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    README

[image: gamend banner]

Open source game server with authentication, users, lobbies, server scripting and an admin portal.
Game + Backend = Gamend

Discord | Elixir Docs | API Docs | Guides | Starter Template
To start your server:
	Run mix setup to install and setup dependencies.

Now you can visit localhost:4000 from your browser.
Authentication
This application supports two authentication methods:
Browser Authentication (Session-based)
Traditional session-based authentication for browser flows:
	Email/password registration and login
	Discord OAuth
	Apple Sing In
	Google OAuth
	Steam OpenID
	Facebook OAuth
	Session tokens stored in database
	Managed via cookies and Phoenix sessions

API Authentication (JWT)
Modern JWT authentication using access + refresh tokens (industry standard):
Token Types:
	Access tokens: Short-lived (15 minutes), used for API requests
	Refresh tokens: Long-lived (30 days), used to obtain new access tokens

Users
User management:
	Multiple sign-in flows supported: Email/password, device tokens (SDK), and OAuth (Discord / Google / Facebook / Apple).
	Per-user profile metadata as JSON
	Account lifecycle: registration, login, password reset, and account deletion endpoints.

Friends
Social features:
	Friend requests with accept / reject / block flows.

Lobbies
Matchmaking and lobbies:
	Host-managed behavior, max users, hidden/locked states, and password protection.
	Public APIs are provided for listing, creating, joining, leaving, updating and kicking.

Server scripting (Elixir)
Extendable server behavior:
	Hooks on server events (eg. on_user_login, on_lobby_created)

Client SDK
	Javascript SDK
	Godot SDK

How to deploy Starter Template
	Fork this repo (or create a Dockerfile like this):

FROM ghcr.io/appsinacup/game_server:latest

WORKDIR /app

COPY modules/ ./modules/

	Go to fly.io and deploy (select the forked repo).
	Set secrets all values in .env.example. Run locally fly secrets sync and fly secrets deploy (in case secrets don't deploy/update).
	Configure all things from Guides page.
	Monthly cost (without Postgres) will be about 5$.

Git hooks
To install precommit hooks, run:
	bin/setup-git-hooks

To skip, run:
	SKIP_PRECOMMIT=1 git commit



  

    
GameServer 
    



      
GameServer keeps the contexts that define your domain
and business logic.
Contexts are also responsible for managing your data, regardless
if it comes from the database, an external API or others.

      




  

    
GameServer.Accounts 
    



      
The Accounts context.

      


      
        Summary


  
    Functions
  


    
      
        attach_device_to_user(user, device_id)

      


        Attach a device_id to an existing user record. Returns {:ok, user} or
{:error, changeset} if the device_id is already used.



    


    
      
        broadcast_user_update(user)

      


        Broadcast that the given user has been updated.



    


    
      
        change_user_display_name(user, attrs \\ %{})

      


        Returns an %Ecto.Changeset{} for changing the user display_name.



    


    
      
        change_user_email(user, attrs \\ %{}, opts \\ [])

      


        Returns an %Ecto.Changeset{} for changing the user email.



    


    
      
        change_user_password(user, attrs \\ %{}, opts \\ [])

      


        Returns an %Ecto.Changeset{} for changing the user password.



    


    
      
        change_user_registration(user, attrs \\ %{})

      


    


    
      
        confirm_user(user)

      


        Confirms a user's email by setting confirmed_at timestamp.



    


    
      
        confirm_user_by_token(token)

      


        Confirm a user by an email confirmation token (context: "confirm").



    


    
      
        count_search_users(query)

      


        Count users matching a text query (email or display_name). Returns integer.



    


    
      
        delete_user(user)

      


        Deletes a user and associated resources.



    


    
      
        delete_user_session_token(token)

      


        Deletes the signed token with the given context.



    


    
      
        deliver_login_instructions(user, magic_link_url_fun)

      


        Delivers the magic link login instructions to the given user.



    


    
      
        deliver_user_confirmation_instructions(user, confirmation_url_fun)

      


    


    
      
        deliver_user_update_email_instructions(user, current_email, update_email_url_fun)

      


        Delivers the update email instructions to the given user.



    


    
      
        detach_device_from_user(user)

      


        Clears a device_id from the user if present. Returns {:ok, user} or
{:error, changeset} if update fails.



    


    
      
        device_auth_enabled?()

      


        Returns true when device-based auth is enabled. This checks the
application config :game_server, :device_auth_enabled and falls back
to the environment variable DEVICE_AUTH_ENABLED. If neither
is set, device auth is enabled by default.



    


    
      
        find_or_create_from_apple(attrs)

      


        Finds a user by Apple ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_device(device_id, attrs \\ %{})

      


        Finds or creates a user associated with the given device_id.



    


    
      
        find_or_create_from_discord(attrs)

      


        Finds a user by Discord ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_facebook(attrs)

      


        Finds a user by Facebook ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_google(attrs)

      


        Finds a user by Google ID or creates a new user from OAuth data.



    


    
      
        find_or_create_from_steam(attrs)

      


        Finds a user by Steam ID or creates a new user from Steam OpenID data.



    


    
      
        generate_user_session_token(user)

      


        Generates a session token.



    


    
      
        get_user!(id)

      


        Gets a single user.



    


    
      
        get_user_by_apple_id(apple_id)

      


        Get a user by their Apple ID.



    


    
      
        get_user_by_discord_id(discord_id)

      


        Get a user by their Discord ID.



    


    
      
        get_user_by_email(email)

      


        Gets a user by email.



    


    
      
        get_user_by_email_and_password(email, password)

      


        Gets a user by email and password.



    


    
      
        get_user_by_facebook_id(facebook_id)

      


        Get a user by their Facebook ID.



    


    
      
        get_user_by_google_id(google_id)

      


        Get a user by their Google ID.



    


    
      
        get_user_by_magic_link_token(token)

      


        Gets the user with the given magic link token.



    


    
      
        get_user_by_session_token(token)

      


        Gets the user with the given signed token.



    


    
      
        get_user_by_steam_id(steam_id)

      


        Get a user by their Steam ID (steam_id).



    


    
      
        link_account(user, attrs, provider_id_field, changeset_fn)

      


        Link an OAuth provider to an existing user account. Updates the user
via the provider's oauth changeset while being careful not to overwrite
existing email or avatars.



    


    
      
        login_user_by_magic_link(token)

      


        Logs the user in by magic link.



    


    
      
        register_user(attrs)

      


        Registers a user.



    


    
      
        register_user_and_deliver(attrs, confirmation_url_fun, notifier \\ GameServer.Accounts.UserNotifier)

      


        Register a user and send the confirmation email inside a DB transaction.



