServer.Leaderboards.Leaderboard.t(),
  GameServer.Types.leaderboard_update_attrs()
) ::
  {:ok, GameServer.Leaderboards.Leaderboard.t()} | {:error, Ecto.Changeset.t()}


      


  Updates an existing leaderboard.
  Note: slug, sort_order, and operator cannot be changed after creation.
  ## Attributes
  See GameServer.Types.leaderboard_update_attrs/0 for available fields.

  



  
    
      
    
    
      update_record(record, attrs)



        
          
        

    

  


  

      

          @spec update_record(GameServer.Leaderboards.Record.t(), map()) ::
  {:ok, GameServer.Leaderboards.Record.t()} | {:error, Ecto.Changeset.t()}


      


  Updates an existing record.
  Intended for internal/admin usage.

  


        

      


  

    
GameServer.Leaderboards.Leaderboard 
    



      
Leaderboard struct from GameServer.
This is a stub module for SDK type definitions. The actual struct
is provided by GameServer at runtime.
Fields
	id - Leaderboard ID (integer)
	slug - URL-friendly identifier that can be reused across seasons (string)
	title - Display title (string)
	description - Optional description (string)
	sort_order - :desc (higher is better) or :asc (lower is better)
	operator - Score update mode: :set, :best, :incr, :decr
	starts_at - Optional start time (DateTime)
	ends_at - Optional end time (DateTime)
	metadata - Arbitrary metadata (map)
	inserted_at - Creation timestamp
	updated_at - Last update timestamp


      


      
        Summary


  
    Types
  


    
      
        operator()

      


    


    
      
        sort_order()

      


    


    
      
        t()

      


    





      


      
        Types


        


  
    
      
    
    
      operator()



        
          
        

    

  


  

      

          @type operator() :: :set | :best | :incr | :decr


      



  



  
    
      
    
    
      sort_order()



        
          
        

    

  


  

      

          @type sort_order() :: :desc | :asc


      



  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Leaderboards.Leaderboard{
  description: String.t() | nil,
  ends_at: DateTime.t() | nil,
  id: integer(),
  inserted_at: DateTime.t(),
  metadata: map(),
  operator: operator(),
  slug: String.t(),
  sort_order: sort_order(),
  starts_at: DateTime.t() | nil,
  title: String.t(),
  updated_at: DateTime.t()
}


      



  


        

      


  

    
GameServer.Leaderboards.Record 
    



      
Leaderboard record struct from GameServer.
This is a stub module for SDK type definitions. The actual struct
is provided by GameServer at runtime.
Fields
	id - Record ID (integer)
	leaderboard_id - Associated leaderboard ID (integer)
	user_id - User ID (integer)
	score - The score value (integer)
	rank - Virtual field for computed rank (integer)
	metadata - Arbitrary record metadata (map)
	inserted_at - Creation timestamp
	updated_at - Last update timestamp


      


      
        Summary


  
    Types
  


    
      
        t()

      


    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Leaderboards.Record{
  id: integer(),
  inserted_at: DateTime.t(),
  leaderboard_id: integer(),
  metadata: map(),
  rank: integer() | nil,
  score: integer(),
  updated_at: DateTime.t(),
  user_id: integer()
}


      



  


        

      


  

    
GameServer.Lobbies 
    



      
Context module for lobby management: creating, updating, listing and searching lobbies.
This module contains the core domain operations; more advanced membership and
permission logic will be added in follow-up tasks.
Usage
# Create a lobby (returns {:ok, lobby} | {:error, changeset})
{:ok, lobby} = GameServer.Lobbies.create_lobby(%{name: "fun-room", title: "Fun Room", host_id: host_id})

# List public lobbies (paginated/filterable)
lobbies = GameServer.Lobbies.list_lobbies(%{}, page: 1, page_size: 25)

# Join and leave
{:ok, user} = GameServer.Lobbies.join_lobby(user, lobby.id)
{:ok, _} = GameServer.Lobbies.leave_lobby(user)

# Get current lobby members
members = GameServer.Lobbies.get_lobby_members(lobby)

# Subscribe to global or per-lobby events
:ok = GameServer.Lobbies.subscribe_lobbies()
:ok = GameServer.Lobbies.subscribe_lobby(lobby.id)
PubSub Events
This module broadcasts the following events:
	"lobbies" topic (global lobby list changes):
	{:lobby_created, lobby} - a new lobby was created
	{:lobby_updated, lobby} - a lobby was updated
	{:lobby_deleted, lobby_id} - a lobby was deleted


	"lobby:<lobby_id>" topic (per-lobby membership changes):
	{:user_joined, lobby_id, user_id} - a user joined the lobby
	{:user_left, lobby_id, user_id} - a user left the lobby
	{:user_kicked, lobby_id, user_id} - a user was kicked from the lobby
	{:lobby_updated, lobby} - the lobby settings were updated
	{:host_changed, lobby_id, new_host_id} - the host changed (e.g., after host leaves)



Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.

