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Draw Deck x52 Discard Deck x0



Exploding Chicken
Avoid this little guy at all costs.  
Once this card is drawn, you must 
use a defuse card to stop the ticking 
time bomb. If you don't have a defuse 
card, it looks like your time is up.



Exploding Chicken
if (card is drawn) 
if (player has defuse) 
plays defuse, places 
chicken back in draw deck 

else 
player explodes, removed 
from game permanently 



Defuse Card
if (card is drawn) 
place card in players hand 

if (card is played !&&  
player is exploding) 
discard card 
!&& prompt player to place 
chicken back in draw deck 
!&& advance turn 



Shuffle Card
if (card is drawn) 
place card in players hand 

if (card is played) 
shuffle draw deck 
!&& discard card 



Shuffle Card
• Player wants to play card 
• Sends “play-card” request 
• Cascading validation phase 

• Is the player valid? 
• Is it their turn? 
• Do they have this card? 
• Can they play it now? 

• Completes card action  
(randomize draw deck) 

• Discard card 
• Tell everyone what happened





565 
4,725 

20,100

Since April 2021

Games 
Minutes 
Cards Played



Demo



Where do you start?

Maximize compatibility

Real-time rendering

Quick to develop

Room for expansion

Scalable and fast

Easy to understand



• Full-stack web application 

• Node.js — an asynchronous event-driven JavaScript 
runtime geared towards scalable network apps 

• MongoDB — a NoSQL document-oriented database 

• Mongoose as an ODM (Object Data Modeling) 

• Handlebars — HTML templating language 

• Socket.io — real-time, bidirectional communication

v1.0.0
An unorganized first attempt (that works)



Model 
(MongoDB)Controller 

(Node.js)
View 

(Express)

Frontend Backend

(Handlebars, Socket.io) (Mongoose)



Game

•_id 
•action 
•assignment 
•position 
•pack

Cards
•_id 
•nickname 
•avatar 
•seat_position 
•wins 
•sockets_open 
•is_host 
•is_dead

Players
•_id 
•tag 
•req_player 
•target_plyr 
•related_key 
•related_value

Events

Misc data…



Socket.io Client 

Shuffle Card
• Player wants to play card 
• Sends “play-card” request 
• Cascading validation phase 

• Is the player valid? 
• Is it their turn? 
• Do they have this card? 
• Can they play it now? 

• Completes card action  
(randomize draw deck) 

• Discard card 
• Tell everyone what happened

socket-handler.js

game-actions.js

card-actions.js
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We found potential security vulnerabilities in your dependencies.

You can see this message because you have been granted access to Dependabot alerts for this repository.
See Dependabot alerts

 v1.1.7 Go to file

544 lines (519 sloc)  40.1 KB    Raw Blame

1 /*\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\
2 Filename : exploding-chickens/services/socket-handler.js
3 Desc     : handles all socket.io actions
4            and sends data back to client
5 Author(s): RAk3rman
6 \/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\*/
7
8 // Packages
9 let game = require('../models/game.js');

10 const chalk = require('chalk');
11 const wipe = chalk.white;
12 const moment = require('moment');
13 const waterfall = require('async-waterfall');
14 const Filter = require('bad-words'), filter = new Filter();
15
16 // Services
17 let card_actions = require('../services/card-actions.js');
18 let game_actions = require('../services/game-actions.js');
19 let player_actions = require('../services/player-actions.js');
20
21 // Export to app.js file
22 module.exports = function (fastify, stats_storage, config_storage, bot) {
23     stats_storage.set('sockets_active', 0);
24     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] Successfully opened socket.io connection`));
25
26     // Name : socket.on.connection
27     // Desc : runs when a new connection is created through socket.io
28     // Author(s) : RAk3rman
29     fastify.io.on('connection', function (socket) {
30         console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.green('new-connection  ')} ${chalk.dim.blue(socket.id)}`));
31         stats_storage.set('sockets_active', stats_storage.get('sockets_active') + 1);
32         let player_data = {};
33         let draw_cooldown = false;
34
35         // Name : socket.on.player-online
36         // Desc : runs when the client receives game data and is hosting a valid player
37         // Author(s) : RAk3rman
38         socket.on('player-online', async function (data) {
39             let action = "player-online   ";
40             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
41             waterfall([
42                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
43                 wf_get_game, // Get game_details
44                 async function(game_details, req_data, action, socket_id, callback) { // Send game data
45                     player_data = req_data;
46                     await player_actions.update_connection(req_data.slug, req_data.player_id, "connected");
47                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
48                     callback(false, `Player now ${chalk.dim.green('connected')}`, req_data.slug, action, socket_id, req_data.player_id);
49                 }
50             ], wf_final_callback);
51         })
52
53         // Name : socket.on.retrieve-game
54         // Desc : runs when game data is requested from the client
55         // Author(s) : RAk3rman
56         socket.on('retrieve-game', async function (data) {
57             let action = "retrieve-game   ";
58             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
59             waterfall([
60                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
61                 wf_get_game, // Get game_details
62                 async function(game_details, req_data, action, socket_id, callback) { // Send game data
63                     await update_game_ui(req_data.slug, socket_id, action, socket_id, req_data.player_id);
64                     callback(false, `Retrieved and sent game data`, req_data.slug, action, socket_id, req_data.player_id);
65                 }
66             ], wf_final_callback);
67         })
68
69         // Name : socket.on.create-player
70         // Desc : runs when a new player to be created
71         // Author(s) : RAk3rman
72         socket.on('create-player', async function (data) {
73             let action = "create-player   ";
74             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
75             waterfall([
76                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
77                 wf_get_game, // Get game_details
78                 wf_validate_in_lobby, // Validate we are in lobby
79                 async function(game_details, req_data, action, socket_id, callback) { // Validation checks
80                     let options = ["bear.png", "bull.png", "cat.png", "dog.png", "elephant.png", "flamingo.png", "fox.png", "lion.png", "mandrill.png", "meerkat.png", "monkey.png", "panda.png", "puma.png", "raccoon.png", "wolf.png"];
81                     if (game_details.players.length >= game_details.player_cap) { // Make sure we aren't over player cap
82                         callback(true, `Player cap has been reached`, req_data.slug, action, socket_id, req_data.player_id);
83                     } else if (req_data.nickname === "" || !/^[a-zA-Z]/.test(req_data.nickname) || req_data.nickname.length > 12 || filter.isProfane(req_data.nickname)) { // Make sure nickname matches filters
84                         callback(true, `PLYR-NAME`, req_data.slug, action, socket_id, req_data.player_id);
85                     } else if (req_data.avatar === "default.png" && options.includes(req_data.avatar)) { // Make sure a valid avatar was chosen
86                         callback(true, `PLYR-AVTR`, req_data.slug, action, socket_id, req_data.player_id);
87                     } else {
88                         callback(false, game_details, req_data, action, socket_id);
89                     }
90                 },
91                 async function(game_details, req_data, action, socket_id, callback) { // Create player
92                     let new_player_id = await player_actions.create_player(game_details, req_data.nickname, req_data.avatar);
93                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, new_player_id)).nickname, "");
94                     fastify.io.to(socket_id).emit("player-created", new_player_id);
95                     await update_game_ui(req_data.slug, "", action, socket_id, new_player_id);
96                     callback(false, `Created new player`, req_data.slug, action, socket_id, new_player_id);
97                 }
98             ], wf_final_callback);
99         })

100
101         // Name : socket.on.start-game
102         // Desc : runs when the host requests the game to start
103         // Author(s) : RAk3rman
104         socket.on('start-game', async function (data) {
105             let action = "start-game      ";
106             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
107             waterfall([
108                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
109                 wf_get_game, // Get game_details
110                 wf_validate_host, // Validate req player is host
111                 async function(game_details, req_data, action, socket_id, callback) { // Start game if player cap is satisfied
112                     if (game_details.players.length > 1 && game_details.players.length <= game_details.player_cap) {
113                         game_details.start_time = moment();
114                         await game_actions.reset_game(game_details, "playing", "in_game");
115                         await player_actions.create_hand(game_details);
116                         await player_actions.randomize_seats(game_details);
117                         await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
118                         await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
119                         callback(false, `Game has been started`, req_data.slug, action, socket_id, req_data.player_id);
120                     } else {
121                         callback(true, `You must have 2-` + game_details.player_cap + ` players`, req_data.slug, action, socket_id, req_data.player_id);
122                     }
123                 }
124             ], wf_final_callback);
125         })
126
127         // Name : socket.on.reset-game
128         // Desc : runs when the host requests the game to reset back to the lobby
129         // Author(s) : RAk3rman
130         socket.on('reset-game', async function (data) {
131             let action = "reset-game      ";
132             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
133             waterfall([
134                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
135                 wf_get_game, // Get game_details
136                 wf_validate_host, // Validate req player is host
137                 async function(game_details, req_data, action, socket_id, callback) { // Reset game
138                     await game_actions.reset_game(game_details, "idle", "in_lobby");
139                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
140                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
141                     callback(false, `Game has been reset`, req_data.slug, action, socket_id, req_data.player_id);
142                 }
143             ], wf_final_callback);
144         })
145
146         // Name : socket.on.play-card
147         // Desc : runs when a card is played on the client
148         // Author(s) : RAk3rman
149         // TODO : Redesign play card structure
150         socket.on('play-card', async function (data) {
151             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
152             // Verify game exists
153             if (await game.exists({ slug: data.slug, "players._id": data.player_id })) {
154                 // Get game details
155                 let game_details = await game_actions.game_details_slug(data.slug);
156                 if (validate_turn(data.player_id, game_details)) {
157                     if (game_details.status === "in_game") {
158                         // Send card id to router
159                         let action_res = await game_actions.base_router(game_details, data.player_id, data.card_id, data.target, stats_storage, config_storage, bot, socket.id, fastify);
160                         if (action_res.data === "true") {
161                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
162                             // Update clients
163                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
164                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
165                             fastify.io.to(socket.id).emit(data.slug + "-play-card", {
166                                 card: card_details,
167                                 game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id)
168                             });
169                             await update_game_ui(data.slug, "", "play-card       ", socket.id, data.player_id);
170                         } else if (action_res.trigger === "seethefuture") {
171                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
172                             // Update clients
173                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
174                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
175                             await update_game_ui(data.slug, "", "play-card       ", socket.id, "seethefuture_callback");
176                             // Trigger stf callback
177                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
178                                 trigger: "seethefuture",
179                                 payload: await card_actions.filter_cards("draw_deck", game_details["cards"])
180                             });
181                         } else if (action_res.trigger === "favor_target") {
182                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
183                             // Trigger favor_target callback
184                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
185                                 trigger: "favor_target",
186                                 payload: {
187                                     game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id),
188                                     card_id: data.card_id
189                                 }
190                             });
191                         } else if (action_res.trigger === "chicken_target") {
192                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
193                             // Trigger favor_target callback
194                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
195                                 trigger: "chicken_target",
196                                 payload: {
197                                     max_pos: action_res.data["max_pos"],
198                                     card_id: action_res.data["card_id"]
199                                 }
200                             });
201                         } else if (action_res.trigger === "favor_taken") {
202                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
203                             // Trigger favor_taken callback
204                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
205                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, data.target !== "" ? (await player_actions.get_player(game_details, data.target)).nickname : "");
206                             fastify.io.emit(data.slug + "-callback", {
207                                 trigger: "favor_taken",
208                                 payload: {
209                                     game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id),
210                                     target_player_id: action_res.data["target_player_id"],
211                                     favor_player_name: action_res.data["favor_player_name"],
212                                     card_image_loc: action_res.data["card_image_loc"],
213                                     used_gator: action_res.data["used_gator"]
214                                 }
215                             });
216                         } else if (action_res.trigger === "hotpotato") {
217                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
218                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
219                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
220                             await update_game_ui(data.slug, "", "draw-card", socket.id, data.player_id);
221                         } else if (action_res.trigger === "drawbottom") {
222                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
223                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
224                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
225                             await update_game_ui(data.slug, "", "play-card", socket.id, "drawbottom");
226                             fastify.io.to(socket.id).emit(data.slug + "-draw-card", action_res.data);
227                         } else if (action_res.trigger === "error") {
228                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
229                             fastify.io.to(socket.id).emit(data.slug + "-error", { msg: action_res.data });
230                         } else {
231                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
232                         }
233                     } else {
234                         console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')
235                         fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "Game has not started" });
236                     }
237                 } else {
238                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${
239                     fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "Please wait your turn" });
240                 }
241             } else {
242                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk
243                 fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "GAME-DNE" });
244             }
245         })
246
247         // Name : socket.on.draw-card
248         // Desc : runs when a card is drawn on the client
249         // Author(s) : RAk3rman
250         socket.on('draw-card', async function (data) {
251             let action = "draw-card       ";
252             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
253             waterfall([
254                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
255                 wf_get_game, // Get game_details
256                 wf_validate_in_game, // Validate we are in game
257                 wf_validate_turn, // Validate it is req player's turn
258                 async function(game_details, req_data, action, socket_id, callback) { // Verify player isn't exploding
259                     for (let i = 0; i < game_details.players.length; i++) {
260                         if (game_details.players[i]._id === req_data.player_id) {
261                             if (game_details.players[i].status !== "exploding") {
262                                 callback(false, game_details, req_data, action, socket_id);
263                             } else {
264                                 callback(true, `You cannot draw a card now`, req_data.slug, action, socket_id, req_data.player_id);
265                             }
266                         }
267                     }
268                 },
269                 async function(game_details, req_data, action, socket_id, callback) { // Draw card
270                     if (!draw_cooldown) {
271                         // Handle draw cooldown
272                         draw_cooldown = true;
273                         setTimeout( function () {draw_cooldown = false}, 300);
274                         // Draw card from draw deck and check if it is a chicken
275                         let card_drawn = await game_actions.draw_card(game_details, req_data.player_id, "top");
276                         if (card_drawn.action !== "chicken") await game_actions.advance_turn(game_details);
277                         await game_actions.log_event(game_details, action.trim(), card_drawn.action, card_drawn._id, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
278                         await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
279                         fastify.io.to(socket_id).emit(req_data.slug + "-draw-card", card_drawn);
280                         if (card_drawn.action === "chicken") await game_actions.explode_tick(game_details.slug, 15, req_data.player_id, card_drawn._id, "public/cards/base/chicken.png", socket_id, fastify, config_storage, stats_storage, bot);
281                         callback(false, `${chalk.greenBright(card_drawn._id)} Drew new card`, req_data.slug, action, socket_id, req_data.player_id);
282                     } else {
283                         callback(true, `You cannot draw a card now`, req_data.slug, action, socket_id, req_data.player_id);
284                     }
285                 }
286             ], wf_final_callback);
287         })
288
289         // Name : socket.on.kick-player
290         // Desc : kicks a target player from a game
291         // Author(s) : RAk3rman
292         socket.on('kick-player', async function (data) {
293             let action = "kick-player     ";
294             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
295             waterfall([
296                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
297                 wf_get_game, // Get game_details
298                 wf_validate_host, // Validate req player is host
299                 async function(game_details, req_data, action, socket_id, callback) { // Kick player
300                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, (await player_actions.get_player(game_details, req_data.kick_player_id)).nickname);
301                     await player_actions.kick_player(game_details, req_data.player_id, req_data.kick_player_id);
302                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
303                     callback(false, `Kicked player: ` + req_data.kick_player_id, req_data.slug, action, socket_id, req_data.player_id);
304                 }
305             ], wf_final_callback);
306         })
307
308         // Name : socket.on.make-host
309         // Desc : makes a new player the host
310         // Author(s) : RAk3rman
311         socket.on('make-host', async function (data) {
312             let action = "make-host       ";
313             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
314             waterfall([
315                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
316                 wf_get_game, // Get game_details
317                 wf_validate_host, // Validate req player is host
318                 async function(game_details, req_data, action, socket_id, callback) { // Make host
319                     await player_actions.make_host(game_details, req_data.player_id, req_data.suc_player_id);
320                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, (await player_actions.get_player(game_details, req_data.suc_player_id)).nickname);
321                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
322                     callback(false, `Transferred host role from: ` + req_data.player_id + ` -> ` + req_data.suc_player_id, req_data.slug, action, socket_id, req_data.player_id);
323                 }
324             ], wf_final_callback);
325         })
326
327         // Name : socket.on.import-pack
328         // Desc : imports a new pack into a game
329         // Author(s) : RAk3rman
330         socket.on('import-pack', async function (data) {
331             let action = "import-pack     ";
332             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
333             waterfall([
334                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
335                 wf_get_game, // Get game_details
336                 wf_validate_host, // Validate req player is host
337                 wf_validate_in_lobby, // Validate we are in lobby
338                 async function(game_details, req_data, action, socket_id, callback) { // Verify pack isn't imported already
339                     if (!game_details.imported_packs.includes(req_data.pack_name)) {
340                         callback(false, game_details, req_data, action, socket_id);
341                     } else {
342                         callback(true, `Pack has already been imported`, req_data.slug, action, socket_id, req_data.player_id);
343                     }
344                 },
345                 async function(game_details, req_data, action, socket_id, callback) { // Make sure pack exists
346                     if (req_data.pack_name === "yolking_around") {
347                         game_details.player_cap += 2;
348                         callback(false, game_details, req_data, action, socket_id);
349                     } else {
350                         callback(true, `Pack does not exist`, req_data.slug, action, socket_id, req_data.player_id);
351                     }
352                 },
353                 async function(game_details, req_data, action, socket_id, callback) { // Import card pack
354                     await game_actions.import_cards(game_details, req_data.pack_name);
355                     await game_actions.log_event(game_details, action.trim(), "", req_data.pack_name, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
356                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
357                     callback(false, `Imported card pack: ` + req_data.pack_name, req_data.slug, action, socket_id, req_data.player_id);
358                 }
359             ], wf_final_callback);
360         })
361
362         // Name : socket.on.export-pack
363         // Desc : exports a new pack from a game
364         // Author(s) : RAk3rman
365         socket.on('export-pack', async function (data) {
366             let action = "export-pack     ";
367             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
368             waterfall([
369                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
370                 wf_get_game, // Get game_details
371                 wf_validate_host, // Validate req player is host
372                 wf_validate_in_lobby, // Validate we are in lobby
373                 async function(game_details, req_data, action, socket_id, callback) { // Verify pack was imported already
374                     if (game_details.imported_packs.includes(req_data.pack_name)) {
375                         callback(false, game_details, req_data, action, socket_id);
376                     } else {
377                         callback(true, `Pack was never imported`, req_data.slug, action, socket_id, req_data.player_id);
378                     }
379                 },
380                 async function(game_details, req_data, action, socket_id, callback) { // Make sure pack exists
381                     if (req_data.pack_name === "yolking_around") {
382                         game_details.player_cap -= 2;
383                         callback(false, game_details, req_data, action, socket_id);
384                     } else {
385                         callback(true, `Pack does not exist`, req_data.slug, action, socket_id, req_data.player_id);
386                     }
387                 },
388                 async function(game_details, req_data, action, socket_id, callback) { // Export card pack
389                     await game_actions.export_cards(game_details, req_data.pack_name);
390                     await game_actions.log_event(game_details, action.trim(), "", req_data.pack_name, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
391                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
392                     callback(false, `Exported card pack: ` + req_data.pack_name, req_data.slug, action, socket_id, req_data.player_id);
393                 }
394             ], wf_final_callback);
395         })
396
397         // Name : socket.on.check-slug
398         // Desc : runs when we need to see if a slug exists in the db
399         // Author(s) : RAk3rman
400         socket.on('check-slug', async function (data) {
401             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
402             // Check to see if game exists
403             if (await game.exists({ slug: data.slug })) {
404                 fastify.io.to(socket.id).emit("slug-response", data.slug);
405                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('check-slug      ')} ${chalk
406             } else {
407                 fastify.io.to(socket.id).emit("slug-response", false);
408                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('check-slug      ')} ${chalk
409             }
410         })
411
412         // Name : socket.on.disconnect
413         // Desc : runs when the client disconnects
414         // Author(s) : RAk3rman
415         socket.on('disconnect', async function () {
416             stats_storage.set('sockets_active', stats_storage.get('sockets_active') - 1);
417             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.red('new-disconnect  ')} ${chalk.dim.blue(socket.id)}`));
418             // Mark player as disconnected if active
419             if (await game.exists({ slug: player_data["slug"] }) && player_data["player_id"] !== "") {
420                 // Update connection and local player data
421                 await player_actions.update_connection(player_data["slug"], player_data["player_id"], "offline");
422                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.red('player-offline  ')} ${chalk
423                 // Update clients
424                 await update_game_ui(player_data["slug"], "", "player-offline  ", socket.id, player_data["player_id"]);
425             }
426         });
427     })
428
429     // Name : wf_final_callback(err, msg, slug, action, socket_id, player_id)
430     // Desc : final callback from waterfall, handles error if triggered
431     // Author(s) : RAk3rman
432     async function wf_final_callback(err, msg, slug, action, socket_id, player_id) {
433         if (err) {
434             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan(action)} ${chalk.dim.yellow(slug
435             fastify.io.to(socket_id).emit(slug + "-error", {
436                 msg: msg,
437                 game_details: await game_actions.get_game_export(slug, action, player_id)
438             });
439         } else {
440             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan(action)} ${chalk.dim.yellow(slug
441         }
442     }
443
444     // Name : wf_get_game(req_data, action, socket_id, callback)
445     // Desc : get game details from waterfall
446     // Author(s) : RAk3rman
447     async function wf_get_game(req_data, action, socket_id, callback) {
448         // Determine if we should filter by slug and player_id
449         let filter = req_data.player_id === "spectator" ? { slug: req_data.slug } : { slug: req_data.slug, "players._id": req_data.player_id };
450         // Determine if game exists
451         if (await game.exists(filter)) {
452             callback(false, await game_actions.game_details_slug(req_data.slug), req_data, action, socket_id);
453         } else {
454             callback(true, "GAME-DNE", req_data.slug, action, socket_id, req_data.player_id);
455         }
456     }
457
458     // Name : wf_validate_host(game_details, req_data, action, socket_id, callback)
459     // Desc : validate req user is host from waterfall
460     // Author(s) : RAk3rman
461     async function wf_validate_host(game_details, req_data, action, socket_id, callback) {
462         // Find player
463         for (let i = 0; i < game_details.players.length; i++) {
464             if (game_details.players[i]._id === req_data.player_id) {
465                 // Check if the user is of type host
466                 if (game_details.players[i].type === "host") {
467                     callback(false, game_details, req_data, action, socket_id);
468                 } else {
469                     callback(true, "You are not the host", req_data.slug, action, socket_id, req_data.player_id);
470                 }
471             }
472         }
473     }
474
475     // Name : player(game_details, req_data, action, socket_id, callback)
476     // Desc : validate that the game is in_lobby
477     // Author(s) : RAk3rman
478     async function wf_validate_in_lobby(game_details, req_data, action, socket_id, callback) {
479         // Find player
480         if (game_details.status === "in_lobby") {
481             callback(false, game_details, req_data, action, socket_id);
482         } else {
483             callback(true, "Game must be stopped first", req_data.slug, action, socket_id, req_data.player_id);
484         }
485     }
486
487     // Name : wf_validate_in_game(game_details, req_data, action, socket_id, callback)
488     // Desc : validate that the game is in_game
489     // Author(s) : RAk3rman
490     async function wf_validate_in_game(game_details, req_data, action, socket_id, callback) {
491         // Find player
492         if (game_details.status === "in_game") {
493             callback(false, game_details, req_data, action, socket_id);
494         } else {
495             callback(true, "Game must be started first", req_data.slug, action, socket_id, req_data.player_id);
496         }
497     }
498
499     // Name : wf_validate_turn(game_details, req_data, action, socket_id, callback)
500     // Desc : validate req user is on their turn
501     // Author(s) : RAk3rman
502     async function wf_validate_turn(game_details, req_data, action, socket_id, callback) {
503         // Find player
504         for (let i = 0; i < game_details.players.length; i++) {
505             if (game_details.players[i]._id === req_data.player_id) {
506                 // Check if seat positions match
507                 if (game_details.players[i].seat === game_details.seat_playing) {
508                     callback(false, game_details, req_data, action, socket_id);
509                 } else {
510                     callback(true, "Please wait your turn", req_data.slug, action, socket_id, req_data.player_id);
511                 }
512             }
513         }
514     }
515
516     // Name : validate_turn(player_id, game_details)
517     // Desc : returns a bool stating if the player_id is on its turn
518     // Author(s) : RAk3rman
519     function validate_turn(player_id, game_details) {
520         // Find player
521         for (let i = 0; i < game_details.players.length; i++) {
522             if (game_details.players[i]._id === player_id) {
523                 return game_details.players[i].seat === game_details.seat_playing;
524             }
525         }
526     }
527
528     // Name : update_game_ui(slug, target, source, socket_id)
529     // Desc : sends an event containing game data
530     // Author(s) : RAk3rman
531     async function update_game_ui(slug, target, source, socket_id, player_id) {
532         // Get raw pretty game details
533         let pretty_game_details = await game_actions.get_game_export(slug, source, player_id);
534         if (pretty_game_details !== {}) {
535             // Send game data
536             if (target === "") {
537                 fastify.io.emit(slug + "-update", pretty_game_details);
538             } else {
539                 fastify.io.to(target).emit(slug + "-update", pretty_game_details);
540             }
541             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
542         }
543     }
544 };
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1 /*\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\
2 Filename : exploding-chickens/services/socket-handler.js
3 Desc     : handles all socket.io actions
4            and sends data back to client
5 Author(s): RAk3rman
6 \/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\*/
7
8 // Packages
9 let game = require('../models/game.js');