    


    
      
        search_users(query, opts \\ [])

      


        Search users by email or display name (case-insensitive, partial match).



    


    
      
        sudo_mode?(user, minutes \\ -20)

      


        Checks whether the user is in sudo mode.



    


    
      
        unlink_provider(user, provider)

      


        Unlink an OAuth provider from a user's account.



    


    
      
        update_user_admin(user, attrs)

      


        Admin-level user update wrapper.



    


    
      
        update_user_display_name(user, attrs)

      


        Updates the user's display name and broadcasts the change.



    


    
      
        update_user_email(user, token)

      


        Updates the user email using the given token.



    


    
      
        update_user_password(user, attrs)

      


        Updates the user password.



    





      


      
        Functions


        


  
    
      
    
    
      attach_device_to_user(user, device_id)



        
          
        

    

  


  

Attach a device_id to an existing user record. Returns {:ok, user} or
{:error, changeset} if the device_id is already used.

  



  
    
      
    
    
      broadcast_user_update(user)



        
          
        

    

  


  

Broadcast that the given user has been updated.
This helper is intentionally small and only broadcasts a compact payload
intended for client consumption through the user_updates:<id> topic.

  



    

  
    
      
    
    
      change_user_display_name(user, attrs \\ %{})



        
          
        

    

  


  

Returns an %Ecto.Changeset{} for changing the user display_name.

  



    

    

  
    
      
    
    
      change_user_email(user, attrs \\ %{}, opts \\ [])



        
          
        

    

  


  

Returns an %Ecto.Changeset{} for changing the user email.
See GameServer.Accounts.User.email_changeset/3 for a list of supported options.
Examples
iex> change_user_email(user)
%Ecto.Changeset{data: %User{}}

  



    

    

  
    
      
    
    
      change_user_password(user, attrs \\ %{}, opts \\ [])



        
          
        

    

  


  

Returns an %Ecto.Changeset{} for changing the user password.
See GameServer.Accounts.User.password_changeset/3 for a list of supported options.
Examples
iex> change_user_password(user)
%Ecto.Changeset{data: %User{}}

  



    

  
    
      
    
    
      change_user_registration(user, attrs \\ %{})



        
          
        

    

  


  


  



  
    
      
    
    
      confirm_user(user)



        
          
        

    

  


  

Confirms a user's email by setting confirmed_at timestamp.
Examples
iex> confirm_user(user)
{:ok, %User{}}

  



  
    
      
    
    
      confirm_user_by_token(token)



        
          
        

    

  


  

Confirm a user by an email confirmation token (context: "confirm").
Returns {:ok, user} when the token is valid and user was confirmed.
Returns {:error, :not_found} or {:error, :expired} when token is invalid/expired.

  



  
    
      
    
    
      count_search_users(query)



        
          
        

    

  


  

Count users matching a text query (email or display_name). Returns integer.

  



  
    
      
    
    
      delete_user(user)



        
          
        

    

  


  

Deletes a user and associated resources.
Returns {:ok, user} on success or {:error, changeset} on failure.

  



  
    
      
    
    
      delete_user_session_token(token)



        
          
        

    

  


  

Deletes the signed token with the given context.

  



  
    
      
    
    
      deliver_login_instructions(user, magic_link_url_fun)



        
          
        

    

  


  

Delivers the magic link login instructions to the given user.

  



  
    
      
    
    
      deliver_user_confirmation_instructions(user, confirmation_url_fun)



        
          
        

    

  


  


  



  
    
      
    
    
      deliver_user_update_email_instructions(user, current_email, update_email_url_fun)



        
          
        

    

  


  

Delivers the update email instructions to the given user.
Examples
iex> deliver_user_update_email_instructions(user, current_email, &url(~p"/users/settings/confirm-email/#{&1}"))
{:ok, %{to: ..., body: ...}}

  



  
    
      
    
    
      detach_device_from_user(user)



        
          
        

    

  


  

Clears a device_id from the user if present. Returns {:ok, user} or
{:error, changeset} if update fails.

  



  
    
      
    
    
      device_auth_enabled?()



        
          
        

    

  


  

Returns true when device-based auth is enabled. This checks the
application config :game_server, :device_auth_enabled and falls back
to the environment variable DEVICE_AUTH_ENABLED. If neither
is set, device auth is enabled by default.

  



  
    
      
    
    
      find_or_create_from_apple(attrs)



        
          
        

    

  


  

Finds a user by Apple ID or creates a new user from OAuth data.
Examples
iex> find_or_create_from_apple(%{apple_id: "123", email: "user@example.com"})
{:ok, %User{}}

  



    

  
    
      
    
    
      find_or_create_from_device(device_id, attrs \\ %{})



        
          
        

    

  


  

Finds or creates a user associated with the given device_id.
If a user already exists with the device_id we return it. Otherwise we
create an anonymous confirmed user and attach the device_id.

  



  
    
      
    
    
      find_or_create_from_discord(attrs)



        
          
        

    

  


  

Finds a user by Discord ID or creates a new user from OAuth data.
Examples
iex> find_or_create_from_discord(%{discord_id: "123", email: "user@example.com"})
{:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_facebook(attrs)



        
          
        

    

  


  

Finds a user by Facebook ID or creates a new user from OAuth data.
Examples
iex> find_or_create_from_facebook(%{facebook_id: "123", email: "user@example.com"})
{:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_google(attrs)



        
          
        

    

  


  

Finds a user by Google ID or creates a new user from OAuth data.
Examples
iex> find_or_create_from_google(%{google_id: "123", email: "user@example.com"})
{:ok, %User{}}

  



  
    
      
    
    
      find_or_create_from_steam(attrs)



        
          
        

    

  


  

Finds a user by Steam ID or creates a new user from Steam OpenID data.
Examples
iex> find_or_create_from_steam(%{steam_id: "12345", email: "user@example.com"})
{:ok, %User{}}

  



  
    
      
    
    
      generate_user_session_token(user)



        
          
        

    

  


  

Generates a session token.

  



  
    
      
    
    
      get_user!(id)



        
          
        

    

  


  

Gets a single user.
Raises Ecto.NoResultsError if the User does not exist.
Examples
iex> get_user!(123)
%User{}

iex> get_user!(456)
** (Ecto.NoResultsError)

  



  
    
      
    
    
      get_user_by_apple_id(apple_id)



        
          
        

    

  


  

Get a user by their Apple ID.
Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_discord_id(discord_id)



        
          
        

    

  


  

Get a user by their Discord ID.
Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_email(email)



        
          
        

    

  


  

Gets a user by email.
Examples
iex> get_user_by_email("foo@example.com")
%User{}

iex> get_user_by_email("unknown@example.com")
nil

  



  
    
      
    
    
      get_user_by_email_and_password(email, password)



        
          
        

    

  


  

Gets a user by email and password.
Examples
iex> get_user_by_email_and_password("foo@example.com", "correct_password")
%User{}

iex> get_user_by_email_and_password("foo@example.com", "invalid_password")
nil

  



  
    
      
    
    
      get_user_by_facebook_id(facebook_id)



        
          
        

    

  


  

Get a user by their Facebook ID.
Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_google_id(google_id)



        
          
        

    

  


  

Get a user by their Google ID.
Returns %User{} or nil.

