Hydras and Hypermedia

lan Robinson, ThoughtWorks
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Fighting Fantasy

1

A
PUFFIN
ORIGINAL

Steve Jackson and Ian Livingstone

Ch€ WARLOCK 05
STRECOP MOUNCATY

~ An original fantasy adventure in which YOU are
% the herg! Complete with combat system, monster
. encounters and score sheet




Pick your path to adventure

79-80

hinges. Listening at the door, you hear strange
mutterings and the clatter of what could be pots and
pans. Whatever is in there, there are several of
them. Do you want to go through the door (turn to
159) or turn back (turn to 237)?

79
The passageway ends in front of you in a dead end
If you wish to search for secret passageways, turn to
137. If not, return to the crossroads at 267

8o

The key fits the lock and opens the door You find
yourself in a large boathouse. Various boats, in
different stages of construction, are lying around
Apart from the door behind you there is another in
the north wall. As you enter, the Skeletons stop
their work and crane their bony necks around to
look at you. They pick up planks of wood and ham-
mers and advance towards you There are five of
them. Do you.

Smile nervously and back out of
the door into the passage? Turn to 129
Tell them you’ve come about
buyi 3 n to 123
them you're their new boss
and order them back to work? Turn to 195
raw your sword and prepare for

Farn to 140

195-197

flies through the air directly at him, stops centi-
metres from his chest and falls to the floor. He looks
up and smiles at you with an evil, gloating smile.
What can you do:

Draw your sword and advance? Turn to 142
Try something else from your
backpack? Turn to 105

j&a rather unlikely story, considering tha
eg/very few humans around. Nevertheless, Skels:
Ons are pretty dim - you knew this and that’s why’

you tried the story. Roll one die. If yourolla1 or 2,

- they don’t believe you and keep on advancing. Turn

to 140.

A 3 or 4 means that they aren’t sure, and send two of
their number off through the north door whilst the
est hold you at bay with their weapons. Turn to

or 6 means they’ve believed you apd
qwork! Turn to 9. Add 2

196
You search the room. Try as you may you cannot
find the secret switch to open the door in the book-
shelf - the old man must have locked it from the
mside. You do find 5 Gold Pieces in a drawer in the
table. You decide to return to the junction to the
south Turn to 280

197
At the top of the stairs the passage turns sharply to







until goal achieved
while healthy
fight
| flee
| without retracing steps

north
east
west
south

| investigate

| retrace steps




POST /quests

Host: dms

Content-Type: application/prs.dms+xml
Content-Length:

HTTP/1.1 201 Created

Content-Type: application/prs.dms+xml
Location: http://dms/quests/1/locations/1
Content-Length:



GET /quests/1/locations/2 HTTP/1.1

Host:

dms

HTTP/1.1 303 See Other

Content-Type: application/prs.dms+xml
Location: http://dms/quests/1l/encounters/1
Content-Length:




GET /quests/l/encounters/1 HTTP/1.1
Host: dms

HTTP/1.1 200 OK
Content-Type: application/prs.dms+xml
Content-Length:




POST /quests/l/encounters/1/fight HTTP/1.1
Host: dms

Content-Type: application/prs.dms+xml
Content-Length:

HTTP/1.1 201 Created
Content-Type: application/prs.dms+xml

Location: http://dms/quests/l/encounters/1l/outcomes/1
Content-Length:




GET /quests/1/locations/2 HTTP/1.1
Host: dms

HTTP/1.1 200 OK

Content-Type: application/prs.dms+xml
ETag: "FEC6956217CL1"

Content-Length:




POST /quests/1/locations/2 HTTP/1.1
Host: dms

If-Match: "FEC6956217C1"
Content-Type: application/prs.dms+xml
Content-Length:

HTTP/1.1 412 Precondition Failed




GET /quests/1/locations/2 HTTP/1.1
Host: dms
If-None-Match: "FEC6956217C1"

HTTP/1.1 200 OK

Content-Type: application/prs.dms+xml
ETag: "6809E4D87D43"

Content-Length:




GET /quests/1l/locations/2 HTTP/1.1
Host: dms
If-None-Match: "6809E4D87D43"




GET /quests/1l/locations/2 HTTP/1.1
Host: dms
If-None-Match: "6809E4D87D43"

HTTP/1.1 200 OK

Content-Type: application/prs.dms+xml
ETag: "871CDA1C9935"

Content-Length:




POST /quests/1/locations/2 HTTP/1.1
Host: dms

If-Match: "871CDA1C9935"
Content-Type: application/prs.dms+xml
Content-Length:

HTTP/1.1 201 Created
Content-Type: application/prs.dms+xml

Location: http://dms/quests/1l/locations/2/outcomes/1
Content-Length:




Divide and conquer

Refactor
(Do the same things
in the same way)

Describe special
behaviourin a
standard way

Spreads complexity

around

Reduces complexity

Makes complexity

learnable

Hypermedia

http://www.crummy.com/writing/




HATEOAS - the riddle of the Sphinx
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Some definitions...

~ Application protocol

e Creative Commons licence




‘state transitic










of a hypermedia cc




a type is a key into an intepe .




aeology of an application protco -




OPTIONS /quests/1l/locations/2 HTTP/1.1

Host: dms

HTTP/1.1 200 OK

Allow:

GET, POST

HTTP/1.1 200 OK

Content-Type: application/prs.dms+xml
ETag: "871CDA1C9935"

Content-Length:

HTTP/1.1 303 See Other

Content-Type: application/prs.dms+xml
Location: http://dms/quests/l/encounters/1
Content-Length:




Down in the dungeons...

Skeleton

Bnecounter
@uﬁmed

reﬁolv(vg@

decdred




pplication state: a hauntingsk




Equipping the client

Capability

Implement HTTP
idioms

Handle hypermedia
types

Understand
semantic context

Choose and activate
control

Description

Implement HTTP application protocol ‘units
of work’ (eg. conditional GET).

Parse/ assemble hypermedia representations;
surface hypermedia controls.

Understand semantic context for controls
in relation to client goal.

Decide on next transition based on goal,
application state and available transitions.




Hypermedia and Systems Architecture

ow to GET a Cup of Coffee -

http://www.infog.com/articles/webber-rest-workflow

Savas Parastatidis lan Robinson

tlive Commons licence