      


      
        Summary


  
    Functions
  


    
      
        can_edit_lobby?(user, lobby)

      


          Check if a user can edit a lobby (is host or lobby is hostless).



    


    
      
        can_view_lobby?(user, lobby)

      


          Check if a user can view a lobby's details.
  Users can view any lobby they can see in the list.



    


    
      
        count_hidden_lobbies()

      


          Returns the count of hidden lobbies.



    


    
      
        count_hostless_lobbies()

      


          Returns the count of hostless lobbies.



    


    
      
        count_list_all_lobbies()

      


          Count ALL lobbies matching filters. For admin pagination.



    


    
      
        count_list_all_lobbies(filters)

      


          Count ALL lobbies matching filters. For admin pagination.



    


    
      
        count_list_lobbies()

      


          Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.



    


    
      
        count_list_lobbies(filters)

      


          Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.



    


    
      
        count_locked_lobbies()

      


          Returns the count of locked lobbies.



    


    
      
        count_passworded_lobbies()

      


          Returns the count of lobbies with passwords.



    


    
      
        create_lobby()

      


          Creates a new lobby.



    


    
      
        create_lobby(attrs)

      


          Creates a new lobby.



    


    
      
        get_lobby_members(lobby_id)

      


          Gets all users currently in a lobby.



    


    
      
        kick_user(host, lobby, target)

      


          Kick a user from a lobby. Only the host can kick users.
  Returns {:ok, user} on success, {:error, reason} on failure.



    


    
      
        list_all_lobbies()

      


          List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{



    


    
      
        list_all_lobbies(filters)

      


          List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{



    


    
      
        list_all_lobbies(filters, opts)

      


          List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{



    


    
      
        list_lobbies()

      


          List lobbies. Accepts optional search filters.



    


    
      
        list_lobbies(filters)

      


          List lobbies. Accepts optional search filters.



    


    
      
        list_lobbies(filters, opts)

      


          List lobbies. Accepts optional search filters.



    


    
      
        list_lobbies_for_user(user)

      


          List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.



    


    
      
        list_lobbies_for_user(user, filters)

      


          List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.



    


    
      
        list_lobbies_for_user(user, filters, opts)

      


          List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.



    


    
      
        quick_join(user)

      


          Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.



    


    
      
        quick_join(user, title)

      


          Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.



    


    
      
        quick_join(user, title, max_users)

      


          Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.



    


    
      
        quick_join(user, title, max_users, metadata)

      


          Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.



    


    
      
        subscribe_lobbies()

      


          Subscribe to global lobby events (lobby created, updated, deleted).



    


    
      
        subscribe_lobby(lobby_id)

      


          Subscribe to a specific lobby's events (membership changes, updates).



    


    
      
        unsubscribe_lobby(lobby_id)

      


          Unsubscribe from a specific lobby's events.



    


    
      
        update_lobby(lobby, attrs)

      


          Updates an existing lobby.



    





      


      
        Functions


        


  
    
      
    
    
      can_edit_lobby?(user, lobby)



        
          
        

    

  


  

      

          @spec can_edit_lobby?(
  GameServer.Accounts.User.t() | nil,
  GameServer.Lobbies.Lobby.t() | nil
) ::
  boolean()


      


  Check if a user can edit a lobby (is host or lobby is hostless).

  



  
    
      
    
    
      can_view_lobby?(user, lobby)



        
          
        

    

  


  

      

          @spec can_view_lobby?(
  GameServer.Accounts.User.t() | nil,
  GameServer.Lobbies.Lobby.t() | nil
) ::
  boolean()


      


  Check if a user can view a lobby's details.
  Users can view any lobby they can see in the list.

  



  
    
      
    
    
      count_hidden_lobbies()



        
          
        

    

  


  

      

          @spec count_hidden_lobbies() :: non_neg_integer()


      


  Returns the count of hidden lobbies.

  



  
    
      
    
    
      count_hostless_lobbies()



        
          
        

    

  


  

      

          @spec count_hostless_lobbies() :: non_neg_integer()


      


  Returns the count of hostless lobbies.