  



  
    
      
    
    
      get_user_by_magic_link_token(token)



        
          
        

    

  


  

Gets the user with the given magic link token.

  



  
    
      
    
    
      get_user_by_session_token(token)



        
          
        

    

  


  

Gets the user with the given signed token.
If the token is valid {user, token_inserted_at} is returned, otherwise nil is returned.

  



  
    
      
    
    
      get_user_by_steam_id(steam_id)



        
          
        

    

  


  

Get a user by their Steam ID (steam_id).
Returns %User{} or nil.

  



  
    
      
    
    
      link_account(user, attrs, provider_id_field, changeset_fn)



        
          
        

    

  


  

Link an OAuth provider to an existing user account. Updates the user
via the provider's oauth changeset while being careful not to overwrite
existing email or avatars.
Example: link_account(user, %{discord_id: "123", profile_url: "https://..."}, :discord_id, &User.discord_oauth_changeset/2)

  



  
    
      
    
    
      login_user_by_magic_link(token)



        
          
        

    

  


  

Logs the user in by magic link.
There are three cases to consider:
	The user has already confirmed their email. They are logged in
and the magic link is expired.

	The user has not confirmed their email and no password is set.
In this case, the user gets confirmed, logged in, and all tokens -
including session ones - are expired. In theory, no other tokens
exist but we delete all of them for best security practices.

	The user has not confirmed their email but a password is set.
This cannot happen in the default implementation but may be the
source of security pitfalls. See the "Mixing magic link and password registration" section of
mix help phx.gen.auth.



  



  
    
      
    
    
      register_user(attrs)



        
          
        

    

  


  

Registers a user.
Examples
iex> register_user(%{field: value})
{:ok, %User{}}

iex> register_user(%{field: bad_value})
{:error, %Ecto.Changeset{}}

  



    

  
    
      
    
    
      register_user_and_deliver(attrs, confirmation_url_fun, notifier \\ GameServer.Accounts.UserNotifier)



        
          
        

    

  


  

Register a user and send the confirmation email inside a DB transaction.
The function accepts a confirmation_url_fun which must be a function of arity 1
that receives the encoded token and returns the confirmation URL string.
If sending the confirmation email fails the transaction is rolled back and
{:error, reason} is returned. On success it returns {:ok, user}.

  



    

  
    
      
    
    
      search_users(query, opts \\ [])



        
          
        

    

  


  

Search users by email or display name (case-insensitive, partial match).
Returns a list of User structs (up to 50 results).

  



    

  
    
      
    
    
      sudo_mode?(user, minutes \\ -20)



        
          
        

    

  


  

Checks whether the user is in sudo mode.
The user is in sudo mode when the last authentication was done no further
than 20 minutes ago. The limit can be given as second argument in minutes.

  



  
    
      
    
    
      unlink_provider(user, provider)



        
          
        

    

  


  

Unlink an OAuth provider from a user's account.
provider should be one of :discord, :apple, :google, :facebook.
This will return {:ok, user} when successful or {:error, reason}.
Guard: we only allow unlinking when the user will still have at least
one other social provider remaining. This prevents users losing all
social logins unexpectedly.

  



  
    
      
    
    
      update_user_admin(user, attrs)



        
          
        

    

  


  

Admin-level user update wrapper.
This function applies the User.admin_changeset/2 then updates the user and
broadcasts the update on success. It returns the same tuple shape as
Repo.update/1 so callers can pattern-match as before.

  



  
    
      
    
    
      update_user_display_name(user, attrs)



        
          
        

    

  


  

Updates the user's display name and broadcasts the change.

  



  
    
      
    
    
      update_user_email(user, token)



        
          
        

    

  


  

Updates the user email using the given token.
If the token matches, the user email is updated and the token is deleted.

  



  
    
      
    
    
      update_user_password(user, attrs)



        
          
        

    

  


  

Updates the user password.
Returns a tuple with the updated user, as well as a list of expired tokens.
Examples
iex> update_user_password(user, %{password: ...})
{:ok, {%User{}, [...]}}

iex> update_user_password(user, %{password: "too short"})
{:error, %Ecto.Changeset{}}

  


        

      


  

    
GameServer.Accounts.Scope 
    



      
Defines the scope of the caller to be used throughout the app.
The GameServer.Accounts.Scope allows public interfaces to receive
information about the caller, such as if the call is initiated from an
end-user, and if so, which user. Additionally, such a scope can carry fields
such as "super user" or other privileges for use as authorization, or to
ensure specific code paths can only be access for a given scope.
It is useful for logging as well as for scoping pubsub subscriptions and
broadcasts when a caller subscribes to an interface or performs a particular
action.
Feel free to extend the fields on this struct to fit the needs of
growing application requirements.

      


      
        Summary


  
    Functions
  


    
      
        for_user(user)

      


        Creates a scope for the given user.



    





      


      
        Functions


        


  
    
      
    
    
      for_user(user)



        
          
        

    

  


  

Creates a scope for the given user.
Returns nil if no user is given.

  


        

      


  

    
GameServer.Accounts.User 
    



      
The User schema and associated changeset functions used across the
application (registration, OAuth, and admin changes).
This module keeps Ecto changesets for common user interactions and
validations so other domains can reuse them safely.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        The public user struct used across the application.



    





  
    Functions
  


    
      
        admin_changeset(user, attrs)

      


        A user changeset for admin updates.



    


    
      
        apple_oauth_changeset(user, attrs)

      


        A user changeset for Apple OAuth registration.



    


    
      
        attach_device_changeset(user, attrs)

      


        Changeset used when a device_id is present (linking device_id to user).
Ensures device_id is stored on user record and enforces uniqueness by DB
constraint.



    


    
      
        confirm_changeset(user)

      


        Confirms the account by setting confirmed_at.



    


    
      
        device_changeset(user, attrs)

      


        A user changeset used for device-based logins where there is no email.



    


    
      
        discord_oauth_changeset(user, attrs)

      


        A user changeset for Discord OAuth registration.



    


    
      
        display_name_changeset(user, attrs)

      


        A simple changeset for updating a user's display name.



