Language Study: Erlang

%rammmg

Softwar f a Concurrent World

Alan G. Labouseur, Ph.D.
Alan.Labouseur@Marist.edu



mailto:Alan.Labouseur@Marist.edu

A Distributed Adventure Game in Erlang

Clients, Server, and Locations

5 Erlang shells so far:
- 1 server (to rule them all): Rosanna
- 2 clients: Jenny and Layla

- 2 locations: Pamela (loc1) and Betty (loc2)
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Compile

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2)
{ok,locl} {ok, loc2}

T T ——rr— T

oGt o] (rosanna®Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

oo e Layla (beam.smp)

(layla@Alans-2021-iMac)5> c(gameClient).
{ok,gameClient}
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Start server and clients

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2)
{ok,locl} {ok, loc2}

(jenny@Alans-2021-iMac)25> c(gameClient).

{ok,gameClient}

(Jenny@Alans-2021-iMac)26> gameClient:start('rosanna@Alans-2021-iMac').

-- game client: Starting Distributed Adventure Game Client (pid <@.156.9>) on node 'jenny@Alans-2021-iMac'.
-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac'.

-- game client: Spawned game client with pid <@.172.0>, registered as gameClient.

-- game client: [play] Enter action or help -] :

(rosanna®Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

-- game server: Starting Distributed Adventure Game Server (pid <@.85.0>) on node 'rosanna@Alans-2021-iMac’.
-- game server: Spawned game server with pid <0.136.0>, registered as gameServer.

oo e Layla (beam.smp)

(layla@Alans-2021-iMac)5> c(gameClient).

{ok,gameClient}

(layla@Alans-2021-iMac)6> gameClient:start('rosanna@Alans-2021-iMac').

-- game client: Starting Distributed Adventure Game Client (pid <0.85.0>) on node 'layla@Alans-2021-iMac'.
game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.
game client: Spawned game client with pid <@.124.0>, registered as gameClient.
game client: [play] Enter action or help -] I
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Start location 1

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2)
{ok,locl} {ok, loc2}
(pamela@Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac').
location 1: Starting Location 1 (pid <@.85.0>) on node 'pamela@Alans
-- location 1: Spawned location with pid <0.181.0>, registered as locl
-- location 1: Notifying server on node 'rosanna@Alans-2021-iMac’.
ok
(pamela@Alans-2021-iMac)22>

(jenny@Alans-2021-iMac)25> c(gameClient).

{ok,gameClient}

(Jenny@Alans-2021-iMac)26> gameClient:start('rosanna@Alans-2021-iMac').

-- game client: Starting Distributed Adventure Game Client (pid <@.156.9>) on node 'jenny@Alans-2021-iMac'.
-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac'.

-- game client: Spawned game client with pid <@.172.0>, registered as gameClient.

-- game client: [play] Enter action or help -] :

(rosanna®Alans-2021-iMac)10> c(gameServer).
{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

-- game server: Starting Distributed Adventure Game Server

game serve Receiv
game serve Putting {locl

Process Dictionary

® @ Layla (beam.smp) .
(layla@ALans-2021-iMac)5> c(gameClient) locl pamela@Alans-2021-iMac
{ok,gameClient}

(layla@Alans-2021-iMac)6> gameClient:start('rosanna@Alans-2021-iMac').

-- game client: Starting Distributed Adventure Game Client (pid <0.85.0>) on node 'layla@Alans-2021-iMac'.

-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.

-- game client: Spawned game client with pid <@.124.0>, registered as gameClient.

-- game client: [play] Enter action or help -]
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Start location 2

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2)
{ok,locl} {ok, loc2}
(pamela@Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac'). (betty®Alans-2021-iMac)56> loc2:star rosanna@Alans-2021-iMac').
location 1: Starting Location 1 (pid <0.85.0>) on node 'pamela@Alans-2021-iMac’. location 2: Starting Location 2 (pid <0.195.0>) on node 'betty®Alans-2021-iMac’
-- location 1: Spawned location with pid <0.181.0>, registered as locl. -- location 2: Spawned location with pid <0.244.0>, registered as loc2.
-- location 1: Notifying server on node 'rosanna@Alans-2021-iMac’. -- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.
ok ok
(pamela@Alans-2021-iMac)22> \ (betty®Alans-2021-1Mac)57>

(jenny@Alans-2021-iMac)25> c(gameClient).
{ok,gameClient}
(Jenny@Alans-2021-iMac)26> gameClient:start('rosanna@Alans-2021-iMac').
2 client: Starting Distributed Adventure Game Client (pid <@.156.0>) on node 'jenny@Alans-2021-iMac'.
> client: Talking to game server on node 'rosanna@Alans-2021-iMac'
client: Spawned game client with pid <@.172.0>, registered as gameClient.
client: [play] Enter action or help -] :

(rosanna®Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gdmeServer:start().

