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Welcome to Read the Docs

This is an autogenerated index file.

Please create a /home/docs/checkouts/readthedocs.org/user_builds/noahgameframe/checkouts/stable/index.rst or /home/docs/checkouts/readthedocs.org/user_builds/noahgameframe/checkouts/stable/README.rst file with your own content.

If you want to use another markup, choose a different builder in your settings.
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  Please use “NFDataCfg/Tool/FileProcess.exe” to generate configuration files.




          

      

      

    


    
        © Copyright 2016.
      Created using Sphinx 1.3.5.
    

  

NFComm/NFNet/ReadMe.html


    
      Navigation


      
        		
          index


        		NoahGameFrame stable documentation »

 
      


    


    
      
          
            
  
NFNet


NFNet is a c++ network library based on libevent.


[image: Build Status] [https://travis-ci.org/ketoo/NoahGameFrame/tree/develop/NFComm/NFNet]
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NoahGameFrame NFDataCfg introduce:


Copyright © http://www.yowoyo.com


We put logic and data configuration in this directory, support to edit with excel(Foramt = XLS/XLSX) files for non-developers, then use Tool/FileProcess.exe to translate excel files to XML files.


###Directories and files introduction :



		Excel_Struct, excel logic configuration.


		Excel_Ini, excel data configuration.


		Ini, XML data configuration.


		Ini/NPC, generated XML file from every excel in directory Excel_Ini by tool.


		Struct, XML logic configuration.


		Struct/LogicClass.XML, the main logic configuration, every excel in directory Excel_struct can generates an element.


		Struct/Class, generated XML files from every excel in directory Excel_Struct by tool.


		mysql, MySQL storage file, generated by tool.


		proto, Google Protobuf file, contains all record column enumeration, generated by tool.





###How to use FileProcess.exe?
FileProcess.exe is writed by C#, contains two functions, create XML files & create MySQL files, just click the function button.


[image: NFrame tool] [https://raw.githubusercontent.com/ketoo/NoahGameFrame/develop/_Out/Server/NFDataCfg/Tool/Tool_snap.png]


#####More info will be added!
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  Please use “NFDataCfg/Tool/FileProcess.exe” to generate configuration files.
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  [image: pybind11 logo]



pybind11 — Seamless operability between C++11 and Python


[image: Documentation Status] [http://pybind11.readthedocs.org/en/latest/?badge=latest]
[image: Build Status] [https://travis-ci.org/wjakob/pybind11]
[image: Build status] [https://ci.appveyor.com/project/wjakob/pybind11]


pybind11 is a lightweight header-only library that exposes C++ types in Python
and vice versa, mainly to create Python bindings of existing C++ code. Its
goals and syntax are similar to the excellent
Boost.Python [http://www.boost.org/doc/libs/1_58_0/libs/python/doc/] library
by David Abrahams: to minimize boilerplate code in traditional extension
modules by inferring type information using compile-time introspection.


The main issue with Boost.Python—and the reason for creating such a similar
project—is Boost. Boost is an enormously large and complex suite of utility
libraries that works with almost every C++ compiler in existence. This
compatibility has its cost: arcane template tricks and workarounds are
necessary to support the oldest and buggiest of compiler specimens. Now that
C++11-compatible compilers are widely available, this heavy machinery has
become an excessively large and unnecessary dependency.


Think of this library as a tiny self-contained version of Boost.Python with
everything stripped away that isn’t relevant for binding generation. Without
comments, the core header files only require ~2.5K lines of code and depend on
Python (2.7 or 3.x) and the C++ standard library. This compact implementation
was possible thanks to some of the new C++11 language features (specifically:
tuples, lambda functions and variadic templates). Since its creation, this
library has grown beyond Boost.Python in many ways, leading to dramatically
simpler binding code in many common situations.


Tutorial and reference documentation is provided at
http://pybind11.readthedocs.org/en/latest.