    


    
      
        email_changeset(user, attrs, opts \\ [])

      


        A user changeset for registering or changing the email.



    


    
      
        facebook_oauth_changeset(user, attrs)

      


        A user changeset for Facebook OAuth registration.



    


    
      
        google_oauth_changeset(user, attrs)

      


        A user changeset for Google OAuth registration.



    


    
      
        password_changeset(user, attrs, opts \\ [])

      


        A user changeset for changing the password.



    


    
      
        registration_changeset(user, attrs, opts \\ [])

      


        A user changeset for registering a new user.



    


    
      
        steam_oauth_changeset(user, attrs)

      


        A user changeset for Steam OpenID registration.



    


    
      
        valid_password?(arg1, password)

      


        Verifies the password.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Accounts.User{
  __meta__: term(),
  apple_id: term(),
  authenticated_at: term(),
  confirmed_at: DateTime.t() | nil,
  device_id: term(),
  discord_id: term(),
  display_name: String.t() | nil,
  email: String.t() | nil,
  facebook_id: term(),
  google_id: term(),
  hashed_password: String.t() | nil,
  id: Ecto.UUID.t() | integer() | nil,
  inserted_at: term(),
  is_admin: term(),
  lobby: term(),
  lobby_id: term(),
  metadata: map(),
  password: term(),
  profile_url: term(),
  steam_id: term(),
  updated_at: term()
}


      


The public user struct used across the application.

  


        

      

      
        Functions


        


  
    
      
    
    
      admin_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for admin updates.

  



  
    
      
    
    
      apple_oauth_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for Apple OAuth registration.
It accepts email and Apple ID.

  



  
    
      
    
    
      attach_device_changeset(user, attrs)



        
          
        

    

  


  

Changeset used when a device_id is present (linking device_id to user).
Ensures device_id is stored on user record and enforces uniqueness by DB
constraint.

  



  
    
      
    
    
      confirm_changeset(user)



        
          
        

    

  


  

Confirms the account by setting confirmed_at.

  



  
    
      
    
    
      device_changeset(user, attrs)



        
          
        

    

  


  

A user changeset used for device-based logins where there is no email.
Device users are created with optional display_name and metadata and are
immediately confirmed so the SDK can receive tokens without email confirmation.

  



  
    
      
    
    
      discord_oauth_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for Discord OAuth registration.
It accepts email and Discord fields.

  



  
    
      
    
    
      display_name_changeset(user, attrs)



        
          
        

    

  


  

A simple changeset for updating a user's display name.

  



    

  
    
      
    
    
      email_changeset(user, attrs, opts \\ [])



        
          
        

    

  


  

A user changeset for registering or changing the email.
It requires the email to change otherwise an error is added.
Options
	:validate_unique - Set to false if you don't want to validate the
uniqueness of the email, useful when displaying live validations.
Defaults to true.


  



  
    
      
    
    
      facebook_oauth_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for Facebook OAuth registration.
It accepts email and Facebook ID.

  



  
    
      
    
    
      google_oauth_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for Google OAuth registration.
It accepts email and Google ID.

  



    

  
    
      
    
    
      password_changeset(user, attrs, opts \\ [])



        
          
        

    

  


  

A user changeset for changing the password.
It is important to validate the length of the password, as long passwords may
be very expensive to hash for certain algorithms.
Options
	:hash_password - Hashes the password so it can be stored securely
in the database and ensures the password field is cleared to prevent
leaks in the logs. If password hashing is not needed and clearing the
password field is not desired (like when using this changeset for
validations on a LiveView form), this option can be set to false.
Defaults to true.


  



    

  
    
      
    
    
      registration_changeset(user, attrs, opts \\ [])



        
          
        

    

  


  

A user changeset for registering a new user.

  



  
    
      
    
    
      steam_oauth_changeset(user, attrs)



        
          
        

    

  


  

A user changeset for Steam OpenID registration.
Expects steam_id and optional profile fields.

  



  
    
      
    
    
      valid_password?(arg1, password)



        
          
        

    

  


  

Verifies the password.
If there is no user or the user doesn't have a password, we call
Bcrypt.no_user_verify/0 to avoid timing attacks.

  


        

      


  

    
GameServer.Accounts.UserNotifier 
    



      
Small helpers used to deliver transactional emails for the Accounts flow
(confirmation, magic link, and email change instructions).
These functions are thin wrappers over the configured application Mailer.

      


      
        Summary


  
    Functions
  


    
      
        deliver_confirmation_instructions(user, url)

      


    


    
      
        deliver_login_instructions(user, url)

      


        Deliver instructions to log in with a magic link.



    


    
      
        deliver_test_email(recipient)

      


        Send a simple test email to the given recipient address. Used by admin tools
to verify SMTP configuration and delivery.
Returns the same shape as deliver/3.



    


    
      
        deliver_update_email_instructions(user, url)

      


        Deliver instructions to update a user email.



    





      


      
        Functions


        


  
    
      
    
    
      deliver_confirmation_instructions(user, url)



        
          
        

    

  


  


  



  
    
      
    
    
      deliver_login_instructions(user, url)



        
          
        

    

  


  

Deliver instructions to log in with a magic link.

  



  
    
      
    
    
      deliver_test_email(recipient)



        
          
        

    

  


  

Send a simple test email to the given recipient address. Used by admin tools
to verify SMTP configuration and delivery.
Returns the same shape as deliver/3.

  



  
    
      
    
    
      deliver_update_email_instructions(user, url)



        
          
        

    

  


  

Deliver instructions to update a user email.

  


        

      


  

    
GameServer.Accounts.UserToken 
    



      
Functions and schema for persistent user tokens used by sessions, magic links,
and email-change workflows.
Tokens generated by this module are stored hashed when sent via email and
stored raw for session tokens (which are signed). The module provides helper
queries for verification and convenient builders used throughout the app.

      


      
        Summary


  
    Functions
  


    
      
        build_email_token(user, context)

      


        Builds a token and its hash to be delivered to the user's email.



    


    
      
        build_session_token(user)

      


        Generates a token that will be stored in a signed place,
such as session or cookie. As they are signed, those
tokens do not need to be hashed.



    


    
      
        verify_change_email_token_query(token, context)

      


        Checks if the token is valid and returns its underlying lookup query.



    


    
      
        verify_magic_link_token_query(token)

      


        Checks if the token is valid and returns its underlying lookup query.



    


    
      
        verify_session_token_query(token)

      


        Checks if the token is valid and returns its underlying lookup query.