10 const chalk = require('chalk');
11 const wipe = chalk.white;
12 const moment = require('moment');
13 const waterfall = require('async-waterfall');
14 const Filter = require('bad-words'), filter = new Filter();
15
16 // Services
17 let card_actions = require('../services/card-actions.js');
18 let game_actions = require('../services/game-actions.js');
19 let player_actions = require('../services/player-actions.js');
20
21 // Export to app.js file
22 module.exports = function (fastify, stats_storage, config_storage, bot) {
23     stats_storage.set('sockets_active', 0);
24     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] Successfully opened socket.io connection`));
25
26     // Name : socket.on.connection
27     // Desc : runs when a new connection is created through socket.io
28     // Author(s) : RAk3rman
29     fastify.io.on('connection', function (socket) {
30         console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.green('new-connection  ')} ${chalk.dim.blue(socket.id)}`));
31         stats_storage.set('sockets_active', stats_storage.get('sockets_active') + 1);
32         let player_data = {};
33         let draw_cooldown = false;
34
35         // Name : socket.on.player-online
36         // Desc : runs when the client receives game data and is hosting a valid player
37         // Author(s) : RAk3rman
38         socket.on('player-online', async function (data) {
39             let action = "player-online   ";
40             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
41             waterfall([
42                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
43                 wf_get_game, // Get game_details
44                 async function(game_details, req_data, action, socket_id, callback) { // Send game data
45                     player_data = req_data;
46                     await player_actions.update_connection(req_data.slug, req_data.player_id, "connected");
47                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
48                     callback(false, `Player now ${chalk.dim.green('connected')}`, req_data.slug, action, socket_id, req_data.player_id);
49                 }
50             ], wf_final_callback);
51         })
52
53         // Name : socket.on.retrieve-game
54         // Desc : runs when game data is requested from the client
55         // Author(s) : RAk3rman
56         socket.on('retrieve-game', async function (data) {
57             let action = "retrieve-game   ";
58             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
59             waterfall([
60                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
61                 wf_get_game, // Get game_details
62                 async function(game_details, req_data, action, socket_id, callback) { // Send game data
63                     await update_game_ui(req_data.slug, socket_id, action, socket_id, req_data.player_id);
64                     callback(false, `Retrieved and sent game data`, req_data.slug, action, socket_id, req_data.player_id);
65                 }
66             ], wf_final_callback);
67         })
68
69         // Name : socket.on.create-player
70         // Desc : runs when a new player to be created
71         // Author(s) : RAk3rman
72         socket.on('create-player', async function (data) {
73             let action = "create-player   ";
74             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
75             waterfall([
76                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
77                 wf_get_game, // Get game_details
78                 wf_validate_in_lobby, // Validate we are in lobby
79                 async function(game_details, req_data, action, socket_id, callback) { // Validation checks
80                     let options = ["bear.png", "bull.png", "cat.png", "dog.png", "elephant.png", "flamingo.png", "fox.png", "lion.png", "mandrill.png", "meerkat.png", "monkey.png", "panda.png", "puma.png", "raccoon.png", "wolf.png"];
81                     if (game_details.players.length >= game_details.player_cap) { // Make sure we aren't over player cap
82                         callback(true, `Player cap has been reached`, req_data.slug, action, socket_id, req_data.player_id);
83                     } else if (req_data.nickname === "" || !/^[a-zA-Z]/.test(req_data.nickname) || req_data.nickname.length > 12 || filter.isProfane(req_data.nickname)) { // Make sure nickname matches filters
84                         callback(true, `PLYR-NAME`, req_data.slug, action, socket_id, req_data.player_id);
85                     } else if (req_data.avatar === "default.png" && options.includes(req_data.avatar)) { // Make sure a valid avatar was chosen
86                         callback(true, `PLYR-AVTR`, req_data.slug, action, socket_id, req_data.player_id);
87                     } else {
88                         callback(false, game_details, req_data, action, socket_id);
89                     }
90                 },
91                 async function(game_details, req_data, action, socket_id, callback) { // Create player
92                     let new_player_id = await player_actions.create_player(game_details, req_data.nickname, req_data.avatar);
93                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, new_player_id)).nickname, "");
94                     fastify.io.to(socket_id).emit("player-created", new_player_id);
95                     await update_game_ui(req_data.slug, "", action, socket_id, new_player_id);
96                     callback(false, `Created new player`, req_data.slug, action, socket_id, new_player_id);
97                 }
98             ], wf_final_callback);
99         })