Core features


pybind11 can map the following core C++ features to Python



		Functions accepting and returning custom data structures per value, reference, or pointer


		Instance methods and static methods


		Overloaded functions


		Instance attributes and static attributes


		Exceptions


		Enumerations


		Callbacks


		Custom operators


		STL data structures


		Smart pointers with reference counting like std::shared_ptr


		Internal references with correct reference counting


		C++ classes with virtual (and pure virtual) methods can be extended in Python








Goodies


In addition to the core functionality, pybind11 provides some extra goodies:



		pybind11 uses C++11 move constructors and move assignment operators whenever
possible to efficiently transfer custom data types.


		It is possible to bind C++11 lambda functions with captured variables. The
lambda capture data is stored inside the resulting Python function object.


		It’s easy to expose the internal storage of custom data types through
Pythons’ buffer protocols. This is handy e.g. for fast conversion between
C++ matrix classes like Eigen and NumPy without expensive copy operations.


		pybind11 can automatically vectorize functions so that they are transparently
applied to all entries of one or more NumPy array arguments.


		Python’s slice-based access and assignment operations can be supported with
just a few lines of code.


		Everything is contained in just a few header files; there is no need to link
against any additional libraries.


		Binaries are generally smaller by a factor of 2 or more compared to
equivalent bindings generated by Boost.Python.


		When supported by the compiler, two new C++14 features (relaxed constexpr and
return value deduction) are used to deduce function signatures at compile
time, leading to smaller binaries.






License


pybind11 is provided under a BSD-style license that can be found in the
LICENSE file. By using, distributing, or contributing to this project,
you agree to the terms and conditions of this license.
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A C++ client for Redis



		Depends on c++ boost library


		It uses anet from Redis itself


		It has been tested with g++ on Linux (and older versions also on Mac OS X 10.5)


		Sharding (consistent hashing with support for user-specified algorithm)






Notes on consistent hashing / sharding


The redis-cplusplus-client supports (or will soon support) nearly all commands in multi-server mode.
As the sharding is based on the key name by consistent hashing, multi key commands must call more then one server
and do some local aggregation. This means that you loose the atomicity which is normally guaranteed by redis.
When using read-only commands like MGET this might only be a small problem in your use-cases. But this can lead to hard to
trace race-conditions when using writing commands like MSETNX, where the command must be undone on the first servers when it
fails on a later server. Other commands like BLPOP will likely never work when the keys are not on the same server.


Please note, that in some use-cases you can get all the atomicity guaranteed by a single redis server, when you use key
prefixes and an own hashing algorithm, so that you can map all keys that might be used together in the same multi key command
to a single redis server. (If you have two types of lists, “X” and “Y”, it is unlikely, that you use this types mixed together
in a single BLPOP so you can put “X:” on redis server 1 and “Y:” on redis server 2)





Status


This client is based on the initial release of a redis c++ client from http://github.com/fictorial/redis-cplusplus-client.
It was changed to work with Redis 1.2 and 2.0.
Please note, that this software has an experimental state.


API:
It is not guaranteed that the api from the initial ‘fictorial’ release will be continued. Generally the current api is not
stable and not well documented. Please have a look at the provided test cases (test_client.cpp) to see what is currently possible.


Any kind of feedback, suggestions and bug reports is very welcome.





License


This client is licensed under the same license as redis.





Authors



		Brian Hammond    (intial ‘fictorial’ release)


		Ludger Sprenker  (‘mrpi’ release: extensions and changes for redis versions greater 1.1)
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Welcome to use NFrame agile server development framework


Please wait for translation.
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Dependencies:



		libevent 2.0.22


		easylogging++ 9.80


		mysql++ 3.2.2


		google protobuf 2.5.0


		pybind11 1.2


		redis-cpp-client


		Theron 6.00.01


		curl 7.37.1
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		find a useable concept for MULTI/EXEC transactions (and implement it)


		support SUBSCRIBE/PUBLISH commands


		provide template methods (iterator based) for all container based calls


		deliver the error messages from redis-server in thrown exceptions


		configureable behavour in sharded mode, if keys are not on the same server


		use slave servers





unit tests:



		sort with limit


		sort lexicographically


		sort with pattern and weights


		check test couverage with a tool like gcov





extras:



		streaming versions for multi-bulk commands (and maybe also for GET and SET for better support of very large values)


		more complete benchmarking


		switch networking code to boost::asio with non parallel access of different cluster nodes


		support non POSIX systems


		support compilers other than g++


		merge duplicate code





maybe/someday:



		make all string literals constants so they can be easily changed
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NoahGameFrame



Copyright © http://www.noahframe.com


[image: Join the chat at https://gitter.im/ketoo/NoahGameFrame] [https://gitter.im/ketoo/NoahGameFrame?utm_source=badge&utm_medium=badge&utm_campaign=pr-badge&utm_content=badge]


#####交流QQ群：341159815





What is it?