    





      


      
        Functions


        


  
    
      
    
    
      build_email_token(user, context)



        
          
        

    

  


  

Builds a token and its hash to be delivered to the user's email.
The non-hashed token is sent to the user email while the
hashed part is stored in the database. The original token cannot be reconstructed,
which means anyone with read-only access to the database cannot directly use
the token in the application to gain access. Furthermore, if the user changes
their email in the system, the tokens sent to the previous email are no longer
valid.
Users can easily adapt the existing code to provide other types of delivery methods,
for example, by phone numbers.

  



  
    
      
    
    
      build_session_token(user)



        
          
        

    

  


  

Generates a token that will be stored in a signed place,
such as session or cookie. As they are signed, those
tokens do not need to be hashed.
The reason why we store session tokens in the database, even
though Phoenix already provides a session cookie, is because
Phoenix' default session cookies are not persisted, they are
simply signed and potentially encrypted. This means they are
valid indefinitely, unless you change the signing/encryption
salt.
Therefore, storing them allows individual user
sessions to be expired. The token system can also be extended
to store additional data, such as the device used for logging in.
You could then use this information to display all valid sessions
and devices in the UI and allow users to explicitly expire any
session they deem invalid.

  



  
    
      
    
    
      verify_change_email_token_query(token, context)



        
          
        

    

  


  

Checks if the token is valid and returns its underlying lookup query.
The query returns the user_token found by the token, if any.
This is used to validate requests to change the user
email.
The given token is valid if it matches its hashed counterpart in the
database and if it has not expired (after @change_email_validity_in_days).
The context must always start with "change:".

  



  
    
      
    
    
      verify_magic_link_token_query(token)



        
          
        

    

  


  

Checks if the token is valid and returns its underlying lookup query.
If found, the query returns a tuple of the form {user, token}.
The given token is valid if it matches its hashed counterpart in the
database. This function also checks if the token is being used within
15 minutes. The context of a magic link token is always "login".

  



  
    
      
    
    
      verify_session_token_query(token)



        
          
        

    

  


  

Checks if the token is valid and returns its underlying lookup query.
The query returns the user found by the token, if any, along with the token's creation time.
The token is valid if it matches the value in the database and it has
not expired (after @session_validity_in_days).

  


        

      


  

    
GameServer.Apple 
    



      
Apple OAuth client secret generation for Ueberauth.
Apple requires client secrets to be generated dynamically as they expire after 6 months.
This module handles the generation and caching of Apple client secrets.

      


      
        Summary


  
    Functions
  


    
      
        client_secret(config \\ [])

      


        Generates or retrieves a cached Apple client secret.



    





      


      
        Functions


        


    

  
    
      
    
    
      client_secret(config \\ [])



        
          
        

    

  


  

      

          @spec client_secret(keyword()) :: String.t()


      


Generates or retrieves a cached Apple client secret.
Returns the client secret string, either from cache or newly generated.

  


        

      


  

    
GameServer.Friends 
    



      
Friends context - handles friend requests and relationships.
Basic semantics:
	A single friendships row represents a directed request from requester -> target.
	status: "pending" | "accepted" | "rejected" | "blocked"

	When a user accepts a pending incoming request, that request becomes accepted.
If a reverse pending request exists, it will be removed to avoid duplicate rows.
	Listing friends returns the other user from rows with status accepted in either
direction.


      


      
        Summary


  
    Functions
  


    
      
        accept_friend_request(friendship_id, user)

      


        Accept a friend request (only the target may accept). Returns {:ok, friendship}.



    


    
      
        block_friend_request(friendship_id, user)

      


        Block an incoming request (only the target may block). Returns {:ok, friendship} with status "blocked".



    


    
      
        cancel_request(friendship_id, user)

      


        Cancel an outgoing friend request (only the requester may cancel).



    


    
      
        count_blocked_for_user(user_id)

      


        Count blocked friendships for a user (number of blocked rows where user is target).



    


    
      
        count_friends_for_user(user_id)

      


        Count accepted friends for a given user (distinct other user ids).



    


    
      
        count_incoming_requests(user_id)

      


        Count incoming pending friend requests for a user.



    


    
      
        count_outgoing_requests(user_id)

      


        Count outgoing pending friend requests for a user.



    


    
      
        create_request(requester_id, target_id)

      


        Create a friend request from requester -> target.
  If a reverse pending request exists (target -> requester) it will be accepted instead.
  Returns {:ok, friendship} on success or {:error, reason}.



    


    
      
        get_by_pair(requester_id, target_id)

      


        Get friendship between two users (ordered requester->target) if exists



    


    
      
        get_friendship!(id)

      


        Get friendship by id



    


    
      
        list_blocked_for_user(user_id, opts \\ [])

      


        List blocked friendships for a user (Friendship structs where the user is the blocker / target).



    


    
      
        list_friends_for_user(user_id, opts \\ [])

      


        List accepted friends for a given user id - returns list of User structs.



    


    
      
        list_incoming_requests(user_id, opts \\ [])

      


        List incoming pending friend requests for a user (Friendship structs).



    


    
      
        list_outgoing_requests(user_id, opts \\ [])

      


        List outgoing pending friend requests for a user (Friendship structs).



    


    
      
        reject_friend_request(friendship_id, user)

      


        Reject a friend request (only the target may reject). Returns {:ok, friendship}.



    


    
      
        remove_friend(user_id, friend_id)

      


        Remove a friendship (either direction) - only participating users may call this.



    


    
      
        subscribe_user(user_id)

      


    


    
      
        unblock_friendship(friendship_id, user)

      


        Unblock a previously-blocked friendship (only the user who blocked may unblock). Returns {:ok, :unblocked} on success.



    


    
      
        unsubscribe_user(user_id)

      


    





      


      
        Functions


        


  
    
      
    
    
      accept_friend_request(friendship_id, user)



        
          
        

    

  


  

Accept a friend request (only the target may accept). Returns {:ok, friendship}.

  



  
    
      
    
    
      block_friend_request(friendship_id, user)



        
          
        

    

  


  

Block an incoming request (only the target may block). Returns {:ok, friendship} with status "blocked".

  



  
    
      
    
    
      cancel_request(friendship_id, user)



        
          
        

    

  


  

Cancel an outgoing friend request (only the requester may cancel).

  



  
    
      
    
    
      count_blocked_for_user(user_id)



        
          
        

    

  


  

Count blocked friendships for a user (number of blocked rows where user is target).

  



  
    
      
    
    
      count_friends_for_user(user_id)



        
          
        

    

  


  

Count accepted friends for a given user (distinct other user ids).

  



  
    
      
    
    
      count_incoming_requests(user_id)



        
          
        

    

  


  

Count incoming pending friend requests for a user.

  



  
    
      
    
    
      count_outgoing_requests(user_id)



        
          
        

    

  


  

Count outgoing pending friend requests for a user.