100
101         // Name : socket.on.start-game
102         // Desc : runs when the host requests the game to start
103         // Author(s) : RAk3rman
104         socket.on('start-game', async function (data) {
105             let action = "start-game      ";
106             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
107             waterfall([
108                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
109                 wf_get_game, // Get game_details
110                 wf_validate_host, // Validate req player is host
111                 async function(game_details, req_data, action, socket_id, callback) { // Start game if player cap is satisfied
112                     if (game_details.players.length > 1 && game_details.players.length <= game_details.player_cap) {
113                         game_details.start_time = moment();
114                         await game_actions.reset_game(game_details, "playing", "in_game");
115                         await player_actions.create_hand(game_details);
116                         await player_actions.randomize_seats(game_details);
117                         await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
118                         await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
119                         callback(false, `Game has been started`, req_data.slug, action, socket_id, req_data.player_id);
120                     } else {
121                         callback(true, `You must have 2-` + game_details.player_cap + ` players`, req_data.slug, action, socket_id, req_data.player_id);
122                     }
123                 }
124             ], wf_final_callback);
125         })
126
127         // Name : socket.on.reset-game
128         // Desc : runs when the host requests the game to reset back to the lobby
129         // Author(s) : RAk3rman
130         socket.on('reset-game', async function (data) {
131             let action = "reset-game      ";
132             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
133             waterfall([
134                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
135                 wf_get_game, // Get game_details
136                 wf_validate_host, // Validate req player is host
137                 async function(game_details, req_data, action, socket_id, callback) { // Reset game
138                     await game_actions.reset_game(game_details, "idle", "in_lobby");
139                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
140                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
141                     callback(false, `Game has been reset`, req_data.slug, action, socket_id, req_data.player_id);
142                 }
143             ], wf_final_callback);
144         })
145
146         // Name : socket.on.play-card
147         // Desc : runs when a card is played on the client
148         // Author(s) : RAk3rman
149         // TODO : Redesign play card structure
150         socket.on('play-card', async function (data) {
151             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
152             // Verify game exists
153             if (await game.exists({ slug: data.slug, "players._id": data.player_id })) {
154                 // Get game details
155                 let game_details = await game_actions.game_details_slug(data.slug);
156                 if (validate_turn(data.player_id, game_details)) {
157                     if (game_details.status === "in_game") {
158                         // Send card id to router
159                         let action_res = await game_actions.base_router(game_details, data.player_id, data.card_id, data.target, stats_storage, config_storage, bot, socket.id, fastify);
160                         if (action_res.data === "true") {
161                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
162                             // Update clients
163                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
164                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
165                             fastify.io.to(socket.id).emit(data.slug + "-play-card", {
166                                 card: card_details,
167                                 game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id)
168                             });
169                             await update_game_ui(data.slug, "", "play-card       ", socket.id, data.player_id);
170                         } else if (action_res.trigger === "seethefuture") {
171                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
172                             // Update clients
173                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
174                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
175                             await update_game_ui(data.slug, "", "play-card       ", socket.id, "seethefuture_callback");
176                             // Trigger stf callback
177                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
178                                 trigger: "seethefuture",
179                                 payload: await card_actions.filter_cards("draw_deck", game_details["cards"])
180                             });
181                         } else if (action_res.trigger === "favor_target") {
182                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
183                             // Trigger favor_target callback
184                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
185                                 trigger: "favor_target",
186                                 payload: {
187                                     game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id),
188                                     card_id: data.card_id
189                                 }
190                             });
191                         } else if (action_res.trigger === "chicken_target") {
192                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
193                             // Trigger favor_target callback
194                             fastify.io.to(socket.id).emit(data.slug + "-callback", {
195                                 trigger: "chicken_target",
196                                 payload: {
197                                     max_pos: action_res.data["max_pos"],
198                                     card_id: action_res.data["card_id"]
199                                 }
200                             });
201                         } else if (action_res.trigger === "favor_taken") {
202                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
203                             // Trigger favor_taken callback
204                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
205                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, data.target !== "" ? (await player_actions.get_player(game_details, data.target)).nickname : "");
206                             fastify.io.emit(data.slug + "-callback", {
207                                 trigger: "favor_taken",
208                                 payload: {
209                                     game_details: await game_actions.get_game_export(data.slug, "play-card       ", data.player_id),
210                                     target_player_id: action_res.data["target_player_id"],
211                                     favor_player_name: action_res.data["favor_player_name"],
212                                     card_image_loc: action_res.data["card_image_loc"],
213                                     used_gator: action_res.data["used_gator"]
214                                 }
215                             });
216                         } else if (action_res.trigger === "hotpotato") {
217                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
218                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
219                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
220                             await update_game_ui(data.slug, "", "draw-card", socket.id, data.player_id);
221                         } else if (action_res.trigger === "drawbottom") {
222                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
223                             let card_details = await card_actions.find_card(data.card_id, game_details["cards"]);
224                             await game_actions.log_event(game_details, "play-card", card_details.action, card_details._id, (await player_actions.get_player(game_details, data.player_id)).nickname, "");
225                             await update_game_ui(data.slug, "", "play-card", socket.id, "drawbottom");
226                             fastify.io.to(socket.id).emit(data.slug + "-draw-card", action_res.data);
227                         } else if (action_res.trigger === "error") {
228                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
229                             fastify.io.to(socket.id).emit(data.slug + "-error", { msg: action_res.data });
230                         } else {
231                             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       '
232                         }
233                     } else {
234                         console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')
235                         fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "Game has not started" });
236                     }
237                 } else {
238                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${
239                     fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "Please wait your turn" });
240                 }
241             } else {
242                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk
243                 fastify.io.to(socket.id).emit(data.slug + "-error", { msg: "GAME-DNE" });
244             }
245         })
246
247         // Name : socket.on.draw-card
248         // Desc : runs when a card is drawn on the client
249         // Author(s) : RAk3rman
250         socket.on('draw-card', async function (data) {
251             let action = "draw-card       ";
252             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
253             waterfall([
254                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
255                 wf_get_game, // Get game_details
256                 wf_validate_in_game, // Validate we are in game
257                 wf_validate_turn, // Validate it is req player's turn
258                 async function(game_details, req_data, action, socket_id, callback) { // Verify player isn't exploding
259                     for (let i = 0; i < game_details.players.length; i++) {
260                         if (game_details.players[i]._id === req_data.player_id) {
261                             if (game_details.players[i].status !== "exploding") {
262                                 callback(false, game_details, req_data, action, socket_id);
263                             } else {
264                                 callback(true, `You cannot draw a card now`, req_data.slug, action, socket_id, req_data.player_id);
265                             }
266                         }
267                     }
268                 },
269                 async function(game_details, req_data, action, socket_id, callback) { // Draw card
270                     if (!draw_cooldown) {
271                         // Handle draw cooldown
272                         draw_cooldown = true;
273                         setTimeout( function () {draw_cooldown = false}, 300);
274                         // Draw card from draw deck and check if it is a chicken
275                         let card_drawn = await game_actions.draw_card(game_details, req_data.player_id, "top");
276                         if (card_drawn.action !== "chicken") await game_actions.advance_turn(game_details);
277                         await game_actions.log_event(game_details, action.trim(), card_drawn.action, card_drawn._id, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
278                         await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
279                         fastify.io.to(socket_id).emit(req_data.slug + "-draw-card", card_drawn);
280                         if (card_drawn.action === "chicken") await game_actions.explode_tick(game_details.slug, 15, req_data.player_id, card_drawn._id, "public/cards/base/chicken.png", socket_id, fastify, config_storage, stats_storage, bot);
281                         callback(false, `${chalk.greenBright(card_drawn._id)} Drew new card`, req_data.slug, action, socket_id, req_data.player_id);
282                     } else {
283                         callback(true, `You cannot draw a card now`, req_data.slug, action, socket_id, req_data.player_id);
284                     }
285                 }
286             ], wf_final_callback);
287         })
288
289         // Name : socket.on.kick-player
290         // Desc : kicks a target player from a game
291         // Author(s) : RAk3rman
292         socket.on('kick-player', async function (data) {
293             let action = "kick-player     ";
294             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
295             waterfall([
296                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
297                 wf_get_game, // Get game_details
298                 wf_validate_host, // Validate req player is host
299                 async function(game_details, req_data, action, socket_id, callback) { // Kick player
300                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, (await player_actions.get_player(game_details, req_data.kick_player_id)).nickname);
301                     await player_actions.kick_player(game_details, req_data.player_id, req_data.kick_player_id);
302                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
303                     callback(false, `Kicked player: ` + req_data.kick_player_id, req_data.slug, action, socket_id, req_data.player_id);
304                 }
305             ], wf_final_callback);
306         })
307
308         // Name : socket.on.make-host
309         // Desc : makes a new player the host
310         // Author(s) : RAk3rman
311         socket.on('make-host', async function (data) {
312             let action = "make-host       ";
313             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
314             waterfall([
315                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
316                 wf_get_game, // Get game_details
317                 wf_validate_host, // Validate req player is host
318                 async function(game_details, req_data, action, socket_id, callback) { // Make host
319                     await player_actions.make_host(game_details, req_data.player_id, req_data.suc_player_id);
320                     await game_actions.log_event(game_details, action.trim(), "", "", (await player_actions.get_player(game_details, req_data.player_id)).nickname, (await player_actions.get_player(game_details, req_data.suc_player_id)).nickname);
321                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
322                     callback(false, `Transferred host role from: ` + req_data.player_id + ` -> ` + req_data.suc_player_id, req_data.slug, action, socket_id, req_data.player_id);
323                 }
324             ], wf_final_callback);
325         })
326
327         // Name : socket.on.import-pack
328         // Desc : imports a new pack into a game
329         // Author(s) : RAk3rman
330         socket.on('import-pack', async function (data) {
331             let action = "import-pack     ";
332             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
333             waterfall([
334                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
335                 wf_get_game, // Get game_details
336                 wf_validate_host, // Validate req player is host
337                 wf_validate_in_lobby, // Validate we are in lobby
338                 async function(game_details, req_data, action, socket_id, callback) { // Verify pack isn't imported already
339                     if (!game_details.imported_packs.includes(req_data.pack_name)) {
340                         callback(false, game_details, req_data, action, socket_id);
341                     } else {
342                         callback(true, `Pack has already been imported`, req_data.slug, action, socket_id, req_data.player_id);
343                     }
344                 },
345                 async function(game_details, req_data, action, socket_id, callback) { // Make sure pack exists
346                     if (req_data.pack_name === "yolking_around") {
347                         game_details.player_cap += 2;
348                         callback(false, game_details, req_data, action, socket_id);
349                     } else {
350                         callback(true, `Pack does not exist`, req_data.slug, action, socket_id, req_data.player_id);
351                     }
352                 },
353                 async function(game_details, req_data, action, socket_id, callback) { // Import card pack
354                     await game_actions.import_cards(game_details, req_data.pack_name);
355                     await game_actions.log_event(game_details, action.trim(), "", req_data.pack_name, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
356                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
357                     callback(false, `Imported card pack: ` + req_data.pack_name, req_data.slug, action, socket_id, req_data.player_id);
358                 }
359             ], wf_final_callback);
360         })
361
362         // Name : socket.on.export-pack
363         // Desc : exports a new pack from a game
364         // Author(s) : RAk3rman
365         socket.on('export-pack', async function (data) {
366             let action = "export-pack     ";
367             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
368             waterfall([
369                 async function(callback) {callback(null, data, action, socket.id)}, // Start waterfall
370                 wf_get_game, // Get game_details
371                 wf_validate_host, // Validate req player is host
372                 wf_validate_in_lobby, // Validate we are in lobby
373                 async function(game_details, req_data, action, socket_id, callback) { // Verify pack was imported already
374                     if (game_details.imported_packs.includes(req_data.pack_name)) {
375                         callback(false, game_details, req_data, action, socket_id);
376                     } else {
377                         callback(true, `Pack was never imported`, req_data.slug, action, socket_id, req_data.player_id);
378                     }
379                 },
380                 async function(game_details, req_data, action, socket_id, callback) { // Make sure pack exists
381                     if (req_data.pack_name === "yolking_around") {
382                         game_details.player_cap -= 2;
383                         callback(false, game_details, req_data, action, socket_id);
384                     } else {
385                         callback(true, `Pack does not exist`, req_data.slug, action, socket_id, req_data.player_id);
386                     }
387                 },
388                 async function(game_details, req_data, action, socket_id, callback) { // Export card pack
389                     await game_actions.export_cards(game_details, req_data.pack_name);
390                     await game_actions.log_event(game_details, action.trim(), "", req_data.pack_name, (await player_actions.get_player(game_details, req_data.player_id)).nickname, "");
391                     await update_game_ui(req_data.slug, "", action, socket_id, req_data.player_id);
392                     callback(false, `Exported card pack: ` + req_data.pack_name, req_data.slug, action, socket_id, req_data.player_id);
393                 }
394             ], wf_final_callback);
395         })
396
397         // Name : socket.on.check-slug
398         // Desc : runs when we need to see if a slug exists in the db
399         // Author(s) : RAk3rman
400         socket.on('check-slug', async function (data) {
401             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
402             // Check to see if game exists
403             if (await game.exists({ slug: data.slug })) {
404                 fastify.io.to(socket.id).emit("slug-response", data.slug);
405                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('check-slug      ')} ${chalk
406             } else {
407                 fastify.io.to(socket.id).emit("slug-response", false);
408                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('check-slug      ')} ${chalk
409             }
410         })
411
412         // Name : socket.on.disconnect
413         // Desc : runs when the client disconnects
414         // Author(s) : RAk3rman
415         socket.on('disconnect', async function () {
416             stats_storage.set('sockets_active', stats_storage.get('sockets_active') - 1);
417             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.red('new-disconnect  ')} ${chalk.dim.blue(socket.id)}`));
418             // Mark player as disconnected if active
419             if (await game.exists({ slug: player_data["slug"] }) && player_data["player_id"] !== "") {
420                 // Update connection and local player data
421                 await player_actions.update_connection(player_data["slug"], player_data["player_id"], "offline");
422                 console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.red('player-offline  ')} ${chalk
423                 // Update clients
424                 await update_game_ui(player_data["slug"], "", "player-offline  ", socket.id, player_data["player_id"]);
425             }
426         });
427     })
428
429     // Name : wf_final_callback(err, msg, slug, action, socket_id, player_id)
430     // Desc : final callback from waterfall, handles error if triggered
431     // Author(s) : RAk3rman
432     async function wf_final_callback(err, msg, slug, action, socket_id, player_id) {
433         if (err) {
434             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan(action)} ${chalk.dim.yellow(slug
435             fastify.io.to(socket_id).emit(slug + "-error", {
436                 msg: msg,
437                 game_details: await game_actions.get_game_export(slug, action, player_id)
438             });
439         } else {
440             console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan(action)} ${chalk.dim.yellow(slug
441         }
442     }
443
444     // Name : wf_get_game(req_data, action, socket_id, callback)
445     // Desc : get game details from waterfall
446     // Author(s) : RAk3rman
447     async function wf_get_game(req_data, action, socket_id, callback) {
448         // Determine if we should filter by slug and player_id
449         let filter = req_data.player_id === "spectator" ? { slug: req_data.slug } : { slug: req_data.slug, "players._id": req_data.player_id };
450         // Determine if game exists
451         if (await game.exists(filter)) {
452             callback(false, await game_actions.game_details_slug(req_data.slug), req_data, action, socket_id);
453         } else {
454             callback(true, "GAME-DNE", req_data.slug, action, socket_id, req_data.player_id);
455         }
456     }
457
458     // Name : wf_validate_host(game_details, req_data, action, socket_id, callback)
459     // Desc : validate req user is host from waterfall
460     // Author(s) : RAk3rman
461     async function wf_validate_host(game_details, req_data, action, socket_id, callback) {
462         // Find player
463         for (let i = 0; i < game_details.players.length; i++) {
464             if (game_details.players[i]._id === req_data.player_id) {
465                 // Check if the user is of type host
466                 if (game_details.players[i].type === "host") {
467                     callback(false, game_details, req_data, action, socket_id);
468                 } else {
469                     callback(true, "You are not the host", req_data.slug, action, socket_id, req_data.player_id);
470                 }
471             }
472         }
473     }
474
475     // Name : player(game_details, req_data, action, socket_id, callback)
476     // Desc : validate that the game is in_lobby
477     // Author(s) : RAk3rman
478     async function wf_validate_in_lobby(game_details, req_data, action, socket_id, callback) {
479         // Find player
480         if (game_details.status === "in_lobby") {
481             callback(false, game_details, req_data, action, socket_id);
482         } else {
483             callback(true, "Game must be stopped first", req_data.slug, action, socket_id, req_data.player_id);
484         }
485     }
486
487     // Name : wf_validate_in_game(game_details, req_data, action, socket_id, callback)
488     // Desc : validate that the game is in_game
489     // Author(s) : RAk3rman
490     async function wf_validate_in_game(game_details, req_data, action, socket_id, callback) {
491         // Find player
492         if (game_details.status === "in_game") {
493             callback(false, game_details, req_data, action, socket_id);
494         } else {
495             callback(true, "Game must be started first", req_data.slug, action, socket_id, req_data.player_id);
496         }
497     }
498
499     // Name : wf_validate_turn(game_details, req_data, action, socket_id, callback)
500     // Desc : validate req user is on their turn
501     // Author(s) : RAk3rman
502     async function wf_validate_turn(game_details, req_data, action, socket_id, callback) {
503         // Find player
504         for (let i = 0; i < game_details.players.length; i++) {
505             if (game_details.players[i]._id === req_data.player_id) {
506                 // Check if seat positions match
507                 if (game_details.players[i].seat === game_details.seat_playing) {
508                     callback(false, game_details, req_data, action, socket_id);
509                 } else {
510                     callback(true, "Please wait your turn", req_data.slug, action, socket_id, req_data.player_id);
511                 }
512             }
513         }
514     }
515
516     // Name : validate_turn(player_id, game_details)
517     // Desc : returns a bool stating if the player_id is on its turn
518     // Author(s) : RAk3rman
519     function validate_turn(player_id, game_details) {
520         // Find player
521         for (let i = 0; i < game_details.players.length; i++) {
522             if (game_details.players[i]._id === player_id) {
523                 return game_details.players[i].seat === game_details.seat_playing;
524             }
525         }
526     }
527
528     // Name : update_game_ui(slug, target, source, socket_id)
529     // Desc : sends an event containing game data
530     // Author(s) : RAk3rman
531     async function update_game_ui(slug, target, source, socket_id, player_id) {
532         // Get raw pretty game details
533         let pretty_game_details = await game_actions.get_game_export(slug, source, player_id);
534         if (pretty_game_details !== {}) {
535             // Send game data
536             if (target === "") {
537                 fastify.io.emit(slug + "-update", pretty_game_details);
538             } else {
539                 fastify.io.to(target).emit(slug + "-update", pretty_game_details);
540             }
541             if (config_storage.get('verbose_debug')) console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk
542         }
543     }
544 };
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802 lines (782 sloc)  41.2 KB    Raw Blame

1 /*\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\
2 Filename : exploding-chickens/services/game-actions.js
3 Desc     : all actions and helper functions
4            related to game play
5 Author(s): RAk3rman
6 \/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\*/
7
8 // Packages
9 let game = require('../models/game.js');

10 const chalk = require('chalk');
11 const moment = require('moment');
12 let momentDurationFormatSetup = require("moment-duration-format");
13 const wipe = chalk.white;
14 const { uniqueNamesGenerator, adjectives, colors, animals } = require('unique-names-generator');
15 const dataStore = require('data-store');
16 const config_storage = new dataStore({path: './config/config.json'});
17 const pkg = require('../package.json');
18
19 //Services
20 let card_actions = require('../services/card-actions.js');
21 let game_actions = require('../services/game-actions.js');
22 let player_actions = require('./player-actions.js');
23
24 // Name : game_actions.create_game()
25 // Desc : creates a new game in mongodb, returns game details
26 // Author(s) : RAk3rman
27 exports.create_game = async function () {
28     // Create new promise and return created_game after saved
29     return await new Promise((resolve, reject) => {
30         game.create({
31             slug: uniqueNamesGenerator({dictionaries: [adjectives, animals], separator: '-', length: 2})
32         }, function (err, created_game) {
33             if (err) {
34                 reject(err);
35             } else {
36                 resolve(created_game);
37             }
38         });
39     });
40 }
41
42 // Name : game_actions.game_details_slug(slug)
43 // Desc : returns the details for a game slug
44 // Author(s) : RAk3rman
45 exports.game_details_slug = async function (slug) {
46     // Create new promise and return found_game after saved
47     return await new Promise((resolve, reject) => {
48         game.findOne({ slug: slug }, function (err, found_game) {
49             if (err) {
50                 reject(err);
51             } else {
52                 resolve(found_game);
53             }
54         });
55     });
56 }
57
58 // Name : game_actions.game_details_id(_id)
59 // Desc : returns the details for a game id
60 // Author(s) : RAk3rman
61 exports.game_details_id = async function (_id) {
62     // Create new promise and return found_game after saved
63     return await new Promise((resolve, reject) => {
64         game.findOne({ _id: _id }, function (err, found_game) {
65             if (err) {
66                 reject(err);
67             } else {
68                 resolve(found_game);
69             }
70         });
71     });
72 }
73
74 // Name : game_actions.import_cards(game_details, pack_name)
75 // Desc : bulk import cards via json file
76 // Author(s) : RAk3rman
77 exports.import_cards = async function (game_details, pack_name) {
78     // Get json array of cards
79     let pack_array = require('../packs/' + pack_name + '.json');
80     let card_length = game_details.cards.length;
81     // Loop through each json value and add card
82     for (let i = 1; i <= pack_array.length - 1; i++) {
83         game_details.cards.push({
84             _id: pack_array[i]._id,
85             image_loc: "public/cards/" + pack_array[0].pack_name + "/" + pack_array[i].file_name,
86             action: pack_array[i].action,
87             position: i + card_length,
88             pack: pack_array[0].pack_name
89         });
90     }
91     // Add pack to array of imported_packs
92     game_details.imported_packs.push(pack_array[0].pack_name);
93     // Create new promise
94     return await new Promise((resolve, reject) => {
95         // Save existing game
96         game_details.save(function (err) {
97             if (err) {
98                 reject(err);
99             } else {