NF is a lightweight, fast, scalable, distributed plugin framework.Greatly inspired by OGRE and Bigworld.





Features



		it is easy to use interface oriented design minimise the effort


		extensible plugin framework makes getting your application running is quick and simple


		clean, uncluttered design, stable engine used in several commercial products


		using the actor model has very high performance(by theron);




		based on the event-driven and attribute-driver can make business more clearly and easy to maintenance


		based on the standard c + + development, cross-platform support


		with existing c++, c# game client for rapid development


		Cross-platform








Introduction


English PDF [https://github.com/ketoo/NoahGameFrame/blob/develop/Introduce/NFrame_Introduction_EN_US.pdf] / English PPT [https://github.com/ketoo/NoahGameFrame/blob/develop/Introduce/NFrame_Introduction_EN_US.ppt]


中文简体 PDF [https://github.com/ketoo/NoahGameFrame/blob/develop/Introduce/NFrame_Introduction_ZH_CN.pdf] / 中文简体 PPT [https://github.com/ketoo/NoahGameFrame/blob/develop/Introduce/NFrame_Introduction_ZH_CN.ppt]





Architecture



App Architecture:


[image: App Architecture]





Server Architecture


[image: Server Architecture]





Event Driver:


[image: Event Driver]







Get the Sources:


git clone https://github.com/ketoo/NoahGameFrame.git


or


svn checkout https://github.com/ketoo/NoahGameFrame





Dependencies



		libevent 2.0.22


		easylogging++ 9.80


		mysql++ 3.2.2


		google protobuf 2.5.0


		pybind11 1.2


		redis-cpp-client


		Theron 6.00.01


		curl 7.37.1








Supported Compilers



		GCC >= 4.8


		MSVC >= VS2013








Build and Install



Windows[MSVC >= 2013]



		git pull all source


		Run install.bat


		Open the solution: NoahFrame.sln


		Build the solution


		Run the binary file by **_Out/Server/Debug/Run.bat**








Linux[CodeBlocks >= 13.1]



		git pull all source


		Run install.sh


		Open the solution with CodeBlocks: NF.workspace


		Check C++11 optional in CodeBlocks compiler setting


		Build NF.workspace


		Run the binary file by **_Out/Server/Debug/rund.sh**








JAVA Project


WebSite:  https://github.com/NFGameTeam/NFrame-java





C# Project


WebSite:  https://github.com/ketoo/NFrame







Documents & Tutorial


English [https://github.com/ketoo/NoahGameFrame/blob/develop/doc_EN_US.md]


中文简体 [https://github.com/ketoo/NoahGameFrame/blob/develop/doc_ZH_CN.md]





License


The NFrame project is currently available under the Apache License [https://github.com/ketoo/NoahGameFrame/blob/develop/LICENSE].





Tutorial:



01-Hello world, add a module [https://github.com/ketoo/NoahGameFrame/tree/develop/Tutorial/Tutorial1]



// -------------------------------------------------------------------------
//    @FileName      :    HelloWorld1.h
//    @Author           :    ketoo
//    @Date             :    2014-05-01 08:51
//    @Module           :   HelloWorld1
//
// -------------------------------------------------------------------------

#ifndef _NFC_HELLO_WORLD1_H_
#define _NFC_HELLO_WORLD1_H_

#include "NFComm/NFPluginModule/NFIPluginManager.h"

class HelloWorld1
    : public NFILogicModule
{
public:
    HelloWorld1(NFIPluginManager* p)
    {
        pPluginManager = p;
    }

    virtual bool Init();
    virtual bool AfterInit();

    virtual bool Execute(const float fLasFrametime, const float fStartedTime);

    virtual bool BeforeShut();
    virtual bool Shut();

protected:

};

#endif


#include "HelloWorld1.h"

bool HelloWorld1::Init()
{
    // Use this for initialization
    
    std::cout << "Hello, world1, Init" << std::endl;

    return true;
}

bool HelloWorld1::AfterInit()
{
    // AfterInit is called after Init
    
    std::cout << "Hello, world1, AfterInit" << std::endl;

    return true;
}

bool HelloWorld1::Execute( const float fLasFrametime, const float fStartedTime )
{
    // Execute is called once per frame
    
    //std::cout << "Hello, world1, Execute" << std::endl;

    return true;
}

bool HelloWorld1::BeforeShut()
{
    //before final
    
    std::cout << "Hello, world1, BeforeShut" << std::endl;

    return true;
}

bool HelloWorld1::Shut()
{
    //final
    
    std::cout << "Hello, world1, Shut" << std::endl;

    return true;
}











02-Hello world, test data driver [https://github.com/ketoo/NoahGameFrame/tree/develop/Tutorial/Tutorial2]



		how to use the world’s most advanced data engine










03-Hello world, test heartbeat and event system [https://github.com/ketoo/NoahGameFrame/tree/develop/Tutorial/Tutorial3]



		how to use the synchronous events










04-Hello actor, test actor model(async event system) [https://github.com/ketoo/NoahGameFrame/tree/develop/Tutorial/Tutorial4ActorPlugin]



		how to use the asynchronous events


		use multiple cpus to get high performance
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欢迎使用NFrame敏捷服务器开发框架


关键字：文档，介绍，入门，教程


NFrame 是一个使用C++语言开发的、支持高并发、高性能的跨平台敏捷服务器开发解决方案。
旨在帮助中小企业降低开发门槛，快速完成项目功能。采用敏捷开发中的分层设计思路，将功能拆分为多个插件模块，让开发人员集中处理单一功能，提高团队效率。特点概述：



		通用的抽象对象系统


		数据驱动 (Property & record)


		事件驱动 (Event)


		可扩展的App、插件化、模块化 (Plugin & Module)


		面向接口编程 (IOD)


		高性能、高并发 (网络、Actor、逻辑)


		Component组件 (脚本系统)


		分布式服务器架构


		高稳定性、简易部署、支持扩展、跨平台


		可视化配置、配套工具


		配套客户端(Unity3D客户端(已完成)、Cocos2D客户端(暂未开始))


		企业定制化服务(存储方案、逻辑模块、新架构)






目录


简述
特性详细介绍
    通用的抽象对象系统(LogicClass)
    数据驱动
    事件驱动
    面向接口编程(IOD)
    高性能高并发
    组件系统(Component)
    分布式服务器架构
使用教程
    教程1:添加一个模块
    教程2:数据驱动
    教程3:事件系统
    教程4:异步事件系统，actor
结束





简述


NFrame采用成熟的敏捷开发思想——分层设计，分层的程序设计带来的好处是显而易见的，由于层间松散的耦合关系，使得我们可以专注于本层的设计，而不必关心其他层的设计，也不必担心自己的设计会影响其它层，对提高软件质量大有裨益。而且分层设计使得程序结构清晰，升级和维护都变得十分容易，更改层的具体实现代码，只要层接口保持稳定，其他层可以不必修改。即使层的接口发生变化，也只影响上层和下层，修改工作量小而且错误可以控制，不会带来意外的风险。NFrame同时使用了将应用程序设计成三层架构，最顶层是App，中间层是各种插件，插件下是各种对应的具化的模块功能。这种设计的优点是对应模块只处理自己的事务，降低耦合，通过接口与其他模块交互，将模块的风险降到最低。


App设计架构图
[image: NF Property Sample]





特性详细介绍



通用的抽象对象系统(LogicClass)



		丰富的基础属性类型


		对象属性的可配置性(Excel可以定义所有属性)


		对象初始数据的可配置性(Excel可以预设值所有属性的值)


