

    

        Islands Game

        v0.1.36



    



  

    Table of contents

    
      


  	Modules
    

    	Islands.Game


    

  



      

    


  

    
Islands.Game 
    



      
A game struct and functions for the Game of Islands.
The game struct contains the fields name, player1, player2, request,
response and state representing the characteristics of a game in the
Game of Islands.
Based on the book Functional Web Development by Lance Halvorsen.
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Returns a unique, URL-friendly name such as "bold-frog-8249".
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          @spec new(name(), Islands.Player.name(), Islands.Player.gender(), pid()) ::
  t() | {:error, atom()}


      


Creates a game struct from name, player1_name, gender and pid.

  
  examples

  
  Examples


iex> alias Islands.{Game, Player}
iex> {player_name, gender, pid} = {"James", :m, self()}
iex> game = Game.new("Sky Fall", player_name, gender, pid)
iex> %Game{name: name, player1: player1} = game
iex> %Player{name: ^player_name, gender: ^gender, pid: ^pid} = player1
iex> {name, is_struct(player1, Player), is_struct(game.player2, Player)}
{"Sky Fall", true, true}

iex> alias Islands.Game
iex> {player_name, gender, pid} = {"James", :m, self()}
iex> Game.new('Sky Fall', player_name, gender, pid)
{:error, :invalid_game_args}
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Updates the request tuple.
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          @spec update_state(t(), Islands.State.t()) :: t()


      


Updates the state struct.
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