100                 // Resolve promise when the last card has been pushed
101                 resolve(pack_array.length - 1);
102             }
103         });
104     });
105 }
106
107 // Name : game_actions.export_cards(game_details, pack_name)
108 // Desc : bulk export cards
109 // Author(s) : RAk3rman
110 exports.export_cards = async function (game_details, pack_name) {
111     // Loop through all cards and remove if apart of pack
112     for (let i = 0; i < game_details.cards.length; i++) {
113         if (game_details.cards[i].pack === pack_name) {
114             // Remove card
115             game_details.cards.splice(i, 1);
116             i--;
117         }
118     }
119     //
120     // Remove pack from array of imported_packs
121     let index = game_details.imported_packs.indexOf(pack_name);
122     if (index > -1) {
123         game_details.imported_packs.splice(index, 1);
124     }
125     // Create new promise
126     return await new Promise((resolve, reject) => {
127         // Save existing game
128         game_details.save(function (err) {
129             if (err) {
130                 reject(err);
131             } else {
132                 // Resolve promise when the last card has been pushed
133                 resolve(game_details.cards.length);
134             }
135         });
136     });
137 }
138
139 // Name : game_actions.draw_card(game_details, player_id)
140 // Desc : draw a card from the draw deck and place at the end of a players hand
141 // Author(s) : Vincent Do, RAk3rman
142 exports.draw_card = async function (game_details, player_id, location) {
143     // Filter draw deck
144     let draw_deck = await card_actions.filter_cards("draw_deck", game_details.cards);
145     // Filter player hand
146     let player_hand = await card_actions.filter_cards(player_id, game_details.cards);
147     // Determine if top or bottom
148     let pos = draw_deck.length-1;
149     if (location === "bottom") {
150         pos = 0;
151     }
152     // Check if new card is a chicken
153     for (let i = 0; i <= game_details.players.length - 1; i++) {
154         if (game_details.players[i]._id === player_id) {
155             if (game_details.players[i].status === "exploding") {
156                 return { "action": "chicken" };
157             } else if (draw_deck[pos].action === "chicken") {
158                 game_details.players[i].status = "exploding";
159             }
160             break;
161         }
162     }
163     // Update card
164     for (let i = 0; i <= game_details.cards.length - 1; i++) {
165         if (game_details.cards[i]._id === draw_deck[pos]._id) {
166             game_details.cards[i].assignment = player_id;
167             game_details.cards[i].position = player_hand.length;
168             break;
169         }
170     }
171     // Create new promise to save game
172     return await new Promise((resolve, reject) => {
173         // Save updated game
174         game_details.save({}, function (err) {
175             if (err) {
176                 reject(err);
177             } else {
178                 resolve(draw_deck[pos]);
179             }
180         });
181     });
182 }
183
184 // Name : game_actions.base_router(game_details, player_id, card_id, target, stats_storage, config_storage, bot, socket_id, fastify)
185 // Desc : base deck - calls the appropriate card function based on card action
186 // Author(s) : RAk3rman
187 exports.base_router = async function (game_details, player_id, card_id, target, stats_storage, config_storage, bot, socket_id, fastify) {
188     // Find card details from id
189     let card_details = await card_actions.find_card(card_id, game_details.cards);
190     // Determine which function to run
191     if (card_details.action === "attack") {
192         await card_actions.attack(game_details);
193         await game_actions.discard_card(game_details, card_id);
194         stats_storage.set('attacks', stats_storage.get('attacks') + 1);
195         return {trigger: "attack", data: "true"};
196     } else if (card_details.action === "defuse") {
197         let defuse_stat = await card_actions.defuse(game_details, player_id, target, card_id);
198         if (defuse_stat === true) {
199             await game_actions.discard_card(game_details, card_id);
200             await game_actions.advance_turn(game_details);
201             stats_storage.set('defuses', stats_storage.get('defuses') + 1);
202             return {trigger: "defuse", data: "true"};
203         } else {
204             return defuse_stat;
205         }
206     } else if (card_details.action === "favor") { // Favor, expecting target player_id
207         let v_favor = await card_actions.verify_favor(game_details, player_id, target);
208         if (v_favor === true) {
209             await game_actions.discard_card(game_details, card_id);
210             let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
211             stats_storage.set('favors', stats_storage.get('favors') + 1);
212             return {trigger: "favor_taken", data: {
213                 target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
214             }};
215         } else {
216             return v_favor;
217         }
218     } else if (card_details.action === "randchick-1" || card_details.action === "randchick-2" ||
219         card_details.action === "randchick-3" || card_details.action === "randchick-4") { // Favor, expecting target player_id
220         let v_double = await card_actions.verify_double(game_details, card_details, player_id, card_id);
221         if (v_double !== false) {
222             let v_favor = await card_actions.verify_favor(game_details, player_id, target);
223             if (v_favor === true) {
224                 await game_actions.discard_card(game_details, v_double);
225                 await game_actions.discard_card(game_details, card_id);
226                 let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
227                 stats_storage.set('favors', stats_storage.get('favors') + 1);
228                 return {trigger: "favor_taken", data: {
229                     target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
230                 }};
231             } else {
232                 return v_favor;
233             }
234         } else {
235             return {trigger: "error", data: "You must have a card of the same type"};
236         }
237     } else if (card_details.action === "reverse") {
238         await card_actions.reverse(game_details);
239         await game_actions.discard_card(game_details, card_id);
240         await game_actions.advance_turn(game_details);
241         stats_storage.set('reverses', stats_storage.get('reverses') + 1);
242         return {trigger: "reverse", data: "true"};
243     } else if (card_details.action === "seethefuture") {
244         await game_actions.discard_card(game_details, card_id);
245         stats_storage.set('see_the_futures', stats_storage.get('see_the_futures') + 1);
246         return {trigger: "seethefuture", data: {}};
247     } else if (card_details.action === "shuffle") {
248         await card_actions.shuffle_draw_deck(game_details);
249         await game_actions.discard_card(game_details, card_id);
250         stats_storage.set('shuffles', stats_storage.get('shuffles') + 1);
251         return {trigger: "shuffle", data: "true"};
252     } else if (card_details.action === "skip") {
253         await game_actions.discard_card(game_details, card_id);
254         await game_actions.advance_turn(game_details);
255         stats_storage.set('skips', stats_storage.get('skips') + 1);
256         return {trigger: "skip", data: "true"};
257     } else if (card_details.action === "hotpotato") {
258         let hotpotato_stat = await card_actions.hot_potato(game_details, player_id);
259         if (hotpotato_stat.trigger === "success") {
260             await game_actions.discard_card(game_details, card_id);
261             stats_storage.set('hot_potatoes', stats_storage.get('hot_potatoes') + 1);
262             await game_actions.explode_tick(game_details.slug, 15, hotpotato_stat.data.next_player_id, hotpotato_stat.data.chicken_id, "public/cards/yolking_around/hotpotato-1.png", socket_id, fastify, config_storage, stats_storage, bot);
263             return {trigger: "hotpotato", data: {}};
264         } else {
265             return hotpotato_stat;
266         }
267     } else if (card_details.action === "favorgator") {
268         let v_favor = await card_actions.verify_favor(game_details, player_id, target);
269         if (v_favor === true) {
270             let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
271             await game_actions.discard_card(game_details, card_id);
272             stats_storage.set('favors', stats_storage.get('favors') + 1);
273             return {trigger: "favor_taken", data: {
274                     target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
275                 }};
276         } else {
277             return v_favor;
278         }
279     } else if (card_details.action === "scrambledeggs") {
280         await card_actions.scrambled_eggs(game_details);
281         await game_actions.discard_card(game_details, card_id);
282         stats_storage.set('scrambled_eggs', stats_storage.get('scrambled_eggs') + 1);
283         return {trigger: "scrambledeggs", data: "true"};
284     } else if (card_details.action === "superskip") {
285         let temp_remain = game_details.turns_remaining;
286         game_details.turns_remaining = 1;
287         await game_actions.advance_turn(game_details);
288         game_details.turns_remaining = temp_remain;
289         await game_actions.discard_card(game_details, card_id);
290         stats_storage.set('super_skips', stats_storage.get('super_skips') + 1);
291         return {trigger: "superskip", data: "true"};
292     } else if (card_details.action === "safetydraw") {
293         await card_actions.safety_draw(game_details, player_id);
294         await game_actions.discard_card(game_details, card_id);
295         await game_actions.advance_turn(game_details);
296         stats_storage.set('safety_draws', stats_storage.get('safety_draws') + 1);
297         return {trigger: "superskip", data: "true"};
298     } else if (card_details.action === "drawbottom") {
299         // Discard and draw card from draw deck and place in hand
300         await game_actions.discard_card(game_details, card_id);
301         let card_drawn = await game_actions.draw_card(game_details, player_id, "bottom");
302         // Check if card drawn in an ec
303         if (card_drawn.action !== "chicken") await game_actions.advance_turn(game_details);
304         if (card_drawn.action === "chicken") await game_actions.explode_tick(game_details.slug, 15, player_id, card_drawn._id, "public/cards/base/chicken.png", socket_id, fastify, config_storage, stats_storage, bot);
305         stats_storage.set('draw_bottoms', stats_storage.get('draw_bottoms') + 1);
306         return {trigger: "drawbottom", data: card_drawn};
307     } else {
308         // Houston, we have a problem
309         return {trigger: "error", data: "Invalid card"};
310     }
311 }
312
313 // Name : game_actions.discard_card(game_details, card_id)
314 // Desc : put a card in discard deck
315 // Author(s) : RAk3rman
316 exports.discard_card = async function (game_details, card_id) {
317     // Find greatest position in discard deck
318     let discard_deck = await card_actions.filter_cards("discard_deck", game_details.cards);
319     // Update card details
320     let player_id;
321     for (let i = 0; i <= game_details.cards.length - 1; i++) {
322         if (game_details.cards[i]._id === card_id) {
323             player_id = game_details.cards[i].assignment;
324             game_details.cards[i].assignment = "discard_deck";
325             game_details.cards[i].position = discard_deck.length;
326             break;
327         }
328     }
329     await player_actions.sort_hand(game_details, player_id);
330     // Create new promise for game save
331     await new Promise((resolve, reject) => {
332         //Save updated game
333         game_details.save({}, function (err) {
334             if (err) {
335                 reject(err);
336             } else {
337                 resolve();
338             }
339         });
340     });
341 }
342
343 // Name : game_actions.advance_turn(game_details)
344 // Desc : advance to the next turn
345 // Author(s) : RAk3rman
346 exports.advance_turn = async function (game_details) {
347     // Check how many turns we have left
348     if (game_details.turns_remaining <= 1) { // Only one turn left, player seat advances
349         // Advance to the next seat
350         game_details.seat_playing = await player_actions.next_seat(game_details);
351         // Make sure the number of turns remaining is not 0
352         game_details.turns_remaining = 1;
353     } else { // Multiple turns left, player seat remains the same and turns_remaining decreases by one
354         game_details.turns_remaining--;
355     }
356     // Create new promise to save game
357     return await new Promise((resolve, reject) => {
358         // Save updated game
359         game_details.save({}, function (err) {
360             if (err) {
361                 reject(err);
362             } else {
363                 resolve();
364             }
365         });
366     });
367 }
368
369 // Name : game_actions.explode_tick(slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot)
370 // Desc : recursively count down when a player has an EC in their hand
371 // Author(s) : RAk3rman
372 exports.explode_tick = async function (slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot) {
373     // Get game details
374     let game_details = await game_actions.game_details_slug(slug);
375     // Check if placed_by is active
376     let placed_by_name = "";
377     for (let i = 0; i < game_details.cards.length; i++) {
378         if (game_details.cards[i].placed_by_id !== "" && game_details.cards[i].assignment !== "out_of_play") {
379             // Go through players and find nickname
380             for (let j = 0; j < game_details.players.length; j++) {
381                 if (game_details.cards[i].placed_by_id === game_details.players[j]._id) {
382                     placed_by_name = game_details.players[j].nickname;
383                     break;
384                 }
385             }
386             break;
387         }
388     }
389     // Make sure at least one player is exploding
390     for (let i = 0; i < game_details.players.length; i++) {
391         if (game_details.players[i]._id === player_id && game_details.players[i].status === "exploding") {
392             // Found player and is still exploding
393             fastify.io.emit(slug + "-explode-tick", {
394                 count: count,
395                 placed_by_name: placed_by_name,
396                 card_url: card_url
397             });
398             // Decrement count or force chicken to play
399             if (count > -1) {
400                 count--;
401             } else {
402                 await card_actions.kill_player(game_details, player_id);
403                 await game_actions.discard_card(game_details, card_id);
404                 game_details.turns_remaining = 0;
405                 stats_storage.set('explosions', stats_storage.get('explosions') + 1);
406                 if (await game_actions.is_winner(game_details, stats_storage, bot) === true) {
407                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk.dim.yellow(slug)} ${chalk.dim.blue(socket_id)} ${chalk.dim.magenta(player_id)} Game has ended, a player has won`));
408                     fastify.io.emit(slug + "-update", await game_actions.get_game_export(slug, "reset-game", "winner_callback"));
409                 } else {
410                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk.dim.yellow(slug)} ${chalk.dim.blue(socket_id)} ${chalk.dim.magenta(player_id)} ${chalk.dim.greenBright(card_id)} Hasta la vista baby, a player has exploded`));
411                     await game_actions.advance_turn(game_details);
412                     await game_actions.log_event(game_details, "play-card", "chicken", card_id, (await player_actions.get_player(game_details, player_id)).nickname, "");
413                     fastify.io.emit(slug + "-update", await game_actions.get_game_export(slug, "play-card", "explosion-callback"));
414                 }
415                 return;
416             }
417             // Call function again
418             setTimeout(function(){ game_actions.explode_tick(slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot) }, 1000);
419             return;
420         }
421     }
422 }
423
424 // Name : game_actions.is_winner(game_details, stats_storage, bot)
425 // Desc : check to see if there is a winner
426 // Author(s) : RAk3rman
427 exports.is_winner = async function (game_details, stats_storage, bot) {
428     // Count the number of active players
429     let ctn = 0;
430     let player_id = undefined;
431     for (let i = 0; i <= game_details.players.length - 1; i++) {
432         if (game_details.players[i].status === "playing") {
433             ctn++;
434             player_id = game_details.players[i]._id;
435         }
436     }
437     // Determine if there is a winner, end game if so
438     if (ctn === 1) {
439         // Update stats
440         stats_storage.set('games_played', stats_storage.get('games_played') + 1);
441         stats_storage.set('mins_played', stats_storage.get('mins_played') + moment().diff(moment(game_details.start_time), 'minutes'));
442         // Send message if bot is configured
443         if (config_storage.has('discord_bot_token') && config_storage.get('discord_bot_token') !== '' &&
444             config_storage.has('discord_bot_channel') && config_storage.get('discord_bot_channel') !== '') {
445             // Game completed, update game stats
446             let print_players = "";
447             let print_packs = "";
448             let win_count = 0;
449             game_details.players.forEach(ele => {
450                 print_players += "'" + ele.nickname + "' ";
451                 win_count += ele.wins;
452             });
453             game_details.imported_packs.forEach(ele => {
454                 print_packs += "'" + ele + "' ";
455             })
456             // Get draw deck length
457             let draw_deck = await card_actions.filter_cards("draw_deck", game_details.cards);
458             let embed = bot.createEmbed(config_storage.get('discord_bot_channel'));
459             embed.title("**:chicken: Exploding Chickens: Game Completed**");
460             embed.url("https://chickens.rakerman.com/game/" + game_details.slug);
461             embed.color("3447003");
462             embed.field("Slug :bug:", game_details.slug + "", true);
463             embed.field("Duration :timer:", moment().diff(moment(game_details.start_time), 'minutes') + " minutes", true);
464             embed.field("EC chance :fire:", "1 EC / " + draw_deck.length + " cards -> " + Math.floor((1 / (draw_deck.length === 0 ? 1 : draw_deck.length))*100) + "%", true);
465             embed.field("Lobby games :receipt:", (win_count + 1) + " played", true);
466             embed.field("Connections :link:", stats_storage.get("sockets_active") + " sockets active", true);
467             embed.field("Packs :card_box:", print_packs, true);
468             embed.field("Players :busts_in_silhouette:", print_players, false);
469             embed.footer("Release v" + pkg.version);
470             let event = new Date();
471             embed.timestamp(event.toISOString());
472             embed.send();
473             console.log(wipe(`${chalk.bold.blueBright('Discord')}: [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.greenBright('game-won        ')} Sent game summary message`));
474         }
475         // Log event
476         await game_actions.log_event(game_details, "game-won", "", "", (await player_actions.get_player(game_details, player_id)).nickname, "");
477         // Reset game
478         await game_actions.reset_game(game_details, "idle", "in_lobby");
479         // Create new promise to save game
480         await new Promise((resolve, reject) => {
481             game.findOneAndUpdate(
482                 { slug: game_details.slug, "players._id": player_id },
483                 {"$set": { "players.$.status": "winner" }, "$inc": { "players.$.wins": 1 }},
484                 function (err) {
485                     if (err) {
486                         reject(err);
487                     } else {
488                         resolve();
489                     }
490                 });
491         })
492         return true;
493     } else {
494         return false;
495     }
496 }
497
498 // Name : game_actions.get_game_export(slug, source, player_id)
499 // Desc : prepares game data for export to client
500 // Author(s) : RAk3rman
501 exports.get_game_export = async function (slug, source, player_id) {
502     // Get raw game details from mongodb
503     let raw_game_details = await game_actions.game_details_slug(slug);
504     if (raw_game_details !== null) {
505         // Determine number of exploding chickens
506         let ec_count = 0;
507         for (let i = 0; i < raw_game_details["cards"].length; i++) {
508             // If the card is assigned to deck, add to count
509             if (raw_game_details["cards"][i].action === "chicken" && raw_game_details["cards"][i].assignment === "draw_deck") {
510                 ec_count += 1;
511             }
512         }
513         // Prepare draw deck
514         let draw_deck = await card_actions.filter_cards("draw_deck", raw_game_details["cards"]);
515         // Prepare events payload
516         let parsed_events = [];
517         for (let i = raw_game_details["events"].length - 1; i >= 0 && i >= (raw_game_details["events"].length - 20); i--) {
518             parsed_events.push(await game_actions.parse_event(raw_game_details, raw_game_details["events"][i]));
519         }
520         // Prepare pretty game details
521         let pretty_game_details = {
522             players: [],
523             discard_deck: [],
524             slug: raw_game_details["slug"],
525             created: moment(raw_game_details["created"]),
526             status: raw_game_details["status"],
527             seat_playing: raw_game_details["seat_playing"],
528             turn_direction: raw_game_details["turn_direction"],
529             turns_remaining: raw_game_details["turns_remaining"],
530             cards_remaining: draw_deck.length,
531             ec_remaining: ec_count,
532             req_player_id: player_id,
533             trigger: source.trim(),
534             imported_packs: raw_game_details["imported_packs"],
535             player_cap: raw_game_details["player_cap"],
536             events: parsed_events,
537             events_length: raw_game_details["events"].length
538         }
539         // Sort and add players to json array
540         raw_game_details["players"].sort(function(a, b) {
541             return a.seat - b.seat;
542         });
543         // Loop through each player
544         for (let i = 0; i < raw_game_details["players"].length; i++) {
545             let card_array = await card_actions.filter_cards(raw_game_details["players"][i]._id, raw_game_details["cards"]);
546             // Sort card hand in reverse order
547             card_array.sort(function(a, b) {
548                 return b.position - a.position;
549             });
550             // Found current player, return extended details
551             pretty_game_details.players.push({
552                 _id: raw_game_details["players"][i]._id,
553                 cards: card_array,
554                 card_num: card_array.length,
555                 avatar: raw_game_details["players"][i].avatar,
556                 type: raw_game_details["players"][i].type,
557                 status: raw_game_details["players"][i].status,
558                 connection: raw_game_details["players"][i].connection,
559                 nickname: raw_game_details["players"][i].nickname,
560                 seat: raw_game_details["players"][i].seat,
561                 wins: raw_game_details["players"][i].wins
562             });
563         }
564         // Get discard deck
565         pretty_game_details.discard_deck = await card_actions.filter_cards("discard_deck", raw_game_details["cards"]);
566         // Send game data
567         return pretty_game_details;
568     } else {
569         return {};
570     }
571 }
572
573 // Name : game_actions.parse_event(game_details, event_obj)
574 // Desc : parses an event into readable html
575 // Author(s) : RAk3rman
576 exports.parse_event = async function (game_details, event_obj) {
577     if (event_obj.event_name === "create-player") {
578         return {
579             icon_path: "<path d=\"M8 9a3 3 0 100-6 3 3 0 000 6zM8 11a6 6 0 016 6H2a6 6 0 016-6zM16 7a1 1 0 10-2 0v1h-1a1 1 0 100 2h1v1a1 1 0 102 0v-1h1a1 1 0 100-2h-1V7z\"/>",
580             icon_color: "text-purple-500",
581             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> joined the lobby",
582             created: moment(event_obj.created).format()
583         };
584     } else if (event_obj.event_name === "start-game") {
585         return {
586             icon_path: "<path fill-rule=\"evenodd\" d=\"M3 6a3 3 0 013-3h10a1 1 0 01.8 1.6L14.25 8l2.55 3.4A1 1 0 0116 13H6a1 1 0 00-1 1v3a1 1 0 11-2 0V6z\" clip-rule=\"evenodd\"/>",
587             icon_color: "text-green-500",
588             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> started the game",
589             created: moment(event_obj.created).format()
590         };
591     } else if (event_obj.event_name === "reset-game") {
592         return {
593             icon_path: "<path fill-rule=\"evenodd\" d=\"M4 2a1 1 0 011 1v2.101a7.002 7.002 0 0111.601 2.566 1 1 0 11-1.885.666A5.002 5.002 0 005.999 7H9a1 1 0 010 2H4a1 1 0 01-1-1V3a1 1 0 011-1zm.008 9.057a1 1 0 011.276.61A5.002 5.002 0 0014.001 13H11a1 1 0 110-2h5a1 1 0 011 1v5a1 1 0 11-2 0v-2.101a7.002 7.002 0 01-11.601-2.566 1 1 0 01.61-1.276z\" clip-rule=\"evenodd\"/>",
594             icon_color: "text-yellow-400",
595             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> reset the game",
596             created: moment(event_obj.created).format()
597         };
598     } else if (event_obj.event_name === "play-card") {
599         let desc = "";
600         // Determine which card was played
601         if (event_obj.card_action === "attack") {
602             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played an attack card";
603         } else if (event_obj.card_action === "chicken") {
604             return {
605                 icon_path: "<path fill-rule=\"evenodd\" d=\"M12.395 2.553a1 1 0 00-1.45-.385c-.345.23-.614.558-.822.88-.214.33-.403.713-.57 1.116-.334.804-.614 1.768-.84 2.734a31.365 31.365 0 00-.613 3.58 2.64 2.64 0 01-.945-1.067c-.328-.68-.398-1.534-.398-2.654A1 1 0 005.05 6.05 6.981 6.981 0 003 11a7 7 0 1011.95-4.95c-.592-.591-.98-.985-1.348-1.467-.363-.476-.724-1.063-1.207-2.03zM12.12 15.12A3 3 0 017 13s.879.5 2.5.5c0-1 .5-4 1.25-4.5.5 1 .786 1.293 1.371 1.879A2.99 2.99 0 0113 13a2.99 2.99 0 01-.879 2.121z\" clip-rule=\"evenodd\"/>",
606                 icon_color: "text-red-500",
607                 desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> exploded",
608                 created: moment(event_obj.created).format()
609             };
610         } else if (event_obj.card_action === "defuse") {
611             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a defuse card";
612         } else if (event_obj.card_action === "favor" || event_obj.card_action === "randchick-1" || event_obj.card_action === "randchick-2" ||
613             event_obj.card_action === "randchick-3" || event_obj.card_action === "randchick-4") {
614             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> asked for a favor from <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong>";
615         } else if (event_obj.card_action === "reverse") {
616             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a reverse card";
617         } else if (event_obj.card_action === "seethefuture") {
618             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> saw the future";
619         } else if (event_obj.card_action === "shuffle") {
620             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> shuffled the deck";
621         } else if (event_obj.card_action === "skip") {
622             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> skipped their turn";
623         } else if (event_obj.card_action === "hotpotato") {
624             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a hot potato";
625         } else if (event_obj.card_action === "scrambledeggs") {
626             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> scrambled all hands in play";
627         } else if (event_obj.card_action === "superskip") {
628             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a super skip";
629         } else if (event_obj.card_action === "safetydraw") {
630             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a safety draw card";
631         } else if (event_obj.card_action === "drawbottom") {
632             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> drew from the bottom";
633         } else if (event_obj.card_action === "favorgator") {
634             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a favor gator on <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong>";
635         }
636         return {
637             icon_path: "<path fill-rule=\"evenodd\" d=\"M15.707 15.707a1 1 0 01-1.414 0l-5-5a1 1 0 010-1.414l5-5a1 1 0 111.414 1.414L11.414 10l4.293 4.293a1 1 0 010 1.414zm-6 0a1 1 0 01-1.414 0l-5-5a1 1 0 010-1.414l5-5a1 1 0 011.414 1.414L5.414 10l4.293 4.293a1 1 0 010 1.414z\" clip-rule=\"evenodd\"/>",
638             icon_color: "text-blue-500",
639             desc: desc,
640             created: moment(event_obj.created).format()
641         };
642     } else if (event_obj.event_name === "draw-card") {
643         return {
644             icon_path: "<path fill-rule=\"evenodd\" d=\"M10.293 15.707a1 1 0 010-1.414L14.586 10l-4.293-4.293a1 1 0 111.414-1.414l5 5a1 1 0 010 1.414l-5 5a1 1 0 01-1.414 0z\" clip-rule=\"evenodd\"/>\n" +
645                 "            <path fill-rule=\"evenodd\" d=\"M4.293 15.707a1 1 0 010-1.414L8.586 10 4.293 5.707a1 1 0 011.414-1.414l5 5a1 1 0 010 1.414l-5 5a1 1 0 01-1.414 0z\" clip-rule=\"evenodd\"/>",
646             icon_color: "text-green-500",
647             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> drew a new card",
648             created: moment(event_obj.created).format()
649         };
650     } else if (event_obj.event_name === "kick-player") {
651         return {
652             icon_path: "<path d=\"M11 6a3 3 0 11-6 0 3 3 0 016 0zM14 17a6 6 0 00-12 0h12zM13 8a1 1 0 100 2h4a1 1 0 100-2h-4z\"/>",
653             icon_color: "text-red-500",
654             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> kicked <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong> from the game",
655             created: moment(event_obj.created).format()
656         };
657     } else if (event_obj.event_name === "make-host") {
658         return {
659             icon_path: "<path d=\"M13 6a3 3 0 11-6 0 3 3 0 016 0zM18 8a2 2 0 11-4 0 2 2 0 014 0zM14 15a4 4 0 00-8 0v3h8v-3zM6 8a2 2 0 11-4 0 2 2 0 014 0zM16 18v-3a5.972 5.972 0 00-.75-2.906A3.005 3.005 0 0119 15v3h-3zM4.75 12.094A5.973 5.973 0 004 15v3H1v-3a3 3 0 013.75-2.906z\"/>",
660             icon_color: "text-purple-500",
661             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> made <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong> the host",
662             created: moment(event_obj.created).format()
663         };
664     } else if (event_obj.event_name === "import-pack") {
665         let pack = "";
666         if (event_obj.rel_id === "yolking_around") {
667             pack = "Yolking Around";
668         }
669         return {
670             icon_path: "<path fill-rule=\"evenodd\" d=\"M6 2a2 2 0 00-2 2v12a2 2 0 002 2h8a2 2 0 002-2V7.414A2 2 0 0015.414 6L12 2.586A2 2 0 0010.586 2H6zm5 6a1 1 0 10-2 0v2H7a1 1 0 100 2h2v2a1 1 0 102 0v-2h2a1 1 0 100-2h-2V8z\" clip-rule=\"evenodd\"/>",
671             icon_color: "text-green-500",
672             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> added the <strong class=\"text-gray-700\">" + pack + "</strong> card pack",
673             created: moment(event_obj.created).format()
674         };
675     } else if (event_obj.event_name === "export-pack") {
676         let pack = "";
677         if (event_obj.rel_id === "yolking_around") {
678             pack = "Yolking Around";
679         }
680         return {
681             icon_path: "<path fill-rule=\"evenodd\" d=\"M6 2a2 2 0 00-2 2v12a2 2 0 002 2h8a2 2 0 002-2V7.414A2 2 0 0015.414 6L12 2.586A2 2 0 0010.586 2H6zm1 8a1 1 0 100 2h6a1 1 0 100-2H7z\" clip-rule=\"evenodd\"/>",
682             icon_color: "text-red-500",
683             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> removed the <strong class=\"text-gray-700\">" + pack + "</strong> card pack",
684             created: moment(event_obj.created).format()
685         };
686     } else if (event_obj.event_name === "game-won") {
687         return {
688             icon_path: "<path d=\"M9.049 2.927c.3-.921 1.603-.921 1.902 0l1.07 3.292a1 1 0 00.95.69h3.462c.969 0 1.371 1.24.588 1.81l-2.8 2.034a1 1 0 00-.364 1.118l1.07 3.292c.3.921-.755 1.688-1.54 1.118l-2.8-2.034a1 1 0 00-1.175 0l-2.8 2.034c-.784.57-1.838-.197-1.539-1.118l1.07-3.292a1 1 0 00-.364-1.118L2.98 8.72c-.783-.57-.38-1.81.588-1.81h3.461a1 1 0 00.951-.69l1.07-3.292z\"/>",
689             icon_color: "text-yellow-400",
690             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> won the game",
691             created: moment(event_obj.created).format()
692         };
693     } else {
694         return {
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1 /*\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\
2 Filename : exploding-chickens/services/game-actions.js
3 Desc     : all actions and helper functions
4            related to game play
5 Author(s): RAk3rman
6 \/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\*/
7
8 // Packages
9 let game = require('../models/game.js');