  



  
    
      
    
    
      create_request(requester_id, target_id)



        
          
        

    

  


  

      

          @spec create_request(GameServer.Accounts.User.t() | integer(), integer()) ::
  {:ok, GameServer.Friends.Friendship.t()} | {:error, any()}


      


Create a friend request from requester -> target.
  If a reverse pending request exists (target -> requester) it will be accepted instead.
  Returns {:ok, friendship} on success or {:error, reason}.

  



  
    
      
    
    
      get_by_pair(requester_id, target_id)



        
          
        

    

  


  

Get friendship between two users (ordered requester->target) if exists

  



  
    
      
    
    
      get_friendship!(id)



        
          
        

    

  


  

Get friendship by id

  



    

  
    
      
    
    
      list_blocked_for_user(user_id, opts \\ [])



        
          
        

    

  


  

List blocked friendships for a user (Friendship structs where the user is the blocker / target).

  



    

  
    
      
    
    
      list_friends_for_user(user_id, opts \\ [])



        
          
        

    

  


  

List accepted friends for a given user id - returns list of User structs.

  



    

  
    
      
    
    
      list_incoming_requests(user_id, opts \\ [])



        
          
        

    

  


  

List incoming pending friend requests for a user (Friendship structs).

  



    

  
    
      
    
    
      list_outgoing_requests(user_id, opts \\ [])



        
          
        

    

  


  

List outgoing pending friend requests for a user (Friendship structs).

  



  
    
      
    
    
      reject_friend_request(friendship_id, user)



        
          
        

    

  


  

Reject a friend request (only the target may reject). Returns {:ok, friendship}.

  



  
    
      
    
    
      remove_friend(user_id, friend_id)



        
          
        

    

  


  

Remove a friendship (either direction) - only participating users may call this.

  



  
    
      
    
    
      subscribe_user(user_id)



        
          
        

    

  


  


  



  
    
      
    
    
      unblock_friendship(friendship_id, user)



        
          
        

    

  


  

Unblock a previously-blocked friendship (only the user who blocked may unblock). Returns {:ok, :unblocked} on success.

  



  
    
      
    
    
      unsubscribe_user(user_id)



        
          
        

    

  


  


  


        

      


  

    
GameServer.Friends.Friendship 
    



      
Ecto schema representing a friendship/request between two users.
The friendship object stores the requester and the target user together with
a status field which can be "pending", "accepted", "rejected" or
"blocked".

      


      
        Summary


  
    Types
  


    
      
        t()

      


        A friendship/request record between two users.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.Friends.Friendship{
  __meta__: term(),
  id: integer() | nil,
  inserted_at: term(),
  requester: term(),
  requester_id: integer() | nil,
  status: String.t(),
  target: term(),
  target_id: integer() | nil,
  updated_at: term()
}


      


A friendship/request record between two users.

  


        

      


  

    
GameServer.Hooks behaviour
    



      
Behaviour for application-level hooks / callbacks.
Implement this behaviour to receive lifecycle events from core flows
(registration, login, provider linking, deletion) and run custom logic.
A module implementing this behaviour can be configured with
config :game_server, :hooks_module, MyApp.HooksImpl
The default implementation is GameServer.Hooks.Default which is a no-op.

      


      
        Summary


  
    Types
  


    
      
        hook_result(attrs_or_user)

      


    





  
    Callbacks
  


    
      
        after_lobby_create(term)

      


    


    
      
        after_lobby_delete(term)

      


    


    
      
        after_lobby_host_change(term, term)

      


    


    
      
        after_lobby_join(t, term)

      


    


    
      
        after_lobby_leave(t, term)

      


    


    
      
        after_lobby_update(term)

      


    


    
      
        after_user_kicked(t, t, term)

      


    


    
      
        after_user_login(t)

      


    


    
      
        after_user_register(t)

      


    


    
      
        before_lobby_create(map)

      


    


    
      
        before_lobby_delete(term)

      


    


    
      
        before_lobby_join(t, term, term)

      


    


    
      
        before_lobby_leave(t, term)

      


    


    
      
        before_lobby_update(term, map)

      


    


    
      
        before_user_kicked(t, t, term)

      


    





  
    Functions
  


    
      
        call(name, args \\ [], opts \\ [])

      


        Call an arbitrary function exported by the configured hooks module.



    


    
      
        caller()

      


        When a hooks function is executed via call/3 or internal_call/3, an
optional :caller can be provided in the options. The caller will be
injected into the spawned task's process dictionary and is accessible via
GameServer.Hooks.caller/0 (the raw value) or caller_id/0 (the numeric id
when the value is a user struct or map containing :id).



    


    
      
        caller_id()

      


    


    
      
        caller_user()

      


        Return the user struct for the current caller when available. This will
  attempt to resolve the caller via GameServer.Accounts.get_user!/1 when the
  caller is an integer id or a map containing an :id key. Returns nil when
  no caller or user is found.



    


    
      
        exported_functions()

      


        Return a list of exported functions on the currently registered hooks module.



    


    
      
        internal_call(name, args \\ [], opts \\ [])

      


        Call an internal lifecycle callback. When a callback is missing this
  returns a sensible default (eg. {:ok, attrs} for before callbacks) so
  domain code doesn't need to handle missing hooks specially in most cases.



    


    
      
        module()

      


        Return the configured module that implements the hooks behaviour.



    


    
      
        register_file(path)

      


        Register a module from a source file at runtime. We capture any
compiler output (warnings or compile-time prints) and record a
timestamp and status (ok, ok_with_warnings, error) in application
environment so the admin UI can display diagnostics.



    





      


      
        Types


        


  
    
      
    
    
      hook_result(attrs_or_user)



        
          
        

    

  


  

      

          @type hook_result(attrs_or_user) :: {:ok, attrs_or_user} | {:error, term()}


      



  


        

      

      
        Callbacks


        


  
    
      
    
    
      after_lobby_create(term)



        
          
        

    

  


  

      

          @callback after_lobby_create(term()) :: any()


      



  



  
    
      
    
    
      after_lobby_delete(term)



        
          
        

    

  


  

      

          @callback after_lobby_delete(term()) :: any()


      



  



  
    
      
    
    
      after_lobby_host_change(term, term)



        
          
        

    

  


  

      

          @callback after_lobby_host_change(term(), term()) :: any()


      



  



  
    
      
    
    
      after_lobby_join(t, term)



        
          
        

    

  


  

      

          @callback after_lobby_join(GameServer.Accounts.User.t(), term()) :: any()


      



  



  
    
      
    
    
      after_lobby_leave(t, term)



        
          
        

    

  


  

      

          @callback after_lobby_leave(GameServer.Accounts.User.t(), term()) :: any()


      



  



  
    