		可动态增减属性(服务器运行过程中可以程序添加属性)


		无需在代码中再声明任何业务类(Excel直接声明)


		通用的设置/获取信息接口








数据驱动


相对于传统的服务器开发，NFrame使用了一种全新的数据定义和使用的方法，我们称之为属性(Property)和表(Record)。


属性(Property)主要用来存储用户的基本数据，例如：姓名、性别、年龄、等级 等数据，主要表现为一个名称对应一个数据。


表(Record)主要用来存储一些记录，例如：道具列表、任务列表 等数据，主要表现为一个记录里包含多条数据。


NFrame使用了此种模型来定义应用中的所有数据，避免了以往传统服务器中数据结构定义混乱，接口不统一、别人无法接手等问题。


一个Property和Record的例子：
[image: NF Property Sample]



NF属性配置例子(Excel编辑)



[image: NF Record Sample]



NF表配置例子(Excel编辑)






事件驱动


事件驱动灵感来源与处理器的处理流程，旨为只提供流水线式的处理逻辑模块，而本身不保存和涉留对象的数据。


事件驱动包含：Property驱动，Record驱动，Event驱动，Heartbeat驱动


通过Property Driver，所有只要注册过属性观测者的Processer Function均会得到所关注Property的变化通知，以便做出对应的逻辑处理。


通过Record Driver，所有只要注册过Record的观测者的Processer Function均会得到所关注Record的变化通知，以便做出对应的逻辑处理。


通过Event System，所有只要注册过Event的观测者的Processer Function均会得到所关注的事件通知Processer可以产生新的事件或属性驱动，以便驱动其他逻辑模块处理逻辑。


通过Heartbeat System，所有只要注册过同名心跳的观测者的Processer Function均会定时处理逻辑，以便延时/定时处理逻辑。


NFrame事件驱动设计图
[image: NF Property Sample]


NFrame事件驱动示例代码


Property驱动示例：


m_pKernelModule->AddPropertyCallBack(self, "Level", this, &NFCPropertyModule::OnObjectLevelEvent);

m_pKernelModule->SetPropertyInt(self, "Level", 100);

int NFCPropertyModule::OnObjectLevelEvent(const NFIDENTID& self, const std::string& strPropertyName, const NFIDataList& oldVar, const NFIDataList& newVar, const NFIDataList& argVar)
{
    // do something
    return 0;
}






Record驱动代码示例：


m_pKernelModule->AddRecordCallBack(self, "TaskList", this, &NFCHeroModule::OnTaskRecordEvent);

int NFCHeroModule::OnHeroRecordEvent(const NFIDENTID& self, const std::string& strRecordName, const int nOpType, const int nRow, const int nCol, const NFIDataList& oldVar, const NFIDataList& newVar, const NFIDataList& argVar)
{
    NF_SHARED_PTR<NFIObject> pObject = m_pKernelModule->GetObject(self);
    if (nullptr == pObject)
    {
        return 1;
    }

    NF_SHARED_PTR<NFIRecord> pRecord = m_pKernelModule->FindRecord(self, strRecordName);
    if (nullptr == pRecord)
    {
        return 1;
    }

    switch (nOpType)
    {
    case NFIRecord::Add:
        // TODO
        break;
    case NFIRecord::Del:
        // TODO
        break;
    case NFIRecord::UpData:
        // TODO
        break;
    default:
        break;
    }

    return 0;
}






Event驱动代码示例


m_pEventProcessModule->AddEventCallBack(self, NF_EVENT_DO_SOMETHING, this, &NFCFightValueModule::OnDoSomethingEvent);

int NFCFightValueModule::OnRefreshFightValueEvent(const NFIDENTID& self, const int nEventID, const NFIDataList& var)
{
    // do something
    return 0;
}






HeartBeat驱动代码示例：


m_pKernelModule->AddHeartBeat(self, "OnHeartBeat", this, &HelloWorld3Module::OnHeartBeat, 5.0f, 1000);

int HelloWorld3Module::OnHeartBeat(const NFIDENTID& self, const std::string& strHeartBeat, const float fTime, const int nCount)
{
    // do something
    return 0;
}