10 const chalk = require('chalk');
11 const moment = require('moment');
12 let momentDurationFormatSetup = require("moment-duration-format");
13 const wipe = chalk.white;
14 const { uniqueNamesGenerator, adjectives, colors, animals } = require('unique-names-generator');
15 const dataStore = require('data-store');
16 const config_storage = new dataStore({path: './config/config.json'});
17 const pkg = require('../package.json');
18
19 //Services
20 let card_actions = require('../services/card-actions.js');
21 let game_actions = require('../services/game-actions.js');
22 let player_actions = require('./player-actions.js');
23
24 // Name : game_actions.create_game()
25 // Desc : creates a new game in mongodb, returns game details
26 // Author(s) : RAk3rman
27 exports.create_game = async function () {
28     // Create new promise and return created_game after saved
29     return await new Promise((resolve, reject) => {
30         game.create({
31             slug: uniqueNamesGenerator({dictionaries: [adjectives, animals], separator: '-', length: 2})
32         }, function (err, created_game) {
33             if (err) {
34                 reject(err);
35             } else {
36                 resolve(created_game);
37             }
38         });
39     });
40 }
41
42 // Name : game_actions.game_details_slug(slug)
43 // Desc : returns the details for a game slug
44 // Author(s) : RAk3rman
45 exports.game_details_slug = async function (slug) {
46     // Create new promise and return found_game after saved
47     return await new Promise((resolve, reject) => {
48         game.findOne({ slug: slug }, function (err, found_game) {
49             if (err) {
50                 reject(err);
51             } else {
52                 resolve(found_game);
53             }
54         });
55     });
56 }
57
58 // Name : game_actions.game_details_id(_id)
59 // Desc : returns the details for a game id
60 // Author(s) : RAk3rman
61 exports.game_details_id = async function (_id) {
62     // Create new promise and return found_game after saved
63     return await new Promise((resolve, reject) => {
64         game.findOne({ _id: _id }, function (err, found_game) {
65             if (err) {
66                 reject(err);
67             } else {
68                 resolve(found_game);
69             }
70         });
71     });
72 }
73
74 // Name : game_actions.import_cards(game_details, pack_name)
75 // Desc : bulk import cards via json file
76 // Author(s) : RAk3rman
77 exports.import_cards = async function (game_details, pack_name) {
78     // Get json array of cards
79     let pack_array = require('../packs/' + pack_name + '.json');
80     let card_length = game_details.cards.length;
81     // Loop through each json value and add card
82     for (let i = 1; i <= pack_array.length - 1; i++) {
83         game_details.cards.push({
84             _id: pack_array[i]._id,
85             image_loc: "public/cards/" + pack_array[0].pack_name + "/" + pack_array[i].file_name,
86             action: pack_array[i].action,
87             position: i + card_length,
88             pack: pack_array[0].pack_name
89         });
90     }
91     // Add pack to array of imported_packs
92     game_details.imported_packs.push(pack_array[0].pack_name);
93     // Create new promise
94     return await new Promise((resolve, reject) => {
95         // Save existing game
96         game_details.save(function (err) {
97             if (err) {
98                 reject(err);
99             } else {