      
    
    
      after_lobby_update(term)



        
          
        

    

  


  

      

          @callback after_lobby_update(term()) :: any()


      



  



  
    
      
    
    
      after_user_kicked(t, t, term)



        
          
        

    

  


  

      

          @callback after_user_kicked(
  GameServer.Accounts.User.t(),
  GameServer.Accounts.User.t(),
  term()
) :: any()


      



  



  
    
      
    
    
      after_user_login(t)



        
          
        

    

  


  

      

          @callback after_user_login(GameServer.Accounts.User.t()) :: any()


      



  



  
    
      
    
    
      after_user_register(t)



        
          
        

    

  


  

      

          @callback after_user_register(GameServer.Accounts.User.t()) :: any()


      



  



  
    
      
    
    
      before_lobby_create(map)



        
          
        

    

  


  

      

          @callback before_lobby_create(map()) :: hook_result(map())


      



  



  
    
      
    
    
      before_lobby_delete(term)



        
          
        

    

  


  

      

          @callback before_lobby_delete(term()) :: hook_result(term())


      



  



  
    
      
    
    
      before_lobby_join(t, term, term)



        
          
        

    

  


  

      

          @callback before_lobby_join(GameServer.Accounts.User.t(), term(), term()) ::
  hook_result({GameServer.Accounts.User.t(), term(), term()})


      



  



  
    
      
    
    
      before_lobby_leave(t, term)



        
          
        

    

  


  

      

          @callback before_lobby_leave(GameServer.Accounts.User.t(), term()) ::
  hook_result({GameServer.Accounts.User.t(), term()})


      



  



  
    
      
    
    
      before_lobby_update(term, map)



        
          
        

    

  


  

      

          @callback before_lobby_update(term(), map()) :: hook_result(map())


      



  



  
    
      
    
    
      before_user_kicked(t, t, term)



        
          
        

    

  


  

      

          @callback before_user_kicked(
  GameServer.Accounts.User.t(),
  GameServer.Accounts.User.t(),
  term()
) ::
  hook_result(
    {GameServer.Accounts.User.t(), GameServer.Accounts.User.t(), term()}
  )


      



  


        

      

      
        Functions


        


    

    

  
    
      
    
    
      call(name, args \\ [], opts \\ [])



        
          
        

    

  


  

Call an arbitrary function exported by the configured hooks module.
This is a safe wrapper that checks function existence, enforces an allow-list
if configured and runs the call inside a short Task with a configurable
timeout to avoid long-running user code.
Returns {:ok, result} | {:error, reason}

  



  
    
      
    
    
      caller()



        
          
        

    

  


  

      

          @spec caller() :: any() | nil


      


When a hooks function is executed via call/3 or internal_call/3, an
optional :caller can be provided in the options. The caller will be
injected into the spawned task's process dictionary and is accessible via
GameServer.Hooks.caller/0 (the raw value) or caller_id/0 (the numeric id
when the value is a user struct or map containing :id).

  



  
    
      
    
    
      caller_id()



        
          
        

    

  


  

      

          @spec caller_id() :: integer() | nil


      



  



  
    
      
    
    
      caller_user()



        
          
        

    

  


  

      

          @spec caller_user() :: GameServer.Accounts.User.t() | nil


      


Return the user struct for the current caller when available. This will
  attempt to resolve the caller via GameServer.Accounts.get_user!/1 when the
  caller is an integer id or a map containing an :id key. Returns nil when
  no caller or user is found.

  



  
    
      
    
    
      exported_functions()



        
          
        

    

  


  

Return a list of exported functions on the currently registered hooks module.
The result is a list of maps like: [%{name: "start_game", arities: [2,3]}, ...]
This is useful for tooling and admin UI to display what RPCs are available.

  



    

    

  
    
      
    
    
      internal_call(name, args \\ [], opts \\ [])



        
          
        

    

  


  

Call an internal lifecycle callback. When a callback is missing this
  returns a sensible default (eg. {:ok, attrs} for before callbacks) so
  domain code doesn't need to handle missing hooks specially in most cases.

  



  
    
      
    
    
      module()



        
          
        

    

  


  

Return the configured module that implements the hooks behaviour.

  



  
    
      
    
    
      register_file(path)



        
          
        

    

  


  

Register a module from a source file at runtime. We capture any
compiler output (warnings or compile-time prints) and record a
timestamp and status (ok, ok_with_warnings, error) in application
environment so the admin UI can display diagnostics.

  


        

      


  

    
GameServer.Hooks.Default 
    



      
Default no-op implementation for GameServer.Hooks

      




  

    
GameServer.Hooks.Watcher 
    



      
Small file-watcher that will automatically register a hooks implementation
from a source file specified in config: :game_server, :hooks_file_path
It polls the file's mtime every few seconds and will recompile & register
the module when the file changes. This provides a simple and robust way
for developers to point the app at a local hook implementation and have
it hot-reload when edited.

      


      
        Summary


  
    Functions
  


    
      
        child_spec(init_arg)

      


        Returns a specification to start this module under a supervisor.



    


    
      
        start_link(opts)

      


    





      


      
        Functions


        


  
    
      
    
    
      child_spec(init_arg)



        
          
        

    

  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
    
    
      start_link(opts)



        
          
        

    

  


  


  


        

      


  

    
GameServer.Lobbies 
    



      
Context module for lobby management: creating, updating, listing and searching lobbies.
This module contains the core domain operations; more advanced membership and
permission logic will be added in follow-up tasks.
PubSub Events
This module broadcasts the following events:
	"lobbies" topic (global lobby list changes):
	{:lobby_created, lobby} - a new lobby was created
	{:lobby_updated, lobby} - a lobby was updated
	{:lobby_deleted, lobby_id} - a lobby was deleted


	"lobby:<lobby_id>" topic (per-lobby membership changes):
	{:user_joined, lobby_id, user_id} - a user joined the lobby
	{:user_left, lobby_id, user_id} - a user left the lobby
	{:user_kicked, lobby_id, user_id} - a user was kicked from the lobby
	{:lobby_updated, lobby} - the lobby settings were updated
	{:host_changed, lobby_id, new_host_id} - the host changed (e.g., after host leaves)




      


      
        Summary


  
    Functions
  


    
      
        can_edit_lobby?(arg1, lobby)

      


        Check if a user can edit a lobby (is host or lobby is hostless).



    


    
      
        can_view_lobby?(user, lobby)

      


        Check if a user can view a lobby's details.
Users can view any lobby they can see in the list.



    


    
      
        change_lobby(lobby, attrs \\ %{})

      


    


    
      
        count_list_lobbies(filters \\ %{})

      


        Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.