  



  
    
      
    
    
      count_list_all_lobbies()



        
          
        

    

  


  

      

          @spec count_list_all_lobbies() :: non_neg_integer()


      


  Count ALL lobbies matching filters. For admin pagination.

  



  
    
      
    
    
      count_list_all_lobbies(filters)



        
          
        

    

  


  

      

          @spec count_list_all_lobbies(map()) :: non_neg_integer()


      


  Count ALL lobbies matching filters. For admin pagination.

  



  
    
      
    
    
      count_list_lobbies()



        
          
        

    

  


  

      

          @spec count_list_lobbies() :: non_neg_integer()


      


  Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.

  



  
    
      
    
    
      count_list_lobbies(filters)



        
          
        

    

  


  

      

          @spec count_list_lobbies(map()) :: non_neg_integer()


      


  Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.

  



  
    
      
    
    
      count_locked_lobbies()



        
          
        

    

  


  

      

          @spec count_locked_lobbies() :: non_neg_integer()


      


  Returns the count of locked lobbies.

  



  
    
      
    
    
      count_passworded_lobbies()



        
          
        

    

  


  

      

          @spec count_passworded_lobbies() :: non_neg_integer()


      


  Returns the count of lobbies with passwords.

  



  
    
      
    
    
      create_lobby()



        
          
        

    

  


  

      

          @spec create_lobby() ::
  {:ok, GameServer.Lobbies.Lobby.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Creates a new lobby.
  ## Attributes
  See GameServer.Types.lobby_create_attrs/0 for available fields.

  



  
    
      
    
    
      create_lobby(attrs)



        
          
        

    

  


  

      

          @spec create_lobby(GameServer.Types.lobby_create_attrs()) ::
  {:ok, GameServer.Lobbies.Lobby.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Creates a new lobby.
  ## Attributes
  See GameServer.Types.lobby_create_attrs/0 for available fields.

  



  
    
      
    
    
      get_lobby_members(lobby_id)



        
          
        

    

  


  

      

          @spec get_lobby_members(GameServer.Lobbies.Lobby.t() | integer() | String.t()) :: [
  GameServer.Accounts.User.t()
]


      


  Gets all users currently in a lobby.
  Returns a list of User structs.
  ## Examples
  iex> get_lobby_members(lobby)
  [%User{}, %User{}]

  iex> get_lobby_members(lobby_id)
  [%User{}]

  



  
    
      
    
    
      kick_user(host, lobby, target)



        
          
        

    

  


  

      

          @spec kick_user(
  GameServer.Accounts.User.t(),
  GameServer.Lobbies.Lobby.t(),
  GameServer.Accounts.User.t()
) :: {:ok, GameServer.Accounts.User.t()} | {:error, term()}


      


  Kick a user from a lobby. Only the host can kick users.
  Returns {:ok, user} on success, {:error, reason} on failure.

  



  
    
      
    
    
      list_all_lobbies()



        
          
        

    

  


  

      

          @spec list_all_lobbies() :: [GameServer.Lobbies.Lobby.t()]


      


  List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{
title: string,
is_hidden: boolean/string,
is_locked: boolean/string,
has_password: boolean/string,
min_users: integer (filter by max_users >= val),
max_users: integer (filter by max_users <= val)
  }

  



  
    
      
    
    
      list_all_lobbies(filters)



        
          
        

    

  


  

      

          @spec list_all_lobbies(map()) :: [GameServer.Lobbies.Lobby.t()]


      


  List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{
title: string,
is_hidden: boolean/string,
is_locked: boolean/string,
has_password: boolean/string,
min_users: integer (filter by max_users >= val),
max_users: integer (filter by max_users <= val)
  }

  



  
    
      
    
    
      list_all_lobbies(filters, opts)



        
          
        

    

  


  

      

          @spec list_all_lobbies(map(), GameServer.Types.pagination_opts()) :: [
  GameServer.Lobbies.Lobby.t()
]


      


  List ALL lobbies including hidden ones. For admin use only.
  Accepts filters: %{
title: string,
is_hidden: boolean/string,
is_locked: boolean/string,
has_password: boolean/string,
min_users: integer (filter by max_users >= val),
max_users: integer (filter by max_users <= val)
  }

  



  
    
      
    
    
      list_lobbies()



        
          
        

    

  


  

      

          @spec list_lobbies() :: [GameServer.Lobbies.Lobby.t()]


      


  List lobbies. Accepts optional search filters.
  ## Filters
* `:title` - Filter by title (partial match)
* `:is_passworded` - boolean or string 'true'/'false' (omit for any)
* `:is_locked` - boolean or string 'true'/'false' (omit for any)
* `:min_users` - Filter lobbies with max_users >= value
* `:max_users` - Filter lobbies with max_users <= value
* `:metadata_key` - Filter by metadata key
* `:metadata_value` - Filter by metadata value (requires metadata_key)
  ## Options
  See GameServer.Types.lobby_list_opts/0 for available options.