100                 // Resolve promise when the last card has been pushed
101                 resolve(pack_array.length - 1);
102             }
103         });
104     });
105 }
106
107 // Name : game_actions.export_cards(game_details, pack_name)
108 // Desc : bulk export cards
109 // Author(s) : RAk3rman
110 exports.export_cards = async function (game_details, pack_name) {
111     // Loop through all cards and remove if apart of pack
112     for (let i = 0; i < game_details.cards.length; i++) {
113         if (game_details.cards[i].pack === pack_name) {
114             // Remove card
115             game_details.cards.splice(i, 1);
116             i--;
117         }
118     }
119     //
120     // Remove pack from array of imported_packs
121     let index = game_details.imported_packs.indexOf(pack_name);
122     if (index > -1) {
123         game_details.imported_packs.splice(index, 1);
124     }
125     // Create new promise
126     return await new Promise((resolve, reject) => {
127         // Save existing game
128         game_details.save(function (err) {
129             if (err) {
130                 reject(err);
131             } else {
132                 // Resolve promise when the last card has been pushed
133                 resolve(game_details.cards.length);
134             }
135         });
136     });
137 }
138
139 // Name : game_actions.draw_card(game_details, player_id)
140 // Desc : draw a card from the draw deck and place at the end of a players hand
141 // Author(s) : Vincent Do, RAk3rman
142 exports.draw_card = async function (game_details, player_id, location) {
143     // Filter draw deck
144     let draw_deck = await card_actions.filter_cards("draw_deck", game_details.cards);
145     // Filter player hand
146     let player_hand = await card_actions.filter_cards(player_id, game_details.cards);
147     // Determine if top or bottom
148     let pos = draw_deck.length-1;
149     if (location === "bottom") {
150         pos = 0;
151     }
152     // Check if new card is a chicken
153     for (let i = 0; i <= game_details.players.length - 1; i++) {
154         if (game_details.players[i]._id === player_id) {
155             if (game_details.players[i].status === "exploding") {
156                 return { "action": "chicken" };
157             } else if (draw_deck[pos].action === "chicken") {
158                 game_details.players[i].status = "exploding";
159             }
160             break;
161         }
162     }
163     // Update card
164     for (let i = 0; i <= game_details.cards.length - 1; i++) {
165         if (game_details.cards[i]._id === draw_deck[pos]._id) {
166             game_details.cards[i].assignment = player_id;
167             game_details.cards[i].position = player_hand.length;
168             break;
169         }
170     }
171     // Create new promise to save game
172     return await new Promise((resolve, reject) => {
173         // Save updated game
174         game_details.save({}, function (err) {
175             if (err) {
176                 reject(err);
177             } else {
178                 resolve(draw_deck[pos]);
179             }
180         });
181     });
182 }
183
184 // Name : game_actions.base_router(game_details, player_id, card_id, target, stats_storage, config_storage, bot, socket_id, fastify)
185 // Desc : base deck - calls the appropriate card function based on card action
186 // Author(s) : RAk3rman
187 exports.base_router = async function (game_details, player_id, card_id, target, stats_storage, config_storage, bot, socket_id, fastify) {
188     // Find card details from id
189     let card_details = await card_actions.find_card(card_id, game_details.cards);
190     // Determine which function to run
191     if (card_details.action === "attack") {
192         await card_actions.attack(game_details);
193         await game_actions.discard_card(game_details, card_id);
194         stats_storage.set('attacks', stats_storage.get('attacks') + 1);
195         return {trigger: "attack", data: "true"};
196     } else if (card_details.action === "defuse") {
197         let defuse_stat = await card_actions.defuse(game_details, player_id, target, card_id);
198         if (defuse_stat === true) {
199             await game_actions.discard_card(game_details, card_id);
200             await game_actions.advance_turn(game_details);
201             stats_storage.set('defuses', stats_storage.get('defuses') + 1);
202             return {trigger: "defuse", data: "true"};
203         } else {
204             return defuse_stat;
205         }
206     } else if (card_details.action === "favor") { // Favor, expecting target player_id
207         let v_favor = await card_actions.verify_favor(game_details, player_id, target);
208         if (v_favor === true) {
209             await game_actions.discard_card(game_details, card_id);
210             let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
211             stats_storage.set('favors', stats_storage.get('favors') + 1);
212             return {trigger: "favor_taken", data: {
213                 target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
214             }};
215         } else {
216             return v_favor;
217         }
218     } else if (card_details.action === "randchick-1" || card_details.action === "randchick-2" ||
219         card_details.action === "randchick-3" || card_details.action === "randchick-4") { // Favor, expecting target player_id
220         let v_double = await card_actions.verify_double(game_details, card_details, player_id, card_id);
221         if (v_double !== false) {
222             let v_favor = await card_actions.verify_favor(game_details, player_id, target);
223             if (v_favor === true) {
224                 await game_actions.discard_card(game_details, v_double);
225                 await game_actions.discard_card(game_details, card_id);
226                 let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
227                 stats_storage.set('favors', stats_storage.get('favors') + 1);
228                 return {trigger: "favor_taken", data: {
229                     target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
230                 }};
231             } else {
232                 return v_favor;
233             }
234         } else {
235             return {trigger: "error", data: "You must have a card of the same type"};
236         }
237     } else if (card_details.action === "reverse") {
238         await card_actions.reverse(game_details);
239         await game_actions.discard_card(game_details, card_id);
240         await game_actions.advance_turn(game_details);
241         stats_storage.set('reverses', stats_storage.get('reverses') + 1);
242         return {trigger: "reverse", data: "true"};
243     } else if (card_details.action === "seethefuture") {
244         await game_actions.discard_card(game_details, card_id);
245         stats_storage.set('see_the_futures', stats_storage.get('see_the_futures') + 1);
246         return {trigger: "seethefuture", data: {}};
247     } else if (card_details.action === "shuffle") {
248         await card_actions.shuffle_draw_deck(game_details);
249         await game_actions.discard_card(game_details, card_id);
250         stats_storage.set('shuffles', stats_storage.get('shuffles') + 1);
251         return {trigger: "shuffle", data: "true"};
252     } else if (card_details.action === "skip") {
253         await game_actions.discard_card(game_details, card_id);
254         await game_actions.advance_turn(game_details);
255         stats_storage.set('skips', stats_storage.get('skips') + 1);
256         return {trigger: "skip", data: "true"};
257     } else if (card_details.action === "hotpotato") {
258         let hotpotato_stat = await card_actions.hot_potato(game_details, player_id);
259         if (hotpotato_stat.trigger === "success") {
260             await game_actions.discard_card(game_details, card_id);
261             stats_storage.set('hot_potatoes', stats_storage.get('hot_potatoes') + 1);
262             await game_actions.explode_tick(game_details.slug, 15, hotpotato_stat.data.next_player_id, hotpotato_stat.data.chicken_id, "public/cards/yolking_around/hotpotato-1.png", socket_id, fastify, config_storage, stats_storage, bot);
263             return {trigger: "hotpotato", data: {}};
264         } else {
265             return hotpotato_stat;
266         }
267     } else if (card_details.action === "favorgator") {
268         let v_favor = await card_actions.verify_favor(game_details, player_id, target);
269         if (v_favor === true) {
270             let favor_data = await card_actions.ask_favor(game_details, player_id, target, false, stats_storage);
271             await game_actions.discard_card(game_details, card_id);
272             stats_storage.set('favors', stats_storage.get('favors') + 1);
273             return {trigger: "favor_taken", data: {
274                     target_player_id: favor_data.used_gator ? player_id : target, favor_player_name: favor_data.used_gator ? (await player_actions.get_player(game_details, target)).nickname : (await player_actions.get_player(game_details, player_id)).nickname, card_image_loc: favor_data.card.image_loc, used_gator: favor_data.used_gator
275                 }};
276         } else {
277             return v_favor;
278         }
279     } else if (card_details.action === "scrambledeggs") {
280         await card_actions.scrambled_eggs(game_details);
281         await game_actions.discard_card(game_details, card_id);
282         stats_storage.set('scrambled_eggs', stats_storage.get('scrambled_eggs') + 1);
283         return {trigger: "scrambledeggs", data: "true"};
284     } else if (card_details.action === "superskip") {
285         let temp_remain = game_details.turns_remaining;
286         game_details.turns_remaining = 1;
287         await game_actions.advance_turn(game_details);
288         game_details.turns_remaining = temp_remain;
289         await game_actions.discard_card(game_details, card_id);
290         stats_storage.set('super_skips', stats_storage.get('super_skips') + 1);
291         return {trigger: "superskip", data: "true"};
292     } else if (card_details.action === "safetydraw") {
293         await card_actions.safety_draw(game_details, player_id);
294         await game_actions.discard_card(game_details, card_id);
295         await game_actions.advance_turn(game_details);
296         stats_storage.set('safety_draws', stats_storage.get('safety_draws') + 1);
297         return {trigger: "superskip", data: "true"};
298     } else if (card_details.action === "drawbottom") {
299         // Discard and draw card from draw deck and place in hand
300         await game_actions.discard_card(game_details, card_id);
301         let card_drawn = await game_actions.draw_card(game_details, player_id, "bottom");
302         // Check if card drawn in an ec
303         if (card_drawn.action !== "chicken") await game_actions.advance_turn(game_details);
304         if (card_drawn.action === "chicken") await game_actions.explode_tick(game_details.slug, 15, player_id, card_drawn._id, "public/cards/base/chicken.png", socket_id, fastify, config_storage, stats_storage, bot);
305         stats_storage.set('draw_bottoms', stats_storage.get('draw_bottoms') + 1);
306         return {trigger: "drawbottom", data: card_drawn};
307     } else {
308         // Houston, we have a problem
309         return {trigger: "error", data: "Invalid card"};
310     }
311 }
312
313 // Name : game_actions.discard_card(game_details, card_id)
314 // Desc : put a card in discard deck
315 // Author(s) : RAk3rman
316 exports.discard_card = async function (game_details, card_id) {
317     // Find greatest position in discard deck
318     let discard_deck = await card_actions.filter_cards("discard_deck", game_details.cards);
319     // Update card details
320     let player_id;
321     for (let i = 0; i <= game_details.cards.length - 1; i++) {
322         if (game_details.cards[i]._id === card_id) {
323             player_id = game_details.cards[i].assignment;
324             game_details.cards[i].assignment = "discard_deck";
325             game_details.cards[i].position = discard_deck.length;
326             break;
327         }
328     }
329     await player_actions.sort_hand(game_details, player_id);
330     // Create new promise for game save
331     await new Promise((resolve, reject) => {
332         //Save updated game
333         game_details.save({}, function (err) {
334             if (err) {
335                 reject(err);
336             } else {
337                 resolve();
338             }
339         });
340     });
341 }
342
343 // Name : game_actions.advance_turn(game_details)
344 // Desc : advance to the next turn
345 // Author(s) : RAk3rman
346 exports.advance_turn = async function (game_details) {
347     // Check how many turns we have left
348     if (game_details.turns_remaining <= 1) { // Only one turn left, player seat advances
349         // Advance to the next seat
350         game_details.seat_playing = await player_actions.next_seat(game_details);
351         // Make sure the number of turns remaining is not 0
352         game_details.turns_remaining = 1;
353     } else { // Multiple turns left, player seat remains the same and turns_remaining decreases by one
354         game_details.turns_remaining--;
355     }
356     // Create new promise to save game
357     return await new Promise((resolve, reject) => {
358         // Save updated game
359         game_details.save({}, function (err) {
360             if (err) {
361                 reject(err);
362             } else {
363                 resolve();
364             }
365         });
366     });
367 }
368
369 // Name : game_actions.explode_tick(slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot)
370 // Desc : recursively count down when a player has an EC in their hand
371 // Author(s) : RAk3rman
372 exports.explode_tick = async function (slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot) {
373     // Get game details
374     let game_details = await game_actions.game_details_slug(slug);
375     // Check if placed_by is active
376     let placed_by_name = "";
377     for (let i = 0; i < game_details.cards.length; i++) {
378         if (game_details.cards[i].placed_by_id !== "" && game_details.cards[i].assignment !== "out_of_play") {
379             // Go through players and find nickname
380             for (let j = 0; j < game_details.players.length; j++) {
381                 if (game_details.cards[i].placed_by_id === game_details.players[j]._id) {
382                     placed_by_name = game_details.players[j].nickname;
383                     break;
384                 }
385             }
386             break;
387         }
388     }
389     // Make sure at least one player is exploding
390     for (let i = 0; i < game_details.players.length; i++) {
391         if (game_details.players[i]._id === player_id && game_details.players[i].status === "exploding") {
392             // Found player and is still exploding
393             fastify.io.emit(slug + "-explode-tick", {
394                 count: count,
395                 placed_by_name: placed_by_name,
396                 card_url: card_url
397             });
398             // Decrement count or force chicken to play
399             if (count > -1) {
400                 count--;
401             } else {
402                 await card_actions.kill_player(game_details, player_id);
403                 await game_actions.discard_card(game_details, card_id);
404                 game_details.turns_remaining = 0;
405                 stats_storage.set('explosions', stats_storage.get('explosions') + 1);
406                 if (await game_actions.is_winner(game_details, stats_storage, bot) === true) {
407                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk.dim.yellow(slug)} ${chalk.dim.blue(socket_id)} ${chalk.dim.magenta(player_id)} Game has ended, a player has won`));
408                     fastify.io.emit(slug + "-update", await game_actions.get_game_export(slug, "reset-game", "winner_callback"));
409                 } else {
410                     console.log(wipe(`${chalk.bold.blue('Socket')}:  [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.cyan('play-card       ')} ${chalk.dim.yellow(slug)} ${chalk.dim.blue(socket_id)} ${chalk.dim.magenta(player_id)} ${chalk.dim.greenBright(card_id)} Hasta la vista baby, a player has exploded`));
411                     await game_actions.advance_turn(game_details);
412                     await game_actions.log_event(game_details, "play-card", "chicken", card_id, (await player_actions.get_player(game_details, player_id)).nickname, "");
413                     fastify.io.emit(slug + "-update", await game_actions.get_game_export(slug, "play-card", "explosion-callback"));
414                 }
415                 return;
416             }
417             // Call function again
418             setTimeout(function(){ game_actions.explode_tick(slug, count, player_id, card_id, card_url, socket_id, fastify, config_storage, stats_storage, bot) }, 1000);
419             return;
420         }
421     }
422 }
423
424 // Name : game_actions.is_winner(game_details, stats_storage, bot)
425 // Desc : check to see if there is a winner
426 // Author(s) : RAk3rman
427 exports.is_winner = async function (game_details, stats_storage, bot) {
428     // Count the number of active players
429     let ctn = 0;
430     let player_id = undefined;
431     for (let i = 0; i <= game_details.players.length - 1; i++) {
432         if (game_details.players[i].status === "playing") {
433             ctn++;
434             player_id = game_details.players[i]._id;
435         }
436     }
437     // Determine if there is a winner, end game if so
438     if (ctn === 1) {
439         // Update stats
440         stats_storage.set('games_played', stats_storage.get('games_played') + 1);
441         stats_storage.set('mins_played', stats_storage.get('mins_played') + moment().diff(moment(game_details.start_time), 'minutes'));
442         // Send message if bot is configured
443         if (config_storage.has('discord_bot_token') && config_storage.get('discord_bot_token') !== '' &&
444             config_storage.has('discord_bot_channel') && config_storage.get('discord_bot_channel') !== '') {
445             // Game completed, update game stats
446             let print_players = "";
447             let print_packs = "";
448             let win_count = 0;
449             game_details.players.forEach(ele => {
450                 print_players += "'" + ele.nickname + "' ";
451                 win_count += ele.wins;
452             });
453             game_details.imported_packs.forEach(ele => {
454                 print_packs += "'" + ele + "' ";
455             })
456             // Get draw deck length
457             let draw_deck = await card_actions.filter_cards("draw_deck", game_details.cards);
458             let embed = bot.createEmbed(config_storage.get('discord_bot_channel'));
459             embed.title("**:chicken: Exploding Chickens: Game Completed**");
460             embed.url("https://chickens.rakerman.com/game/" + game_details.slug);
461             embed.color("3447003");
462             embed.field("Slug :bug:", game_details.slug + "", true);
463             embed.field("Duration :timer:", moment().diff(moment(game_details.start_time), 'minutes') + " minutes", true);
464             embed.field("EC chance :fire:", "1 EC / " + draw_deck.length + " cards -> " + Math.floor((1 / (draw_deck.length === 0 ? 1 : draw_deck.length))*100) + "%", true);
465             embed.field("Lobby games :receipt:", (win_count + 1) + " played", true);
466             embed.field("Connections :link:", stats_storage.get("sockets_active") + " sockets active", true);
467             embed.field("Packs :card_box:", print_packs, true);
468             embed.field("Players :busts_in_silhouette:", print_players, false);
469             embed.footer("Release v" + pkg.version);
470             let event = new Date();
471             embed.timestamp(event.toISOString());
472             embed.send();
473             console.log(wipe(`${chalk.bold.blueBright('Discord')}: [` + moment().format('MM/DD/YY-HH:mm:ss') + `] ${chalk.dim.greenBright('game-won        ')} Sent game summary message`));
474         }
475         // Log event
476         await game_actions.log_event(game_details, "game-won", "", "", (await player_actions.get_player(game_details, player_id)).nickname, "");
477         // Reset game
478         await game_actions.reset_game(game_details, "idle", "in_lobby");
479         // Create new promise to save game
480         await new Promise((resolve, reject) => {
481             game.findOneAndUpdate(
482                 { slug: game_details.slug, "players._id": player_id },
483                 {"$set": { "players.$.status": "winner" }, "$inc": { "players.$.wins": 1 }},
484                 function (err) {
485                     if (err) {
486                         reject(err);
487                     } else {
488                         resolve();
489                     }
490                 });
491         })
492         return true;
493     } else {
494         return false;
495     }
496 }
497
498 // Name : game_actions.get_game_export(slug, source, player_id)
499 // Desc : prepares game data for export to client
500 // Author(s) : RAk3rman
501 exports.get_game_export = async function (slug, source, player_id) {
502     // Get raw game details from mongodb
503     let raw_game_details = await game_actions.game_details_slug(slug);
504     if (raw_game_details !== null) {
505         // Determine number of exploding chickens
506         let ec_count = 0;
507         for (let i = 0; i < raw_game_details["cards"].length; i++) {
508             // If the card is assigned to deck, add to count
509             if (raw_game_details["cards"][i].action === "chicken" && raw_game_details["cards"][i].assignment === "draw_deck") {
510                 ec_count += 1;
511             }
512         }
513         // Prepare draw deck
514         let draw_deck = await card_actions.filter_cards("draw_deck", raw_game_details["cards"]);
515         // Prepare events payload
516         let parsed_events = [];
517         for (let i = raw_game_details["events"].length - 1; i >= 0 && i >= (raw_game_details["events"].length - 20); i--) {
518             parsed_events.push(await game_actions.parse_event(raw_game_details, raw_game_details["events"][i]));
519         }
520         // Prepare pretty game details
521         let pretty_game_details = {
522             players: [],
523             discard_deck: [],
524             slug: raw_game_details["slug"],
525             created: moment(raw_game_details["created"]),
526             status: raw_game_details["status"],
527             seat_playing: raw_game_details["seat_playing"],
528             turn_direction: raw_game_details["turn_direction"],
529             turns_remaining: raw_game_details["turns_remaining"],
530             cards_remaining: draw_deck.length,
531             ec_remaining: ec_count,
532             req_player_id: player_id,
533             trigger: source.trim(),
534             imported_packs: raw_game_details["imported_packs"],
535             player_cap: raw_game_details["player_cap"],
536             events: parsed_events,
537             events_length: raw_game_details["events"].length
538         }
539         // Sort and add players to json array
540         raw_game_details["players"].sort(function(a, b) {
541             return a.seat - b.seat;
542         });
543         // Loop through each player
544         for (let i = 0; i < raw_game_details["players"].length; i++) {
545             let card_array = await card_actions.filter_cards(raw_game_details["players"][i]._id, raw_game_details["cards"]);
546             // Sort card hand in reverse order
547             card_array.sort(function(a, b) {
548                 return b.position - a.position;
549             });
550             // Found current player, return extended details
551             pretty_game_details.players.push({
552                 _id: raw_game_details["players"][i]._id,
553                 cards: card_array,
554                 card_num: card_array.length,
555                 avatar: raw_game_details["players"][i].avatar,
556                 type: raw_game_details["players"][i].type,
557                 status: raw_game_details["players"][i].status,
558                 connection: raw_game_details["players"][i].connection,
559                 nickname: raw_game_details["players"][i].nickname,
560                 seat: raw_game_details["players"][i].seat,
561                 wins: raw_game_details["players"][i].wins
562             });
563         }
564         // Get discard deck
565         pretty_game_details.discard_deck = await card_actions.filter_cards("discard_deck", raw_game_details["cards"]);
566         // Send game data
567         return pretty_game_details;
568     } else {
569         return {};
570     }
571 }
572
573 // Name : game_actions.parse_event(game_details, event_obj)
574 // Desc : parses an event into readable html
575 // Author(s) : RAk3rman
576 exports.parse_event = async function (game_details, event_obj) {
577     if (event_obj.event_name === "create-player") {
578         return {
579             icon_path: "<path d=\"M8 9a3 3 0 100-6 3 3 0 000 6zM8 11a6 6 0 016 6H2a6 6 0 016-6zM16 7a1 1 0 10-2 0v1h-1a1 1 0 100 2h1v1a1 1 0 102 0v-1h1a1 1 0 100-2h-1V7z\"/>",
580             icon_color: "text-purple-500",
581             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> joined the lobby",
582             created: moment(event_obj.created).format()
583         };
584     } else if (event_obj.event_name === "start-game") {
585         return {
586             icon_path: "<path fill-rule=\"evenodd\" d=\"M3 6a3 3 0 013-3h10a1 1 0 01.8 1.6L14.25 8l2.55 3.4A1 1 0 0116 13H6a1 1 0 00-1 1v3a1 1 0 11-2 0V6z\" clip-rule=\"evenodd\"/>",
587             icon_color: "text-green-500",
588             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> started the game",
589             created: moment(event_obj.created).format()
590         };
591     } else if (event_obj.event_name === "reset-game") {
592         return {
593             icon_path: "<path fill-rule=\"evenodd\" d=\"M4 2a1 1 0 011 1v2.101a7.002 7.002 0 0111.601 2.566 1 1 0 11-1.885.666A5.002 5.002 0 005.999 7H9a1 1 0 010 2H4a1 1 0 01-1-1V3a1 1 0 011-1zm.008 9.057a1 1 0 011.276.61A5.002 5.002 0 0014.001 13H11a1 1 0 110-2h5a1 1 0 011 1v5a1 1 0 11-2 0v-2.101a7.002 7.002 0 01-11.601-2.566 1 1 0 01.61-1.276z\" clip-rule=\"evenodd\"/>",
594             icon_color: "text-yellow-400",
595             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> reset the game",
596             created: moment(event_obj.created).format()
597         };
598     } else if (event_obj.event_name === "play-card") {
599         let desc = "";
600         // Determine which card was played
601         if (event_obj.card_action === "attack") {
602             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played an attack card";
603         } else if (event_obj.card_action === "chicken") {
604             return {
605                 icon_path: "<path fill-rule=\"evenodd\" d=\"M12.395 2.553a1 1 0 00-1.45-.385c-.345.23-.614.558-.822.88-.214.33-.403.713-.57 1.116-.334.804-.614 1.768-.84 2.734a31.365 31.365 0 00-.613 3.58 2.64 2.64 0 01-.945-1.067c-.328-.68-.398-1.534-.398-2.654A1 1 0 005.05 6.05 6.981 6.981 0 003 11a7 7 0 1011.95-4.95c-.592-.591-.98-.985-1.348-1.467-.363-.476-.724-1.063-1.207-2.03zM12.12 15.12A3 3 0 017 13s.879.5 2.5.5c0-1 .5-4 1.25-4.5.5 1 .786 1.293 1.371 1.879A2.99 2.99 0 0113 13a2.99 2.99 0 01-.879 2.121z\" clip-rule=\"evenodd\"/>",
606                 icon_color: "text-red-500",
607                 desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> exploded",
608                 created: moment(event_obj.created).format()
609             };
610         } else if (event_obj.card_action === "defuse") {
611             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a defuse card";
612         } else if (event_obj.card_action === "favor" || event_obj.card_action === "randchick-1" || event_obj.card_action === "randchick-2" ||
613             event_obj.card_action === "randchick-3" || event_obj.card_action === "randchick-4") {
614             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> asked for a favor from <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong>";
615         } else if (event_obj.card_action === "reverse") {
616             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a reverse card";
617         } else if (event_obj.card_action === "seethefuture") {
618             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> saw the future";
619         } else if (event_obj.card_action === "shuffle") {
620             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> shuffled the deck";
621         } else if (event_obj.card_action === "skip") {
622             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> skipped their turn";
623         } else if (event_obj.card_action === "hotpotato") {
624             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a hot potato";
625         } else if (event_obj.card_action === "scrambledeggs") {
626             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> scrambled all hands in play";
627         } else if (event_obj.card_action === "superskip") {
628             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a super skip";
629         } else if (event_obj.card_action === "safetydraw") {
630             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> played a safety draw card";
631         } else if (event_obj.card_action === "drawbottom") {
632             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> drew from the bottom";
633         } else if (event_obj.card_action === "favorgator") {
634             desc = "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> used a favor gator on <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong>";
635         }
636         return {
637             icon_path: "<path fill-rule=\"evenodd\" d=\"M15.707 15.707a1 1 0 01-1.414 0l-5-5a1 1 0 010-1.414l5-5a1 1 0 111.414 1.414L11.414 10l4.293 4.293a1 1 0 010 1.414zm-6 0a1 1 0 01-1.414 0l-5-5a1 1 0 010-1.414l5-5a1 1 0 011.414 1.414L5.414 10l4.293 4.293a1 1 0 010 1.414z\" clip-rule=\"evenodd\"/>",
638             icon_color: "text-blue-500",
639             desc: desc,
640             created: moment(event_obj.created).format()
641         };
642     } else if (event_obj.event_name === "draw-card") {
643         return {
644             icon_path: "<path fill-rule=\"evenodd\" d=\"M10.293 15.707a1 1 0 010-1.414L14.586 10l-4.293-4.293a1 1 0 111.414-1.414l5 5a1 1 0 010 1.414l-5 5a1 1 0 01-1.414 0z\" clip-rule=\"evenodd\"/>\n" +
645                 "            <path fill-rule=\"evenodd\" d=\"M4.293 15.707a1 1 0 010-1.414L8.586 10 4.293 5.707a1 1 0 011.414-1.414l5 5a1 1 0 010 1.414l-5 5a1 1 0 01-1.414 0z\" clip-rule=\"evenodd\"/>",
646             icon_color: "text-green-500",
647             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> drew a new card",
648             created: moment(event_obj.created).format()
649         };
650     } else if (event_obj.event_name === "kick-player") {
651         return {
652             icon_path: "<path d=\"M11 6a3 3 0 11-6 0 3 3 0 016 0zM14 17a6 6 0 00-12 0h12zM13 8a1 1 0 100 2h4a1 1 0 100-2h-4z\"/>",
653             icon_color: "text-red-500",
654             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> kicked <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong> from the game",
655             created: moment(event_obj.created).format()
656         };
657     } else if (event_obj.event_name === "make-host") {
658         return {
659             icon_path: "<path d=\"M13 6a3 3 0 11-6 0 3 3 0 016 0zM18 8a2 2 0 11-4 0 2 2 0 014 0zM14 15a4 4 0 00-8 0v3h8v-3zM6 8a2 2 0 11-4 0 2 2 0 014 0zM16 18v-3a5.972 5.972 0 00-.75-2.906A3.005 3.005 0 0119 15v3h-3zM4.75 12.094A5.973 5.973 0 004 15v3H1v-3a3 3 0 013.75-2.906z\"/>",
660             icon_color: "text-purple-500",
661             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> made <strong class=\"text-gray-700\">" + event_obj.target_player + "</strong> the host",
662             created: moment(event_obj.created).format()
663         };
664     } else if (event_obj.event_name === "import-pack") {
665         let pack = "";
666         if (event_obj.rel_id === "yolking_around") {
667             pack = "Yolking Around";
668         }
669         return {
670             icon_path: "<path fill-rule=\"evenodd\" d=\"M6 2a2 2 0 00-2 2v12a2 2 0 002 2h8a2 2 0 002-2V7.414A2 2 0 0015.414 6L12 2.586A2 2 0 0010.586 2H6zm5 6a1 1 0 10-2 0v2H7a1 1 0 100 2h2v2a1 1 0 102 0v-2h2a1 1 0 100-2h-2V8z\" clip-rule=\"evenodd\"/>",
671             icon_color: "text-green-500",
672             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> added the <strong class=\"text-gray-700\">" + pack + "</strong> card pack",
673             created: moment(event_obj.created).format()
674         };
675     } else if (event_obj.event_name === "export-pack") {
676         let pack = "";
677         if (event_obj.rel_id === "yolking_around") {
678             pack = "Yolking Around";
679         }
680         return {
681             icon_path: "<path fill-rule=\"evenodd\" d=\"M6 2a2 2 0 00-2 2v12a2 2 0 002 2h8a2 2 0 002-2V7.414A2 2 0 0015.414 6L12 2.586A2 2 0 0010.586 2H6zm1 8a1 1 0 100 2h6a1 1 0 100-2H7z\" clip-rule=\"evenodd\"/>",
682             icon_color: "text-red-500",
683             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> removed the <strong class=\"text-gray-700\">" + pack + "</strong> card pack",
684             created: moment(event_obj.created).format()
685         };
686     } else if (event_obj.event_name === "game-won") {
687         return {
688             icon_path: "<path d=\"M9.049 2.927c.3-.921 1.603-.921 1.902 0l1.07 3.292a1 1 0 00.95.69h3.462c.969 0 1.371 1.24.588 1.81l-2.8 2.034a1 1 0 00-.364 1.118l1.07 3.292c.3.921-.755 1.688-1.54 1.118l-2.8-2.034a1 1 0 00-1.175 0l-2.8 2.034c-.784.57-1.838-.197-1.539-1.118l1.07-3.292a1 1 0 00-.364-1.118L2.98 8.72c-.783-.57-.38-1.81.588-1.81h3.461a1 1 0 00.951-.69l1.07-3.292z\"/>",
689             icon_color: "text-yellow-400",
690             desc: "<strong class=\"text-gray-700\">" + event_obj.req_player + "</strong> won the game",
691             created: moment(event_obj.created).format()
692         };
693     } else {
694         return {
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• Same web stack (Node.js, MongoDB, Handlebars, 
Socket.io) + Vue.js + Auth0 