-- game server: Starting Distriputed Adventure Game Server (pid <@.85.0>) on node 'rosanna@Alans-2021-iMac’.
game server: Spawned game sdgrver with pid <@.136.0>, registered as gameServer.
game serve Received re

021-iMac' for loc2

Process Dictionary

Layla (beam.smp)

ient). locl pamela@Alans-2021-iMac

@Alans-2021-iMac)5> c(gameCli
{ok,gameClient}
(layla@Alans-2021-iMac)6> gameClient:start('rosanna@Alans-2021-iMac'). loc2 betty@Alans-ZOZl-iMac
-- game client: Starting Distributed Adventure Game Client (pid <0.85.0>) on node 'layla@Alans-2021-iMac’.

-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.
-- game client: Spawned game client with pid <@.124.0>, registered as gameClient.
-- game client: [play] Enter action or help -]
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Ready to play

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2)
{ok,locl} {ok, loc2}
(pamela@Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac'). (betty®Alans-2021-iMac)56> loc2:start('rosanna@Alans-2021-iMac').
location 1: Starting Location 1 (pid <@.85.0>) on node 'pamela@Alans-2021-iMac'. location 2: Starting Location 2 (pid <0.195.0>) on node 'betty®Alans-2021-iMac’
-- location 1: Spawned location with pid <0.181.0>, registered as locl. -- location 2: Spawned location with pid <0.244.0>, registered as loc2.
-- location 1: Notifying server on node 'rosanna@Alans-2021-iMac’. -- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.
ok ok
(pamela@Alans-2021-iMac)22> \ (betty®Alans-2021-iMac)57>

(T . . )
(jenny@Alans-2021-iMac)25> c(gameClient).

{ok,gameClient}

(Jenny@Alans-2021-iMac)26> gameClient:start('rosanna@Alans-2021-iMac').

-- game client: Starting Distributed Adventure Game Client (pid <@.156.9>) on node 'jenny@Alans-2021-iMac'.
-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac'.

-- game client: Spawned game client with pid <@.172.0>, registered as gameClient.

-- game client: [play] Enter action or help -] :

(rosanna®Alans-2021-iMac)10> c(gameServer).
{ok,gameServer}
(rosanna@Alans-2021-iMac)11> gameServer:start().
-- game server: Starting Distributed Adventure Game Server (pid <@.85.0>) on node 'rosanna@Alans-2021-iMac’.
game server: Spawned game server with pid <@.136.0>, registered as gameServer.
- game server: Received registerNewClientLocation message from node 'pamela@®Alans-2021-iMac’' for locl.
game server: Putting {locl, 'pamela@Alans-2021-iMac'} in the local process dictionary.
game server: Received registerNewClientLocation message from node 'betty@Alans-2021-iMac' for loc2.
game server: Putting {locZ, 'betty@Alans-2021-iMac'} in the local process dictionary.
- game server: [admin] Enter command or help -]

Process Dictionary

. @ Layla (beam.smp) Q
(layla@Alans-2021-iMac)5> c(gameClient). locl pamela@Alans-2021-iMac
{ok,gameClient}
(layla@Alans-2021-iMac)6> gameClient:start('rosanna@Alans-2021-iMac'). loc2 betty@Alans-ZOZl-iMac
-- game client: Starting Distributed Adventure Game Client (pid <0.85.0>) on node 'layla@Alans-2021-iMac'.

game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.

game client: Spawned game client with pid <@.124.0>, registered as gameClient.

game client: [play] Enter action or help -] I
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Game Client on Jenny: go home

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2).