  



  
    
      
    
    
      list_lobbies(filters)



        
          
        

    

  


  

      

          @spec list_lobbies(map()) :: [GameServer.Lobbies.Lobby.t()]


      


  List lobbies. Accepts optional search filters.
  ## Filters
* `:title` - Filter by title (partial match)
* `:is_passworded` - boolean or string 'true'/'false' (omit for any)
* `:is_locked` - boolean or string 'true'/'false' (omit for any)
* `:min_users` - Filter lobbies with max_users >= value
* `:max_users` - Filter lobbies with max_users <= value
* `:metadata_key` - Filter by metadata key
* `:metadata_value` - Filter by metadata value (requires metadata_key)
  ## Options
  See GameServer.Types.lobby_list_opts/0 for available options.

  



  
    
      
    
    
      list_lobbies(filters, opts)



        
          
        

    

  


  

      

          @spec list_lobbies(map(), GameServer.Types.lobby_list_opts()) :: [
  GameServer.Lobbies.Lobby.t()
]


      


  List lobbies. Accepts optional search filters.
  ## Filters
* `:title` - Filter by title (partial match)
* `:is_passworded` - boolean or string 'true'/'false' (omit for any)
* `:is_locked` - boolean or string 'true'/'false' (omit for any)
* `:min_users` - Filter lobbies with max_users >= value
* `:max_users` - Filter lobbies with max_users <= value
* `:metadata_key` - Filter by metadata key
* `:metadata_value` - Filter by metadata value (requires metadata_key)
  ## Options
  See GameServer.Types.lobby_list_opts/0 for available options.

  



  
    
      
    
    
      list_lobbies_for_user(user)



        
          
        

    

  


  

      

          @spec list_lobbies_for_user(GameServer.Accounts.User.t() | nil) :: [
  GameServer.Lobbies.Lobby.t()
]


      


  List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.

  



  
    
      
    
    
      list_lobbies_for_user(user, filters)



        
          
        

    

  


  

      

          @spec list_lobbies_for_user(GameServer.Accounts.User.t() | nil, map()) :: [
  GameServer.Lobbies.Lobby.t()
]


      


  List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.

  



  
    
      
    
    
      list_lobbies_for_user(user, filters, opts)



        
          
        

    

  


  

      

          @spec list_lobbies_for_user(
  GameServer.Accounts.User.t() | nil,
  map(),
  GameServer.Types.lobby_list_opts()
) :: [GameServer.Lobbies.Lobby.t()]


      


  List lobbies visible to a specific user.
  Includes the user's own lobby even if it's hidden.

  



  
    
      
    
    
      quick_join(user)



        
          
        

    

  


  

      

          @spec quick_join(GameServer.Accounts.User.t()) ::
  {:ok, GameServer.Lobbies.Lobby.t()}
  | {:error, :already_in_lobby | Ecto.Changeset.t() | term()}


      


  Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.
  Signature: quick_join(user, title \ nil, max_users \ nil, metadata \ %{})
	If the user is already in a lobby returns {:error, :already_in_lobby}
	On successful join or creation returns {:ok, lobby}
	Propagates errors from join or create flows


  



  
    
      
    
    
      quick_join(user, title)



        
          
        

    

  


  

      

          @spec quick_join(GameServer.Accounts.User.t(), String.t() | nil) ::
  {:ok, GameServer.Lobbies.Lobby.t()}
  | {:error, :already_in_lobby | Ecto.Changeset.t() | term()}


      


  Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.
  Signature: quick_join(user, title \ nil, max_users \ nil, metadata \ %{})
	If the user is already in a lobby returns {:error, :already_in_lobby}
	On successful join or creation returns {:ok, lobby}
	Propagates errors from join or create flows


  



  
    
      
    
    
      quick_join(user, title, max_users)



        
          
        

    

  


  

      

          @spec quick_join(GameServer.Accounts.User.t(), String.t() | nil, integer() | nil) ::
  {:ok, GameServer.Lobbies.Lobby.t()}
  | {:error, :already_in_lobby | Ecto.Changeset.t() | term()}


      


  Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.
  Signature: quick_join(user, title \ nil, max_users \ nil, metadata \ %{})
	If the user is already in a lobby returns {:error, :already_in_lobby}
	On successful join or creation returns {:ok, lobby}
	Propagates errors from join or create flows


  



  
    
      
    
    
      quick_join(user, title, max_users, metadata)



        
          
        

    

  


  

      

          @spec quick_join(
  GameServer.Accounts.User.t(),
  String.t() | nil,
  integer() | nil,
  map()
) ::
  {:ok, GameServer.Lobbies.Lobby.t()}
  | {:error, :already_in_lobby | Ecto.Changeset.t() | term()}


      


  Attempt to find an open lobby matching the given criteria and join it, or
  create a new lobby if none matches.
  Signature: quick_join(user, title \ nil, max_users \ nil, metadata \ %{})
	If the user is already in a lobby returns {:error, :already_in_lobby}
	On successful join or creation returns {:ok, lobby}
	Propagates errors from join or create flows


  



  
    
      
    
    
      subscribe_lobbies()



        
          
        

    

  


  

      

          @spec subscribe_lobbies() :: :ok | {:error, term()}


      


  Subscribe to global lobby events (lobby created, updated, deleted).

  



  
    
      
    
    
      subscribe_lobby(lobby_id)



        
          
        

    

  


  

      

          @spec subscribe_lobby(integer()) :: :ok | {:error, term()}


      


  Subscribe to a specific lobby's events (membership changes, updates).

  



  
    
      
    
    
      unsubscribe_lobby(lobby_id)



        
          
        

    

  


  

      

          @spec unsubscribe_lobby(integer()) :: :ok


      


  Unsubscribe from a specific lobby's events.

  



  
    
      
    
    
      update_lobby(lobby, attrs)



        
          
        

    

  


  

      

          @spec update_lobby(
  GameServer.Lobbies.Lobby.t(),
  GameServer.Types.lobby_update_attrs()
) ::
  {:ok, GameServer.Lobbies.Lobby.t()} | {:error, Ecto.Changeset.t() | term()}


      


  Updates an existing lobby.
  ## Attributes
  See GameServer.Types.lobby_update_attrs/0 for available fields.

  


        

      


  

    
GameServer.Lobbies.Lobby 
    



      
Lobby struct from GameServer.
This is a stub module for SDK type definitions. The actual struct
is provided by GameServer at runtime.
Fields
	id - Lobby ID (integer)
	name - Unique lobby name/slug (string)
	title - Display title (string)
	host_id - ID of the host user (integer, optional for hostless lobbies)
	hostless - Whether the lobby is hostless (boolean)
	max_users - Maximum number of users (integer)
	is_hidden - Whether the lobby is hidden from listings (boolean)
	is_locked - Whether the lobby is locked (boolean)
	metadata - Arbitrary lobby metadata (map)
	inserted_at - Creation timestamp
	updated_at - Last update timestamp


      


      
        Summary


  
    Types
  


    
      
        t()

      


    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Lobbies.Lobby{
  host_id: integer() | nil,
  hostless: boolean(),
  id: integer(),
  inserted_at: DateTime.t(),
  is_hidden: boolean(),
  is_locked: boolean(),
  max_users: integer(),
  metadata: map(),
  name: String.t(),
  title: String.t(),
  updated_at: DateTime.t()
}


      



  


        

      


  

    
GameServer.Schedule 
    



      
Dynamic cron-like job scheduling for hooks.
Use this module in your after_startup/0 hook to register scheduled jobs
that will call your hook functions at specified intervals.
This module is safe for distributed deployments - only one instance will
execute each job per period using database locks.
Scheduled callbacks are automatically protected from user RPC calls.
Examples
def after_startup do
  # Simple intervals
  Schedule.every_minutes(5, :on_every_5m)
  Schedule.hourly(:on_hourly)
  Schedule.daily(:on_daily)

  # With options
  Schedule.daily(:on_morning_report, hour: 9)
  Schedule.weekly(:on_monday, day: :monday, hour: 10)

  # Full cron syntax
  Schedule.cron(:my_job, "0 */6 * * *", :on_every_6h)

  :ok
end

# Callback receives context map (public function, but protected from RPC)
def on_hourly(context) do
  IO.puts("Triggered at #{context.triggered_at}")
  :ok
end
Context
All callbacks receive a context map:
%{
  triggered_at: ~U[2025-12-03 14:00:00Z],
  job_name: :on_hourly,
  schedule: "0 * * * *"
}
Distributed Safety
When running multiple instances, only one will execute each job per period.
This is achieved via database locks in the schedule_locks table.
Old locks are automatically cleaned up after 7 days.
Note: This is an SDK stub. Calling these functions will raise an error.
The actual implementation runs on the GameServer.