• Mocha + Istanbul — Backend tests, code coverage 

• Shared repository model 

• Issues and features request tracking in Github 

• New Lobby abstraction

v2.0.0
A segmented second attempt (that makes sense)



rakermanfoundation / exploding-chickens Private

Code Issues 8 Pull requests Discussions Actions Projects 1 Security 1 Insights Settings

 Clear current search query, filters, and sorts

 8 Open  29 Closed  

Previous  1  2  Next

 ProTip! Adding no:label will show everything without a label.

Pull requests Issues ExploreSearch or jump to… Marketplace   

 Sponsor  Unwatch 1  Fork 0  Starred 3

Filters is:issue is:closed  Labels 13  Milestones 1 New issue

Author Label Projects Milestones Assignee Sort 

Game redirects unclear backend  enhancement

#56 by rak3rman was closed 5 days ago 1 task done  v2.0.0

 1

Kicked player marked as winning game backend  bug

#54 by rak3rman was closed 6 days ago

Rebuild frontend using Nuxt.js backend  enhancement  frontend

#51 by rak3rman was closed 6 days ago 4 tasks

 1

 v2.0.0

Remember user nickname on player join enhancement  frontend

#47 by rak3rman was closed on Mar 14

 1

 v2.0.0

Allow players to leave (kick themselves) from lobby backend  enhancement  frontend

#43 by rak3rman was closed 6 days ago  v2.0.0

Create redundancies to prevent client lockup backend  bug  enhancement

#41 by rak3rman was closed on Mar 7

 1

 v2.0.0

Rework favor framework backend  bug  enhancement  frontend  high priority

#39 by rak3rman was closed 19 hours ago  v2.0.0

Implement lobbies backend  enhancement  frontend  high priority

#38 by rak3rman was closed on Mar 7  v2.0.0

Isolate socket connections by group enhancement

#37 by rak3rman was closed on Nov 15, 2021  v2.0.0

Test cases are not exhaustive backend  enhancement

#35 by rak3rman was closed on Mar 4

 4

 v2.0.0

 1

Dark mode for game/lobby UI enhancement  frontend

#33 by rak3rman was closed on Mar 7

 1

 v2.0.0

Password protect game lobbies enhancement

#32 by rak3rman was closed on Nov 15, 2021  v2.0.0

7 players halts game start bug

#26 by rak3rman was closed on Aug 3, 2021

Draw from the Bottom does not update UI bug

#25 by rak3rman was closed on Aug 3, 2021

Unable to draw when kicking player while they are exploding bug

#15 by rak3rman was closed on May 13, 2021

Animations for drawing and discarding cards enhancement

#14 by rak3rman was closed on Apr 11, 2021

Turn can be advanced when ec is drawn via double click bug

#13 by rak3rman was closed on Apr 4, 2021

Allow players to select where an ec is placed after defusing it enhancement

#12 by rak3rman was closed on Apr 9, 2021

Notify player when their card has been taken while using favor cards enhancement

#11 by rak3rman was closed on Apr 7, 2021

Show percent chance on main game ui enhancement

#10 by rak3rman was closed on Apr 5, 2021

Provide a stronger indicator of player turn and exploded player enhancement

#9 by rak3rman was closed on Apr 5, 2021

Sidebar stats are incorrect when a player explodes bug

#8 by rak3rman was closed on Apr 4, 2021

 1

After a player explodes, the incorrect player is not allowed to play bug

#7 by rak3rman was closed on Mar 29, 2021

Check if a favor can be played before target selection bug

#6 by rak3rman was closed on Mar 29, 2021

Increase card font size and lower resolution enhancement

#5 by rak3rman was closed on Apr 6, 2021

© 2022 GitHub, Inc. Terms Privacy Security Status Docs Contact GitHub Pricing API Training Blog About
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Lobby

Games
•_id 
•game_assign 
•nickname 
•avatar 
•seat_position 
•wins 
•sockets_open 
•is_host 
•is_dead

Players
•_id 
•tag 
•req_player 
•target_plyr 
•related_key 
•related_value

Events

Misc data…

Cards

Events





rakermanfoundation / exploding-chickens Private

Code Issues 8 Pull requests Discussions Actions Projects 1 Security 1 Insights Settings

exploding-chickens / services / game-actions.js /  Jump to 

rak3rman Issue #39 patched, fell back to random choice Latest commit a8afe45 19 hours ago  History

 4 contributors

Pull requests Issues ExploreSearch or jump to… Marketplace   

 Sponsor  Unwatch 1  Fork 0  Starred 3

We found potential security vulnerabilities in your dependencies.

You can see this message because you have been granted access to Dependabot alerts for this repository.
See Dependabot alerts

 main Go to file

410 lines (391 sloc)  19.1 KB    Raw Blame

1 /*\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\

2 Filename : exploding-chickens/services/game-actions.js

3 Desc     : all actions and helper functions

4            related to game play

5 Author(s): RAk3rman

6 \/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\/\*/

7

8 // Packages

9 const moment = require('moment');

10 const { uniqueNamesGenerator, adjectives, animals } = require('unique-names-generator');

11

12 // Services

13 let lobby_actions = require('./lobby-actions.js');

14 let game_actions = require('./game-actions.js');

15 let player_actions = require('./player-actions.js');

16 let card_actions = require('./card-actions.js');

17 let event_actions = require('./event-actions.js');

18

19 // Name : game_actions.create_game(lobby_details)

20 // Desc : creates a new game

21 // Author(s) : RAk3rman

22 exports.create_game = async function (lobby_details) {

23     // Push new game into existing lobby

24     lobby_details.games.push({

25         slug: uniqueNamesGenerator({dictionaries: [adjectives, animals], separator: '-', length: 2})

26     });

27     return lobby_details.games.length - 1;

28 }

29

30 // Name : game_actions.get_game_details(lobby_details, game_id)

31 // Desc : return the details for a target game

32 // Author(s) : RAk3rman

33 exports.get_game_details = function (lobby_details, game_id) {

34     // Find game and return details

35     for (let i = 0; i < lobby_details.games.length; i++) {

36         if (lobby_details.games[i]._id.equals(game_id)) {

37             return lobby_details.games[i];

38         }

39     }

40     return null;

41 }

42

43 // Name : game_actions.get_game_pos(lobby_details, game_id)

44 // Desc : return the game position in lobby_details for a target game

45 // Author(s) : RAk3rman

46 exports.get_game_pos = function (lobby_details, game_id) {

47     // Find game and return details

48     for (let i = 0; i < lobby_details.games.length; i++) {

49         if (lobby_details.games[i]._id.equals(game_id)) {

50             return i;

51         }

52     }

53     return null;

54 }

55

56 // Name : game_actions.import_cards(lobby_details, game_pos, pack_name)

57 // Desc : bulk import cards via json file

58 // Author(s) : RAk3rman

59 exports.import_cards = function (lobby_details, game_pos, pack_name) {

60     // Get json array of cards

61     let pack_array = require('../packs/' + pack_name + '.json');

62     let card_length = lobby_details.games[game_pos].cards.length;

63     // Loop through each json value and add card

64     for (let i = 1; i <= pack_array.length - 1; i++) {

65         lobby_details.games[game_pos].cards.push({

66             _id: pack_array[i]._id,

67             action: pack_array[i].action,

68             pos: i + card_length,

69             pack: pack_array[0].pack_name

70         });

71     }

72     // Add pack to array of packs

73     if (lobby_details.packs.indexOf(pack_array[0].pack_name) === -1) {

74         lobby_details.packs.push(pack_array[0].pack_name);

75     }

76 }

77

78 // Name : game_actions.export_cards(lobby_details, game_pos, pack_name)

79 // Desc : bulk export cards

80 // Author(s) : RAk3rman

81 exports.export_cards = function (lobby_details, game_pos, pack_name) {

82     // Loop through all cards and remove if a part of pack

83     for (let i = 0; i < lobby_details.games[game_pos].cards.length; i++) {

84         if (lobby_details.games[game_pos].cards[i].pack === pack_name) {

85             // Remove card

86             lobby_details.games[game_pos].cards.splice(i, 1);

87             i--;

88         }

89     }

90     // Remove pack from array of packs

91     let index = lobby_details.packs.indexOf(pack_name);

92     if (index > -1) {

93         lobby_details.packs.splice(index, 1);

94     }

95 }

96

97 // Name : game_actions.generate_cb(err, card, data, target, incomplete)

98 // Desc : generates a callback data struct that is sent to the client

99 // Author(s) : RAk3rman

100 exports.generate_cb = function (err, card, data, target, incomplete) {

101     // Callback payload data structure

102     return {

103         err:         err,        // If an error is thrown, a string containing the error msg will be contained in this value

104         card:        card,       // Card details being referenced

105         data:        data,       // Optional data sent after a card action is complete (see the future cards, defuse positions, etc...)