{ok,loc1} {ok,loc2}

(pamela®Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac"'). (betty@Alans-2021-iMac)56> loc2:start('rosanna@®Alans-2021-iMac').

-- location 1: Starting Location 1 (pid <@.85.9>) on node 'pamela@Alans-2021-iMac'. -- location 2: Starting Location 2 (pid <@.195.0>) on node 'betty@Alans-2021-iMac'.
-- location 1: Spawned location with pid <0.181.0>, registered as locl. -- location 2: Spawned location with pid <0.244.0>, registered as loc2.

-- location 1: Notifying server on node 'rosanna®Alans-2021-iMac'. -- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.

ok ok

(pamela@Alans-2021-iMac)22> | (betty@Alans-2021-iMac)57> ||

L o Jenny (beam.smp)

(Jenny@Alans-2021-1Mac)25> c(gameClient).

{ok,gameClient}

(jenny@Alans-2021-iMac)26> gameClient:start('rosanna@Alans-2021-iMac"').

-- game client: Starting Distributed Adventure Game Client (pid <@.156.0>) on node 'jenny®@Alans-2021-iMac’.
game client: Talking to game server on node 'rosanna@Alans-2021-iMac'.
game client: Spawned game client with pid <@.172.0>, registered as gameClient.
game client: [play] Enter action or help -] go home

(rosanna@Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

-- game server: Starting Distributed Adventure Game Server (pid <@.85.0>) on node
game server: Spawned game server with pid <0.136.0>, registered as gameServer.
game server: Received registerNewClientLocation message from node 'pamela@Alans-2021-iMac' for locl.

. - : game server: Putting {locl, 'pamela@Alans-2021-iMac'} in the local process dictionary.
gz:: Z%t::t: giebug] SOIDIRDRLOCE O ot game server: Received registerNewClientLocation message from node 'betty@Alans-2021-iMac' for loc2.

ame client: Received message ["You cannot go that way."] from node 'rosanna@Alans-2021-iMac' game scrver. Putting flocz, belivOAlans 2021 iMoc L in the local process dictionary,
9 . 5509 9 y: : e ere ' game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [home].

e client: lay] Ente cti help - -
game ctien LptayliEnteriactionfonihelpic] I game server: Getting node for location [home] from the local process dictionary.
game server: Node not found in the local process dictionary. \
—_ —
_/ game server: Ladmin] Enter command or newp -J

Process Dictionary

rosanna@Alans-2021-1iMac'.

(layla@Alans-2021-iMac)5> c(gameClient). IOCl pamEIa@AIanS'ZOZI'lMaC
{ok,gameClient}

(layla@Alans-2021-iMac)6> gameClient:start('rosanna®Alans-2021-iMac'). |0c2 betty@Alans-ZOZl_iMac

-- game client: Starting Distributed Adventure Game Client (pid <@.85.0>) on node 'layla@Alans-2021-iMac'.

-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.

-- game client: Spawned game client with pid <0.124.0>, registered as gameClient.

-- game client: [play] Enter action or help -] ‘
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Game Client on Jenny: go loc1

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2).

{ok,loc1} {ok,loc2}

(pamela®Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac'). (betty@Alans-2021-iMac)56> loc2:start('rosanna®Alans-2021-iMac').

-- location 1: Starting Location 1 (pid <@.85.0>) on node 'pamela@Alans-2021-iMac’'. -- location 2: Starting Location 2 (pid <0.195.0>) on node 'betty@Alans-2021-iMac'.
-- location 1: Spawned location with pid <0.181.0>, registered as locl. -- location 2: Spawned location with pid <@.244.0>, registered as loc2.

-- location 1: Notifying server on node 'rosanna@Alans-2021-iMac'. -- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.

ok ok

-- location 1: A gameClient on 'jenny@Alans-2021-iMac' is entering locl. (betty@Alans-2021-iMac)57> |

(pamela@Alpns-2021-iMac)22>

Jenny (beam.smp)

(Jenny@Alans-202%-1Mac)25> c(gameClient).
{ok,gameClient}
(jenny@Alans-2021-\Mac)26> gameClient:start('rosanna@Alans-2021-iMac').
-- game client: Stdqting Distributed Adventure Game Client (pid <@.156.0>) on node 'jenny®Alans-2021-iMac'.
game client: Aing to game server on node 'rosanna@Alans-2021-iMac’.
game client: ed game client with pid <@.172.0>, registered as gameClient.
game client: Enter action or help -] go home
game client:
game client:

(rosanna@Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

-- game server: Starting Distributed Adventure Game Server (pid <0.85.0>) on node
game server: Spawned game server with pid <0.136.0>, registered as gameServer.
game server: Received registerNewClientLocation message from node 'pamela@Alans-2021-iMac’ for locl.
game server: Putting {locl, 'pamela@Alans-2021-iMac'} in the local process dictionary.
game server: Received registerNewClientLocation message from node 'betty®Alans-2021-iMac' for loc2.

. R l . n ) " S O . ~ e \ game server: Putting {loc2, 'betty@Alans-2021-iMac'} in the local process dictionary.

P2 EINEE [RAERE, [afefn DL Gty ¢ HEns ") (e Wl s == game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [home].

me client: lay] Ent ti help - locl . . .
92:; le;:t- %Zezi]] ?oi '“;0]?2C2:i0; 21011?0 o server: Getting node for location [home] from the local process dictionary.
9 . 91 % : ’ erver: Node not found in the local process dictionary

game client: ok \ i i 2 € i 0 i
gane| client:| Received|messoM| [ [debug]l You GAN| go! that ways™]| from node  ‘rosanna@Alans=2021=iMac’ server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [locl].
) : - : N - ( \ - server: Getti de for locatic locl] from the local process dict ry.
-- game client: Received message ["(1) You are standing inside of a small but tall elevator."] from node 'pamela@Alan SAAA AL no{( or location [locl] rrom ¢ “(? P OCEss i 1“nﬂ.y
2021-iMac’ server: Found node in the local process dictionary: ['pamela@Alans-2021-iMac'].

——
-- game server: [C#In] Enter command or help -] |]

rosanna@Alans-2021-1Mac’.

-- game client: [play] Enter action or help -] I
Process Dictionary

(layla@Alans-2021-iMac)5> c(gameClient). loc1 pamela@Alans-2021-iMac
{ok,gameClient}

(layla@Alans-2021-iMac)6> gameClient:start('rosanna@Alans-2021-iMac'). |0c2 betty@Alans-ZOZl_iMac

-- game client: Starting Distributed Adventure Game Client (pid <@.85.0>) on node 'layla@Alans-2021-iMac'.

-- game client: Talking to game server on node 'rosanna@Alans-2021-iMac’'.

-- game client: Spawned game client with pid <@.124.0>, registered as gameClient.

-- game client: [play] Enter action or help -] \
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Game Client on Layla: go loc1

(pamela@Alans-2021-iMac)20> c(locl). (betty@Alans-2021-iMac)55> c(loc2).
{ok,loc1} {ok,loc2}
(pamela®Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac'). (betty@Alans-2021-iMac)56> loc2:start('rosanna®Alans-2021-iMac').
-- location 1: Starting Location 1 (pid <@.85.0>) on node 'pamela@Alans-2021-iMac’. -- location 2: Starting Location 2 (pid <0.195.0>) on node 'betty@Alans-2021-iMac’'.
-- location 1: Spawned location with pid <0.181.0>, registered as locl. -- location 2: Spawned location with pid <0.244.0>, registered as loc2.
-- location 1: Notifying server on node 'rosanna®Alans-2021-iMac'. -- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.
ok ok
-- location 1: A gameClient on 'jenny@Alans-2021-iMac' is entering locl. (betty@Alans-2021-iMac)57> |
location 1: A gameClient on 'layla®Alans-2021-iMac' is entering locl.
(pamelafAlans-2021-iMac)22> |

(jenny@Alarg-2021-1Mac)25> c(gameClient).
{ok,gameClignt}
(jenny@Alany-2021-1Mac)26> gameClient:start('rosanna@Alans-2021-iMac').
-- game cliept: Starting Distributed Adventure Game Client (pid <@.156.0>) on node 'jenny®Alans-2021-iMac'.
game clieft: Talking to game server on node 'rosanna@®Alans-2021-iMac’'.
game clienk: Spawned game client with pid <@.172.0>, registered as gameClient.
game clieny: [play] Enter action or help -] go home
game clienty [debug] Going to location [home].
game client} ok
game client:\Received message ["You cannot go that way."] from node 'rosanna@Alans-2021-iMac'.
game client: \play] Enter action or help -] go locl
game client: {debug] Going to location [locl].
game client: o
game client: R&ceived message ["[debug] You CAN go that way."] from node 'rosanna@Alans-2021-iMac'.
-- game client: Re{eived message ["(1) You are standing inside of a small but tall elevator."] from node 'pamela®Alans- - . -
game < [ - oung nog 4 4 ocd pr onary.: pg gePA L gne - — Qc -]