      


      
        Summary


  
    Functions
  


    
      
        cancel(name)

      


          Cancel a scheduled job.



    


    
      
        cleanup_old_locks()

      


          Clean up old schedule locks older than the specified number of days.



    


    
      
        cleanup_old_locks(opts)

      


          Clean up old schedule locks older than the specified number of days.



    


    
      
        cron(name, cron_expr, hook_fn)

      


          Register a job with full cron syntax.



    


    
      
        daily(hook_fn)

      


          Run a job every day.



    


    
      
        daily(hook_fn, opts)

      


          Run a job every day.



    


    
      
        every_minutes(n, hook_fn)

      


          Run a job every N minutes.



    


    
      
        hourly(hook_fn)

      


          Run a job every hour.



    


    
      
        hourly(hook_fn, opts)

      


          Run a job every hour.



    


    
      
        list()

      


          List all scheduled jobs.



    


    
      
        registered_callbacks()

      


          Returns the set of callback function names registered for scheduled jobs.



    


    
      
        weekly(hook_fn)

      


          Run a job every week.



    


    
      
        weekly(hook_fn, opts)

      


          Run a job every week.



    





      


      
        Functions


        


  
    
      
    
    
      cancel(name)



        
          
        

    

  


  

      

          @spec cancel(atom()) :: :ok


      


  Cancel a scheduled job.
  ## Examples
  Schedule.cancel(:my_job)

  



  
    
      
    
    
      cleanup_old_locks()



        
          
        

    

  


  

      

          @spec cleanup_old_locks() :: {:ok, non_neg_integer()}


      


  Clean up old schedule locks older than the specified number of days.
  This is called automatically during job execution, but can also be
  called manually if needed. Default is 7 days.
  ## Examples
  Schedule.cleanup_old_locks()
  Schedule.cleanup_old_locks(days: 30)

  



  
    
      
    
    
      cleanup_old_locks(opts)



        
          
        

    

  


  

      

          @spec cleanup_old_locks(keyword()) :: {:ok, non_neg_integer()}


      


  Clean up old schedule locks older than the specified number of days.
  This is called automatically during job execution, but can also be
  called manually if needed. Default is 7 days.
  ## Examples
  Schedule.cleanup_old_locks()
  Schedule.cleanup_old_locks(days: 30)

  



  
    
      
    
    
      cron(name, cron_expr, hook_fn)



        
          
        

    

  


  

      

          @spec cron(atom(), String.t(), atom()) :: :ok | {:error, term()}


      


  Register a job with full cron syntax.
  ## Examples
  Schedule.cron(:my_job, "*/15 * * * *", :on_every_15m)
  Schedule.cron(:weekdays, "0 9 * * 1-5", :on_weekday_morning)

  



  
    
      
    
    
      daily(hook_fn)



        
          
        

    

  


  

      

          @spec daily(atom()) :: :ok | {:error, term()}


      


  Run a job every day.
  ## Options
* `:hour` - hour of the day (0-23), default: 0
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.daily(:on_midnight)
  Schedule.daily(:on_morning, hour: 9)
  Schedule.daily(:on_evening, hour: 18, minute: 30)

  



  
    
      
    
    
      daily(hook_fn, opts)



        
          
        

    

  


  

      

          @spec daily(atom(), hour: 0..23, minute: 0..59) :: :ok | {:error, term()}


      


  Run a job every day.
  ## Options
* `:hour` - hour of the day (0-23), default: 0
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.daily(:on_midnight)
  Schedule.daily(:on_morning, hour: 9)
  Schedule.daily(:on_evening, hour: 18, minute: 30)

  



  
    
      
    
    
      every_minutes(n, hook_fn)



        
          
        

    

  


  

      

          @spec every_minutes(pos_integer(), atom()) :: :ok | {:error, term()}


      


  Run a job every N minutes.
  ## Examples
  Schedule.every_minutes(5, :on_5m)
  Schedule.every_minutes(15, :on_15m)

  



  
    
      
    
    
      hourly(hook_fn)



        
          
        

    

  


  

      

          @spec hourly(atom()) :: :ok | {:error, term()}


      


  Run a job every hour.
  ## Options
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.hourly(:on_hourly)
  Schedule.hourly(:on_half_hour, minute: 30)

  



  
    
      
    
    
      hourly(hook_fn, opts)



        
          
        

    

  


  

      

          @spec hourly(atom(), [{:minute, 0..59}]) :: :ok | {:error, term()}


      


  Run a job every hour.
  ## Options
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.hourly(:on_hourly)
  Schedule.hourly(:on_half_hour, minute: 30)

  



  
    
      
    
    
      list()



        
          
        

    

  


  

      

          @spec list() :: [%{name: atom(), schedule: String.t(), state: term()}]


      


  List all scheduled jobs.
  Returns a list of job info maps.