面向接口编程(IOD)




 


  


  


  


较于大多数OO式开发，NFrame支持更灵活的IO(接口)式开发，让你的开发更简单纯粹。
通过模块抽象基类的虚接口让模块的功能互相调用，真正做到了软件开发的低耦合高内聚。


NFrame面向接口编程示例代码


class NFISceneProcessModule
    : public NFILogicModule
{

public:
    virtual bool IsCloneScene(const int nSceneID) = 0;
    virtual E_SCENE_TYPE GetCloneSceneType(const int nContainerID) = 0;
};









高性能，高并发


NFrame由于设计上的分层独立从而使得架构上本身就性能较高。同时在网络通信上使用了久经考验的LibEvent作为网络底层，使用google ProtoBuf作为协议序列化库，LibEvent的高性能加上Protobuf的高压缩率，真实测试过单服承载8000以上用户高频率协议通讯。


NFrame在逻辑处理上使用了Actor模式，采用了Theron作为Actor基础类库，支持并发编程，充分利用CPU性能。 Theron作为知名工业级并发库，应用在许多工业级软件上，例如Matlab使用了Theron后，让其性能直接提高了4.5x倍(原文链接 [http://www.theron-library.com/index.php?t=story&p=43])。


NFrame使用C++作为基础开发语言，相对于其他编程语言，在性能和效率上更是快人一步，良好的设计模式的应用让逻辑更加简单。





组件系统(Component)



		提供类似Unity样式的组件组合模式，以丰富服务器后期脚本编辑以及对象行为扩展


		系统在对象产生时自动识别以及实例化Component


		通过事件系统，向Component注入事件消息，便于处理逻辑


		特殊需求的特殊处理，灵活拓展对象的行为


		不用关心其他模块，降低耦合


		当前已经支持lua作为脚本嵌入到框架中使用(详见教程6)


		后期将支持JavaScript，C#，python等脚本语言








分布式服务器架构


经过我们参考主流架构以及长期的项目经验积累，NFrame被设计为理论上可无限扩展的分布式架构，拥有着真正的无理论上限的系统规模和负载可扩展性。


主要特性：



		无限扩展


		高可靠性


		简易通讯


		业务去中心化


		自动摘除问题节点


		节点实时权重运算和评估


		负载均衡





服务器架构图：
[image: NF Architecture]







使用教程



教程1:添加一个模块


#include "NFComm/NFPluginModule/NFIPlugin.h"
#include "NFComm/NFPluginModule/NFIPluginManager.h"

class HelloWorld1
    : public NFILogicModule
{
public:
    HelloWorld1(NFIPluginManager* p)
    {
        pPluginManager = p;
    }

    virtual bool Init();
    virtual bool AfterInit();

    virtual bool Execute(const float fLasFrametime, const float fStartedTime);

    virtual bool BeforeShut();
    virtual bool Shut();

protected:

};

#endif






#include "HelloWorld1.h"

bool HelloWorld1::Init()
{
    //初始化
    std::cout << "Hello, world1, Init" << std::endl;
    return true;
}

bool HelloWorld1::AfterInit()
{
    //初始化完毕
    std::cout << "Hello, world1, AfterInit" << std::endl;
    return true;
}

bool HelloWorld1::Execute( const float fLasFrametime, const float fStartedTime )
{
    //每帧执行
    //std::cout << "Hello, world1, Execute" << std::endl;
    return true;
}

bool HelloWorld1::BeforeShut()
{
    std::cout << "Hello, world1, BeforeShut1111" << std::endl;
    
    //反初始化之前
    std::cout << "Hello, world1, BeforeShut" << std::endl;
    return true;
}

bool HelloWorld1::Shut()
{
    //反初始化
    std::cout << "Hello, world1, Shut" << std::endl;
    return true;
}









教程2:数据驱动





教程3:事件系统





教程4:异步事件系统，actor









结束






          

      

      

    


    
        © Copyright 2016.
      Created using Sphinx 1.3.5.
    

  

_static/plus.png





_static/up-pressed.png





_static/down.png





_static/up.png