%?Zl;;ZuZI;ent- TNV G eEsEm @ e = “ game server: Received goToClientLocation message from node 'layla@Alans-2021-iMac' for location [locl].
g - P game server: Getting node for location [locl] from the local process dictionary. -N
c'].

(rosanna@Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

-- game server: Starting Distributed Adventure Game Server (pid <@.85.0>) on node
game server: Spawned game server with pid <0.136.0>, registered as gameServer.
game server: Received registerNewClientLocation message from node 'pamela@Alans-2021-iMac’ for locl.
game server: Putting {locl, 'pamela@Alans-2021-iMac'} in the local process dictionary.
game server: Received registerNewClientLocation message from node 'betty@Alans-2021-iMac' for loc2.
game server: Putting {loc2, 'betty@Alans-2021-iMac'} in the local process dictionary.
game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [home].
game server: Getting node for location [home] from the local process dictionary.
game server: Node not found in the local process dictionary.
game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [locl].
game server: Getting node for location [locl] from the local process dictionary.

rosanna@Alans-2021-iMac'.

game server: Found node in the local process dictionary: ['pamela@Alans-2021-iMa
game server: [admin] Enter command or help -]

. o Layla (beam.smp)

(layla@Alans-2021-iMac)§> c(gameClient). Process Dictionary
{ok,gameClient}
(layla@Alans-2021-1iMac)6>\ gameClient:start('rosanna®@Alans-2021-iMac"'). _ _1
-- game client: Starting Nstributed Adventure Game Client (pid <@.85.0>) on node 'layla@Alan V21-iMac'. lOC1 pamela@AIanS 2021 |MaC
game client: Talking to \game server on node 'rosanna@Alans-2021-iMac’. .
game client: Spawned gamd client with pid <@.124.0>, registered as gameClient. loc2 betty@AlanS'ZOZJ.'lMaC
game client: [play] EnterNaction or help -] go locl
game client: [debug] Going\o location [locl].
game client: ok
game client: Received messagdq["[debug] You CAN go that way."] from node 'rosanna@Alans-2021-iMac’'.
-~ game client: Received message ' ["(1) You are standing inside of a small but tall elevator."] from node 'pamela@Alans-
2021-iMac’'.
-- game client: [play] Enter action or help -] I
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Game Client on Layla: go loc2

-
e

(pamela@Alans-2021-iMac)20> c(locl).
{ok,loc1}
(pamela®Alans-2021-iMac)21> locl:start('rosanna@Alans-2021-iMac').
-- location 1: Starting Location 1 (pid <@.85.0>) on node 'pamela@Alans-2021-iMac’.
-- location 1: Spawned location with pid <0.181.0>, registered as locl.
-- location 1: Notifying server on node 'rosanna®Alans-2021-iMac'.
ok
-- location 1: A gameClient on 'jenny@Alans-2021-iMac' is entering locl.
location 1: A gameClient on 'layla®Alans-2021-iMac' is entering locl.
(pamela®Alans-2021-iMac)22>

(jenny@Alans-2021-1Mac)25> c(gameClient).
{ok,gameClient}
(jenny@Alans-2021-1Mac)26> gameClient:spart('rosanna@Alans-2021-iMac').
-- game client: Starting Distributed Adventure Game Client (pid <@.156.0>) on node 'jenny®Alans-2021-iMac'.
game client: Talking to game servgf on node 'rosanna@®Alans-2021-iMac’'.
game client: Spawned game client fiith pid <@.172.0>, registered as gameClient.
game client: [play] Enter actiogf or help -] go home
game client: [debug] Going to Jocation [home].
game client: ok
game client: Received messag¢g
game client: [play] Enter ac
game client: [debug] Going
game client: ok
game client: Received messfige ["[debug] You CAN go that way."] from node 'rosanna@Alans-2021-iMac'.
-- game client: Received mesghage ["(1) You are standing inside of a small but tall elevator."] from node 'pamela@Alans
2021-iMac'.
-- game client:

["You cannot go that way."] from node 'rosanna@Alans-2021-iMac’'.
ion or help -] go locl
o location [locl].