  



  
    
      
    
    
      registered_callbacks()



        
          
        

    

  


  

      

          @spec registered_callbacks() :: MapSet.t(atom())


      


  Returns the set of callback function names registered for scheduled jobs.
  These are protected from user RPC calls via Hooks.call/3.

  



  
    
      
    
    
      weekly(hook_fn)



        
          
        

    

  


  

      

          @spec weekly(atom()) :: :ok | {:error, term()}


      


  Run a job every week.
  ## Options
* `:day` - day of week (`:sunday`, `:monday`, etc.), default: `:sunday`
* `:hour` - hour of the day (0-23), default: 0
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.weekly(:on_sunday)
  Schedule.weekly(:on_monday_morning, day: :monday, hour: 9)

  



  
    
      
    
    
      weekly(hook_fn, opts)



        
          
        

    

  


  

      

          @spec weekly(atom(), day: atom(), hour: 0..23, minute: 0..59) ::
  :ok | {:error, term()}


      


  Run a job every week.
  ## Options
* `:day` - day of week (`:sunday`, `:monday`, etc.), default: `:sunday`
* `:hour` - hour of the day (0-23), default: 0
* `:minute` - minute of the hour (0-59), default: 0
  ## Examples
  Schedule.weekly(:on_sunday)
  Schedule.weekly(:on_monday_morning, day: :monday, hour: 9)

  


        

      


  

    
GameServer.Types 
    



      
Shared types used across GameServer contexts.
These types provide self-documenting function signatures for common
patterns like pagination options and entity attributes.

      


      
        Summary


  
    Types
  


    
      
        leaderboard_create_attrs()

      


        Attributes for creating a new leaderboard.



    


    
      
        leaderboard_update_attrs()

      


        Attributes for updating an existing leaderboard.



    


    
      
        lobby_create_attrs()

      


        Attributes for creating a new lobby.



    


    
      
        lobby_list_opts()

      


        Lobby listing options for filtering and pagination.



    


    
      
        lobby_update_attrs()

      


        Attributes for updating an existing lobby.



    


    
      
        pagination_opts()

      


        Pagination options for list queries.



    


    
      
        user_registration_attrs()

      


        Attributes for registering a new user.



    


    
      
        user_update_attrs()

      


        Attributes for updating an existing user.



    





      


      
        Types


        


  
    
      
    
    
      leaderboard_create_attrs()



        
          
        

    

  


  

      

          @type leaderboard_create_attrs() :: %{
  :id => String.t(),
  :title => String.t(),
  optional(:description) => String.t(),
  optional(:sort_order) => :desc | :asc,
  optional(:operator) => :set | :best | :incr | :decr,
  optional(:starts_at) => DateTime.t(),
  optional(:ends_at) => DateTime.t(),
  optional(:metadata) => map()
}


      


Attributes for creating a new leaderboard.
Fields
	:id - Unique string identifier (required, 1-100 chars)
	:title - Display title (required, 1-255 chars)
	:description - Optional description
	:sort_order - :desc (higher is better) or :asc (lower is better). Default: :desc
	:operator - How scores are combined:	:set - Always replace with new score
	:best - Only update if new score is better (default)
	:incr - Add to existing score
	:decr - Subtract from existing score


	:starts_at - Optional start time (UTC)
	:ends_at - Optional end time (UTC)
	:metadata - Arbitrary key-value data

Example
create_leaderboard(%{
  id: "weekly_kills_w49",
  title: "Weekly Kills - Week 49",
  sort_order: :desc,
  operator: :incr,
  ends_at: ~U[2024-12-08 00:00:00Z]
})

  



  
    
      
    
    
      leaderboard_update_attrs()



        
          
        

    

  


  

      

          @type leaderboard_update_attrs() :: %{
  optional(:title) => String.t(),
  optional(:description) => String.t(),
  optional(:starts_at) => DateTime.t(),
  optional(:ends_at) => DateTime.t(),
  optional(:metadata) => map()
}


      