106         target:      target,     // Array that describes the possible targets of this card = { plyr_id, card_id, deck_pos }

107         incomplete:  incomplete  // Boolean if we received an incomplete request (still need favor target, waiting for defuse position, etc...)

108     };

109 }

110

111 // Name : game_actions.draw_card(lobby_details, game_pos, plyr_id)

112 // Desc : draws a card from the draw deck and places it at the end of a players hand

113 // Author(s) : Vincent Do, RAk3rman

114 exports.draw_card = function (lobby_details, game_pos, plyr_id) {

115     // Filter draw deck

116     let draw_deck = card_actions.filter_cards("draw_deck", lobby_details.games[game_pos].cards);

117     // Sort deck by position

118     draw_deck.sort(function(a, b) {

119         return a.pos - b.pos;

120     });

121     // If there are no cards in draw deck, return undefined

122     if (draw_deck.length < 1) return undefined;

123     // Filter player hand

124     let player_hand = card_actions.filter_cards(plyr_id, lobby_details.games[game_pos].cards);

125     // Determine position of drawn card

126     let pos = 0;

127     // Update card

128     for (let i = 0; i < lobby_details.games[game_pos].cards.length; i++) {

129         if (lobby_details.games[game_pos].cards[i]._id === draw_deck[pos]._id) {

130             lobby_details.games[game_pos].cards[i].assign = plyr_id;

131             lobby_details.games[game_pos].cards[i].pos = player_hand.length;

132             break;

133         }

134     }

135     // Resort draw_deck

136     card_actions.sort_card_assign(lobby_details, game_pos, "draw_deck");

137     // Advance turn if card drawn is not a chicken, then return card_details

138     let halt_cards = ["chicken"];

139     if (!halt_cards.includes(draw_deck[pos].action)) {

140         game_actions.advance_turn(lobby_details, game_pos);

141     }

142     // Update event log and return card details

143     event_actions.log_event(lobby_details.games[game_pos], "draw-card", plyr_id, undefined, draw_deck[pos], undefined);

144     return draw_deck[pos];

145 }

146

147 // Name : game_actions.play_card(lobby_details, game_pos, card_id, req_plyr_id, target)

148 // Desc : calls the appropriate card function based on card action, returns structured callback to be sent to client

149 // Target data structure : { plyr_id, card_id, deck_pos }

150 // Author(s) : RAk3rman

151 exports.play_card = function (lobby_details, game_pos, card_id, req_plyr_id, target, stats_store) {

152     // Find card details based on card_id

153     let card_details = card_actions.find_card(card_id, lobby_details.games[game_pos].cards);

154     // Generate callback from data struct

155     let callback = game_actions.generate_cb(undefined, card_details, undefined, target, false);

156     if (card_details === undefined) { callback.err = "Invalid card action"; return callback; }

157     // Ensure that the card is allowed to be played now

158     let exp_only = ['defuse', 'hotpotato', 'chicken'];

159     if (player_actions.is_exploding(card_actions.filter_cards(req_plyr_id, lobby_details.games[game_pos].cards)) && !exp_only.includes(callback.card.action)) {

160         callback.err = "Cannot be used while exploding"; return callback; // Player is exploding and player attempted to use a card that cannot stop a chicken

161     } else if (!player_actions.is_exploding(card_actions.filter_cards(req_plyr_id, lobby_details.games[game_pos].cards)) && exp_only.includes(callback.card.action)) {

162         callback.err = "Can only be used when exploding"; return callback; // Player is not exploding but player tried to use a card that can stop a chicken

163     }

164     // BASE DECK

165     // istanbul ignore else (else condition covered above when callback is generated)

166     if (card_details.action === "attack")               { card_actions.attack(lobby_details, game_pos, card_id, callback); }

167     else if (card_details.action === "defuse")          { card_actions.defuse(lobby_details, game_pos, card_id, req_plyr_id, target, callback); }

168     else if (card_details.action === "chicken")         { card_actions.chicken(lobby_details, game_pos, req_plyr_id, callback); }

169     else if (card_details.action === "favor")           { card_actions.favor_random(lobby_details, game_pos, card_id, req_plyr_id, target, callback) }

170     else if (card_details.action.includes("randchick")) { card_actions.favor_random(lobby_details, game_pos, card_id, req_plyr_id, target, callback); }

171     else if (card_details.action === "reverse")         { card_actions.reverse(lobby_details, game_pos, card_id, callback); }

172     else if (card_details.action === "seethefuture")    { card_actions.seethefuture(lobby_details, game_pos, card_id, callback); }

173     else if (card_details.action === "shuffle")         { card_actions.shuffle(lobby_details, game_pos, card_id, callback); }

174     else if (card_details.action === "skip")            { card_actions.skip(lobby_details, game_pos, card_id, callback); }

175     // YOLKING AROUND EXPANSION PACK

176     else if (card_details.action === "hotpotato")       { card_actions.hot_potato(lobby_details, game_pos, card_id, req_plyr_id, callback); }

177     else if (card_details.action === "favorgator")      { card_actions.favor_gator(lobby_details, game_pos, card_id, req_plyr_id, target, callback); }

178     else if (card_details.action === "scrambledeggs")   { card_actions.scrambled_eggs(lobby_details, game_pos, card_id, callback); }

179     else if (card_details.action === "superskip")       { card_actions.super_skip(lobby_details, game_pos, card_id, callback); }

180     else if (card_details.action === "safetydraw")      { card_actions.safety_draw(lobby_details, game_pos, card_id, req_plyr_id, callback) }

181     else if (card_details.action === "drawbottom")      { card_actions.draw_bottom(lobby_details, game_pos, card_id, req_plyr_id, callback) }

182     // Check if callback was successful (complete request and no errors)

183     if (!callback.incomplete && !callback.err) {

184         // Reached end of successful card execution, update events and statistics

185         event_actions.log_event(lobby_details.games[game_pos], "play-card", req_plyr_id, target.plyr_id, callback.card._id, undefined);

186         let stats_desc = card_details.action.includes("randchick") ? "randchick" : card_details.action;

187         stats_store.set(stats_desc, stats_store.get(stats_desc) + 1);

188     }

189     return callback;

190 }

191

192 // Name : game_actions.discard_card(lobby_details, game_pos, card_id)

193 // Desc : assign card to discard deck, resort player hand

194 // Author(s) : RAk3rman

195 exports.discard_card = function (lobby_details, game_pos, card_id) {

196     // Find the greatest position in discard deck

197     let discard_deck = card_actions.filter_cards("discard_deck", lobby_details.games[game_pos].cards);

198     // Update card details

199     let plyr_id;

200     for (let i = 0; i < lobby_details.games[game_pos].cards.length; i++) {

201         if (lobby_details.games[game_pos].cards[i]._id === card_id) {

202             plyr_id = lobby_details.games[game_pos].cards[i].assign;

203             lobby_details.games[game_pos].cards[i].assign = "discard_deck";

204             lobby_details.games[game_pos].cards[i].pos = discard_deck.length;

205             break;

206         }

207     }

208     // Resort player hand

209     card_actions.sort_card_assign(lobby_details, game_pos, plyr_id);

210 }

211

212 // Name : game_actions.advance_turn(lobby_details, game_pos)

213 // Desc : advance the turn order by one move

214 // Author(s) : RAk3rman

215 exports.advance_turn = function (lobby_details, game_pos) {

216     // Check how many turns we have left

217     if (lobby_details.games[game_pos].turns_remain <= 1) { // Only one turn left, player seat advances

218         // Advance to the next seat

219         lobby_details.games[game_pos].turn_seat_pos = player_actions.next_seat(lobby_details, game_pos, "seat_pos");

220         // Make sure the number of turns remaining is not 0

221         lobby_details.games[game_pos].turns_remain = 1;

222     } else { // Multiple turns left, player seat remains the same and turns_remaining decreases by one

223         lobby_details.games[game_pos].turns_remain--;

224     }

225 }

226

227 // Name : game_actions.is_winner(lobby_details, game_pos)

228 // Desc : return if there is a winner in the defined game

229 // Author(s) : RAk3rman

230 exports.is_winner = function (lobby_details, game_pos) {

231     // Count the number of active players

232     let ctn = 0;

233     for (let i = 0; i < lobby_details.players.length; i++) {

234         if (lobby_details.games[game_pos]._id.equals(lobby_details.players[i].game_assign) && !lobby_details.players[i].is_dead) {

235             ctn++;

236         }

237     }

238     // Evaluate if we have a winner

239     return ctn < 2;

240 }

241

242 // Name : game_actions.complete_game(lobby_details, game_pos)

243 // Desc : assuming the game has completed, update player details and clean game data

244 // Author(s) : RAk3rman

245 exports.complete_game = async function (lobby_details, game_pos) {

246     // Dump cards

247     for (let i = 0; i < lobby_details.games[game_pos].cards.length; i++) {

248         lobby_details.games[game_pos].cards[i].assign = "out_of_play";

249         lobby_details.games[game_pos].cards[i].pos = i;

250         lobby_details.games[game_pos].cards[i].placed_by_plyr_id = "";

251     }

252     // Reset variables

253     lobby_details.games[game_pos].in_progress = true;

254     lobby_details.games[game_pos].is_completed = true;

255     lobby_details.games[game_pos].turn_seat_pos = 0;

256     lobby_details.games[game_pos].turn_dir = "forward";

257     lobby_details.games[game_pos].turn_remain = 1;

258     // Increment win count for winner

259     let winner_plyr_id;

260     let players = game_actions.get_players(lobby_details, game_pos);

261     for (let i = 0; i < players.length; i++) {

262         if (!players[i].is_dead && !players[i].is_disabled) {

263             players[i].wins++;

264             winner_plyr_id = players[i]._id;

265         }

266         players[i].is_dead = false;

267     }

268     // Check for lobby completion

269     await lobby_actions.check_completion(lobby_details);

270     console.log(winner_plyr_id);

271     return winner_plyr_id;

272 }

273

274 // Name : game_actions.start_game(lobby_details, game_pos)

275 // Desc : starts a game from defaults

276 // Author(s) : RAk3rman

277 exports.start_game = function (lobby_details, game_pos) {

278     // Reset game and update in_progress

279     game_actions.reset_game(lobby_details, game_pos);

280     lobby_details.games[game_pos].in_progress = true;

281     // Create hands and randomize seats

282     player_actions.create_hand(lobby_details, game_pos, 5);

283     player_actions.randomize_seats(lobby_details, game_pos);

284     // Add prelim events to game

285     let host_id = "";

286     for (let j = 0; j < lobby_details.players.length; j++) {

287         if (lobby_details.players[j].game_assign?.equals(lobby_details.games[game_pos]._id)) {

288             event_actions.log_event(lobby_details.games[game_pos], "include-player", lobby_details.players[j]._id, "", "", "");

289         }

290         if (lobby_details.players[j].is_host) host_id = lobby_details.players[j]._id;

291     }

292     event_actions.log_event(lobby_details.games[game_pos], "start-game", host_id, "", "", "");

293 }

294

295 // Name : game_actions.reset_game(lobby_details, game_pos)

296 // Desc : resets the game to default

297 // Author(s) : RAk3rman

298 exports.reset_game = function (lobby_details, game_pos) {

299     // Reset cards

300     for (let i = 0; i < lobby_details.games[game_pos].cards.length; i++) {

301         lobby_details.games[game_pos].cards[i].assign = "draw_deck";

302         lobby_details.games[game_pos].cards[i].pos = i;

303         lobby_details.games[game_pos].cards[i].placed_by_plyr_id = "";

304     }

305     // Reset players

306     let players = game_actions.get_players(lobby_details, game_pos);

307     for (let i = 0; i < players.length; i++) {

308         players[i].is_dead = false;

309     }

310     // Reset game variables

311     lobby_details.games[game_pos].in_progress = false;

312     lobby_details.games[game_pos].is_completed = false;

313     lobby_details.games[game_pos].turn_seat_pos = 0;

314     lobby_details.games[game_pos].turn_dir = "forward";

315     lobby_details.games[game_pos].turn_remain = 1;

316     lobby_details.games[game_pos].created = Date.now();

317     lobby_details.games[game_pos].events = [];

318 }

319

320 // Name : player_actions.get_players(lobby_details, game_pos)

321 // Desc : returns an array of players within the specified game

322 // Author(s) : RAk3rman

323 exports.get_players = function (lobby_details, game_pos) {

324     let players = [];

325     // Loop through each player and see if it matches game assignment

326     for (let i = 0; i < lobby_details.players.length; i++) {

327         if (lobby_details.games[game_pos]._id.equals(lobby_details.players[i].game_assign)) {

328             players.push(lobby_details.players[i]);

329         }

330     }

331     return players;

332 }

333

334 // Name : game_actions.game_export(lobby_details, game_pos, cb_data, source, req_plyr_id)

335 // Desc : prepares game data for export to client

336 // Author(s) : RAk3rman

337 exports.game_export = function (lobby_details, game_pos, cb_data, source, req_plyr_id) {

338     if (!lobby_details) return;

339     // Reference to game details

340     let game_details = lobby_details.games[game_pos];

341     // Prepare events payload

342     let events_payload = [];

343     for (let i = game_details.events.length - 1; i >= 0 && i >= (game_details.events.length - 20); i--) {

344         events_payload.push(event_actions.parse_event(lobby_details, game_details.events[i]));

345     }

346     // Prepare players payload

347     let players_payload = [];

348     for (let i = 0; i < lobby_details.players.length; i++) {

349         if (lobby_details.players[i].game_assign?.equals(game_details._id)) {

350             players_payload.push(player_actions.player_export(lobby_details, i));

351         }

352     }

353     // Sort players by seat

354     players_payload.sort(function(a, b) {

355         return a.seat_pos - b.seat_pos;

356     });

357     // Determine number of exploding chickens

358     let ec_remain = 0;

359     for (let i = 0; i < game_details.cards.length; i++) {

360         // If the card is assigned to deck, add to count

361         if (game_details.cards[i].action === "chicken" && game_details.cards[i].assign === "draw_deck") {

362             ec_remain += 1;

363         }

364     }

365     // Prepare draw deck

366     let draw_deck = card_actions.filter_cards("draw_deck", game_details.cards);

367     // Prepare discard deck

368     let discard_deck = card_actions.filter_cards("discard_deck", game_details.cards);

369     // Sort deck by position

370     discard_deck.sort(function(a, b) {

371         return a.pos - b.pos;

372     });

373     // Return pretty game details

374     return {

375         game_slug: game_details.slug,

376         lobby_slug: lobby_details.slug,

377         in_progress: game_details.in_progress,

378         is_completed: game_details.is_completed,

379         turn_seat_pos: game_details.turn_seat_pos,

380         turn_dir: game_details.turn_dir,

381         turns_remain: game_details.turns_remain,

382         cards_total: game_details.cards.length,

383         cards_remain: draw_deck.length,

384         ec_remain: ec_remain,

385         created: moment(game_details.created),

386         players: players_payload,

387         events: events_payload,

388         events_length: game_details.events.length,

389         discard_deck: discard_deck,

390         packs: lobby_details.packs,

391         play_timeout: lobby_details.play_timeout,

392         room_size: lobby_details.room_size,

393         callback: cb_data,

394         auth_token: req_plyr_id !== "spectator" ? lobby_details.auth_token : "undefined",

395         req_plyr_id: req_plyr_id,

396         trigger: source.trim()

397     }

398 }

399

400 // Name : game_actions.delete_game(game_id)

401 // Desc : deletes an existing game in mongodb, returns game_id

402 // Author(s) : RAk3rman

403 exports.delete_game = function (lobby_details, game_id) {

404     for (let i = 0; i < lobby_details.games.length; i++) {

405         if (lobby_details.games[i]._id.equals(game_id)) {

406             lobby_details.games.splice(i, 1);

407             return;

408         }

409     }

410 }
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• Do your research when picking a language 

• Build a solid data structure 

• Clearly define boundaries between parts of your project 

• Give yourself room to build something better 

• Visualize everything upfront

Key Takeaways
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