[play] Enterf action or help -] \

{ok,gameClient}
(layla@Alans-2021-1iMac)6> ghmeClient:start('rosanna®Alans-2021-iMac').

-- game client: Starting Diktributed Adventure Game Client (pid <@.85.0>) on node 'layla@Alan
game client: Talking to pame server on node 'rosanna@Alans-2021-iMac'.

game client: Spawned gamp client with pid <0.124.0>, registered as gameClient.

game client: [play] Entef action or help -] go locl

game client: [debug] Goifg to location [locl].

game client: ok

game client: Received meskage ["[debug] You CAN go that way."] from node 'rosangs®Alans-2021-iMac’.

game client: Received mesfage ["(1) You are standing inside of a small but tg} elevator."] from node 'pamelglAlans-
2021-iMac’

-- game client:
-- game client:
-- game client:
-- game client:
-- game client:
e 'betty®Alans
-- game client:

Layla (beam.smp)

021-iMac'.

[play] Enter Qction or help -] go loc2
[debug] Going Yo location [loc2].

ok

Received me
Received me
2021-iMac’'.
[play] Enter action or help -] I

sagdg[ " [debug] You CAN go that way."] from node ‘'rosanna@Alans-2021-iMac’.
ge¥["(2) You find yourself enmeshed in the lo dark, tea-time of the soul.\n"] from nod

(betty@Alans-2021-iMac)55> c(loc2).

{ok,loc2}

(betty@Alans-2021-iMac)56> loc2:start('rosanna®Alans-2021-iMac').

-- location 2: Starting Location 2 (pid <0.195.0>) on node 'betty@Alans-2021-iMac’'.
-- location 2: Spawned location with pid <0.244.0>, registered as loc2.

-- location 2: Notifying server on node 'rosanna@Alans-2021-iMac’.

ok

-- location 2: A gameClient on 'layla@Alans-2021-iMac' is entering loc2.

(b ty@Alans-2021-iMac)57> |

(rosanna@Alans-2021-iMac)10> c(gameServer).

{ok,gameServer}

(rosanna@Alans-2021-iMac)11> gameServer:start().

game server: Starting Distributed Adventure Game Server (pid <0.85.0>) on node

game server: Spawned game server with pid <0.136.0>, registered as gameServer.

game server: Received registerNewClientLocation message from node 'pamela@Alans-2021-iMac’ for locl.

game server: Putting {locl, 'pamela@Alans-2021-iMac'} in the local process dictionary.

game server: Received registerNewClientLocation message from node 'betty@Alans-2021-iMac' for loc2.

game server: Putting {loc2, 'betty@Alans-2021-iMac'} in the local process dictionary.

game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [home].

game server: Getting node for location [home] from the local process dictionary.

game server: Node not found in the local process dictionary.

game server: Received goToClientLocation message from node 'jenny@Alans-2021-iMac' for location [locl].

game server: Getting node for location [locl] from the local process dictionary.

game server: Found node in the local process dictionary: ['pamela@Alans-2021-iMac'].

game server: Received goToClientLocation message from node 'layla@Alans-2021-iMac' for location [locl].

game server: Getting node for location [locl] from the local process dictionary.

game server: Found node in the local process dictionar 'pamela@Alans-2021-iMac’
server: Received goTo(ClientLocation message from node 'layla®Alans-2021-iMac’
server: Getting node for location [loc2] from the local process dictionary.
server: Found node in the local process dictionary: ['betty@Alans-2021-iMac'].

Server. Ladmin] Enter command or neLp -

rosanna@Alans-2021-iMac'.

for location [locZ].

Process Dictionary
locl1 pamela@Alans-2021-iMac
loc2 betty@Alans-2021-iMac
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A Distributed Adventure Game in Erlang

code: Game Server
code: Game Client
code: Location 1
code: Location 2
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