Attributes for updating an existing leaderboard.
Note: id, sort_order, and operator cannot be changed after creation.
Fields
	:title - Display title (1-255 chars)
	:description - Description text
	:starts_at - Start time (UTC)
	:ends_at - End time (UTC)
	:metadata - Arbitrary key-value data

Example
update_leaderboard(leaderboard, %{
  title: "Updated Title",
  ends_at: ~U[2024-12-15 00:00:00Z]
})

  



  
    
      
    
    
      lobby_create_attrs()



        
          
        

    

  


  

      

          @type lobby_create_attrs() :: %{
  :name => String.t(),
  :title => String.t(),
  optional(:max_users) => pos_integer(),
  optional(:is_hidden) => boolean(),
  optional(:is_locked) => boolean(),
  optional(:password) => String.t(),
  optional(:hostless) => boolean(),
  optional(:metadata) => map()
}


      


Attributes for creating a new lobby.
Fields
	:name - Unique identifier/slug (required)
	:title - Display title (required)
	:max_users - Maximum number of users allowed (default: 10)
	:is_hidden - Whether lobby is hidden from public lists (default: false)
	:is_locked - Whether lobby is locked from new joins (default: false)
	:password - Optional password for protected lobbies
	:hostless - Whether lobby can exist without a host (default: false)
	:metadata - Arbitrary key-value data

Example
create_lobby(user, %{
  name: "my-game-room",
  title: "My Game Room",
  max_users: 4,
  password: "secret"
})

  



  
    
      
    
    
      lobby_list_opts()



        
          
        

    

  


  

      

          @type lobby_list_opts() :: [
  page: pos_integer() | nil,
  page_size: pos_integer(),
  include_hidden: boolean()
]


      


Lobby listing options for filtering and pagination.
Options
	:page - The page number (1-indexed). Defaults to nil (returns all).
	:page_size - Number of items per page. Defaults to 25.
	:include_hidden - Include hidden lobbies in results. Defaults to false.

Example
# List all visible lobbies
list_lobbies([])

# List page 1 including hidden lobbies
list_lobbies(page: 1, include_hidden: true)

  



  
    
      
    
    
      lobby_update_attrs()



        
          
        

    

  


  

      

          @type lobby_update_attrs() :: %{
  optional(:title) => String.t(),
  optional(:max_users) => pos_integer(),
  optional(:is_hidden) => boolean(),
  optional(:is_locked) => boolean(),
  optional(:password) => String.t() | nil,
  optional(:metadata) => map()
}


      


Attributes for updating an existing lobby.
Fields
	:title - Display title
	:max_users - Maximum number of users allowed
	:is_hidden - Whether lobby is hidden from public lists
	:is_locked - Whether lobby is locked from new joins
	:password - Password for protected lobbies (set to nil to remove)
	:metadata - Arbitrary key-value data

Example
update_lobby(lobby, user, %{
  title: "New Title",
  is_locked: true
})

  



  
    
      
    
    
      pagination_opts()



        
          
        

    

  


  

      

          @type pagination_opts() :: [page: pos_integer(), page_size: pos_integer()]


      


Pagination options for list queries.
Options
	:page - The page number (1-indexed). Defaults to 1.
	:page_size - Number of items per page. Defaults to 25.

Example
# Get the first page with default size
list_users([])

# Get page 2 with 50 items per page
list_users(page: 2, page_size: 50)

  



  
    
      
    
    
      user_registration_attrs()



        
          
        

    

  


  

      

          @type user_registration_attrs() :: %{
  optional(:email) => String.t(),
  optional(:password) => String.t(),
  optional(:display_name) => String.t(),
  optional(:device_id) => String.t()
}


      


Attributes for registering a new user.
Fields
	:email - User's email address (required for email registration)
	:password - User's password (required for email registration, min 8 chars)
	:display_name - Optional display name
	:device_id - Optional device ID for anonymous auth

Example
register_user(%{
  email: "user@example.com",
  password: "secret123",
  display_name: "Player One"
})

  



  
    
      
    
    
      user_update_attrs()



        
          
        

    

  


  

      

          @type user_update_attrs() :: %{
  optional(:display_name) => String.t() | nil,
  optional(:metadata) => map(),
  optional(:is_admin) => boolean()
}


      


Attributes for updating an existing user.
Fields
	:display_name - User's display name
	:metadata - Arbitrary key-value data stored with the user
	:is_admin - Whether the user has admin privileges

Example
update_user(user, %{
  display_name: "New Name",
  metadata: %{level: 5, xp: 1200}
})
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