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Come siamo arrivati fin qui?
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Websocket, notifiche push etc Modalita offline, sincronizzazione multi “Tanto é tutto automatico, no?” (Er Piotta)
device
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https://blog.nrwl.io/managing-state-in-angular-applications-22b75ef5625f



https://blog.nrwl.io/managing-state-in-angular-applications-22b75ef5625f
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Persistent state
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Un esempio minimale




Tic-Tac-Toe

4 gl actions
JS index.js
4 ga reducers
JS index.js

JS game.js

JS index.js




export function move(index, symbol) { export function resetGame() {
return { return {
type: 'GAME_MOVE', type: 'RESET_GAME'
index, -

symbol }

i
}




State

{
boards [ Tt
currentPlayer: '0',
winner: 'n'

o




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':
if (!state.board[action.index] && state.winner ===

const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {

= = s State,

board: newBoard,

currentPlayer: action.symbol === '0' ? 'X'

winner: checkWinner(newBoard)
};
}
return state;
case 'RESET_GAME':
return {
...initialState
e
default:
return state;

Reducer




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':
if (!state.board[action.index] && state.winner ===

const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {

= . « State,

board: newBoard,

currentPlayer: action.symbol === '0' ? 'X'

winner: checkWinner(newBoard)
};
}
return state;
case 'RESET_GAME':

return {
.«.initialState
};
default:

return state;

REDUCER

(si, € una normalissima funzione)




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':

if (!'state.board[action.index] && state.winner ===
const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {
=« s State,
board: newBoard,
currentPlayer: action.symbol === '0' ? 'X'

winner: checkWinner(newBoard)
};
}
return state;
case 'RESET_GAME':
return {
...initialState
};
default:
return state;

MOSSA




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':
if (!state.board[action.index] && state.winner =g

const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {

«s s State,

board: newBoard,

currentPlayer: action.symbol === '0' ? 'X' : '0°',

winner: checkWinner(newBoard)
};
i
return state;
case 'RESET_GAME':
return {
...initialState
};
default:

return state; . .
! *Per essere onesti, dovrebbe esserlo ma non lo e.

} Per evitare errori meglio affidarsi a Immutable o simili



https://facebook.github.io/immutable-js/

export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':

if (!state.board[action.index] && state.winner === @) {
const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {
«s s State,
board: newBoard,
currentPlayer: action.symbol === '0' ? 'X' : '0°',

winner: checkWinner(newBoard)
};
i
return state;
case 'RESET_GAME':
return {
...initialState
};
default:
return state;




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':

if (!state.board[action.index] && state.winner === 'n/) {
const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return {
== s State,
board: newBoard,
currentPlayer: action.symbol === '0' ? 'X' : '0',

winner: checkWinner(newBoard)
};
i
return state;
case 'RESET_GAME':
return {
...initialState
};
default:
return state;




export function tictactoe(state = initialState, action) {
switch (action.type) {
case 'GAME_MOVE':
if (!state.board[action.index] && state.winner === 'n') {
const newBoard = _.cloneDeep(state.board);
newBoard[action.index] = action.symbol;
return

oard: newBoard,
currentPlayer: action.symbol === 'Q' ? 'X'
winner: checkWinner(newBoard)
};
i
return state;
case 'RESET_GAME':
return {
...initialState
};
default:

il kR E’ possibile trovare maggiori informazioni sullo “spread operator” (...) su MDN



https://developer.mozilla.org/it/docs/Web/JavaScript/Reference/Operators/Spread_operator

Gestione eventi

// handler click sulla cella
gameMove (index) {
this.store.dispatch({
type: 'GAME_MOVE',
index: index,
symbol: this.store.getState().currentPlayer

3

}




Gestione cambio stato

this.store.subscribe( (state) => {
this.update();
if (this.store.getState().winner !== 'n') {
this.win();
}
¥




Giochiamo!



https://antonellopasella.github.io/webconf-2018-tictactoe/

Thanks! Grazie!

Spero che questi suggerimenti ti aiutino
a creare applicazioni migliori.

https.//qithub.com/antonellopasella/webconf-2018-tictactoe

https.//antonellopasella.github.io/webconf-2018-tictactoe/

Per qualsiasi richiesta visita il sito pasella.it oppure
manda una email a antonello@pasella.it
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