    


    
      
        create_lobby(attrs \\ %{})

      


    


    
      
        create_membership(attrs)

      


    


    
      
        delete_lobby(lobby)

      


    


    
      
        delete_membership(user)

      


    


    
      
        get_lobby(id)

      


    


    
      
        get_lobby!(id)

      


    


    
      
        join_lobby(user, lobby_arg, opts \\ %{})

      


    


    
      
        kick_user(arg1, lobby, arg3)

      


        Kick a user from a lobby. Only the host can kick users.
Returns {:ok, user} on success, {:error, reason} on failure.



    


    
      
        leave_lobby(user)

      


    


    
      
        list_all_lobbies(opts \\ [])

      


        List ALL lobbies including hidden ones. For admin use only.



    


    
      
        list_lobbies(filters \\ %{}, opts \\ [])

      


        List lobbies. Accepts optional search filters: %{q: string}



    


    
      
        list_lobbies_for_user(user, filters \\ %{}, opts \\ [])

      


        List lobbies visible to a specific user.
Includes the user's own lobby even if it's hidden.



    


    
      
        list_memberships_for_lobby(lobby_id)

      


    


    
      
        subscribe_lobbies()

      


        Subscribe to global lobby events (lobby created, updated, deleted).



    


    
      
        subscribe_lobby(lobby_id)

      


        Subscribe to a specific lobby's events (membership changes, updates).



    


    
      
        unsubscribe_lobby(lobby_id)

      


        Unsubscribe from a specific lobby's events.



    


    
      
        update_lobby(lobby, attrs)

      


    


    
      
        update_lobby_by_host(user, lobby, attrs)

      


    





      


      
        Functions


        


  
    
      
    
    
      can_edit_lobby?(arg1, lobby)



        
          
        

    

  


  

Check if a user can edit a lobby (is host or lobby is hostless).

  



  
    
      
    
    
      can_view_lobby?(user, lobby)



        
          
        

    

  


  

Check if a user can view a lobby's details.
Users can view any lobby they can see in the list.

  



    

  
    
      
    
    
      change_lobby(lobby, attrs \\ %{})



        
          
        

    

  


  


  



    

  
    
      
    
    
      count_list_lobbies(filters \\ %{})



        
          
        

    

  


  

Count lobbies matching filters (excludes hidden ones unless admin list used). If metadata filters are supplied, they will be applied after fetching.

  



    

  
    
      
    
    
      create_lobby(attrs \\ %{})



        
          
        

    

  


  


  



  
    
      
    
    
      create_membership(attrs)



        
          
        

    

  


  


  



  
    
      
    
    
      delete_lobby(lobby)



        
          
        

    

  


  


  



  
    
      
    
    
      delete_membership(user)



        
          
        

    

  


  


  



  
    
      
    
    
      get_lobby(id)



        
          
        

    

  


  


  



  
    
      
    
    
      get_lobby!(id)



        
          
        

    

  


  


  



    

  
    
      
    
    
      join_lobby(user, lobby_arg, opts \\ %{})



        
          
        

    

  


  


  



  
    
      
    
    
      kick_user(arg1, lobby, arg3)



        
          
        

    

  


  

Kick a user from a lobby. Only the host can kick users.
Returns {:ok, user} on success, {:error, reason} on failure.

  



  
    
      
    
    
      leave_lobby(user)



        
          
        

    

  


  


  



    

  
    
      
    
    
      list_all_lobbies(opts \\ [])



        
          
        

    

  


  

List ALL lobbies including hidden ones. For admin use only.

  



    

    

  
    
      
    
    
      list_lobbies(filters \\ %{}, opts \\ [])



        
          
        

    

  


  

List lobbies. Accepts optional search filters: %{q: string}

  



    

    

  
    
      
    
    
      list_lobbies_for_user(user, filters \\ %{}, opts \\ [])



        
          
        

    

  


  

List lobbies visible to a specific user.
Includes the user's own lobby even if it's hidden.

  



  
    
      
    
    
      list_memberships_for_lobby(lobby_id)



        
          
        

    

  


  


  



  
    
      
    
    
      subscribe_lobbies()



        
          
        

    

  


  

Subscribe to global lobby events (lobby created, updated, deleted).

  



  
    
      
    
    
      subscribe_lobby(lobby_id)



        
          
        

    

  


  

Subscribe to a specific lobby's events (membership changes, updates).

  



  
    
      
    
    
      unsubscribe_lobby(lobby_id)



        
          
        

    

  


  

Unsubscribe from a specific lobby's events.

  



  
    
      
    
    
      update_lobby(lobby, attrs)



        
          
        

    

  


  


  



  
    
      
    
    
      update_lobby_by_host(user, lobby, attrs)



        
          
        

    

  


  


  


        

      


  

    
GameServer.Lobbies.Lobby 
    



      
Ecto schema for the lobbies table and changeset helpers.
A lobby represents a game room with basic settings (title, host, capacity,
visibility, lock/password and arbitrary metadata).

      


      
        Summary


  
    Functions
  


    
      
        changeset(lobby, attrs)

      


    





      


      
        Functions


        


  
    
      
    
    
      changeset(lobby, attrs)



        
          
        

    

  


  


  


        

      


  

    
GameServer.Mailer 
    




      
        Summary


  
    Functions
  


    
      
        deliver(email, config \\ [])

      


        Delivers an email.



    


    
      
        deliver!(email, config \\ [])

      


        Delivers an email, raises on error.



    


    
      
        deliver_many(emails, config \\ [])

      


        Delivers a list of emails.



    





      


      
        Functions


        


    

  
    
      
    
    
      deliver(email, config \\ [])



        
          
        

    

  


  

      

          @spec deliver(Swoosh.Email.t(), Keyword.t()) :: {:ok, term()} | {:error, term()}


      


Delivers an email.
If the email is delivered it returns an {:ok, result} tuple. If it fails,
returns an {:error, error} tuple.

  



    

  
    
      
    
    
      deliver!(email, config \\ [])



        
          
        

    

  


  

      

          @spec deliver!(Swoosh.Email.t(), Keyword.t()) :: term() | no_return()


      


Delivers an email, raises on error.
If the email is delivered, it returns the result. If it fails, it raises
a DeliveryError.

  



    

  
    
      
    
    
      deliver_many(emails, config \\ [])



        
          
        

    

  


  

      

          @spec deliver_many(
  [
    %Swoosh.Email{
      assigns: term(),
      attachments: term(),
      bcc: term(),
      cc: term(),
      from: term(),
      headers: term(),
      html_body: term(),
      private: term(),
      provider_options: term(),
      reply_to: term(),
      subject: term(),
      text_body: term(),
      to: term()
    }
  ],
  Keyword.t()
) :: {:ok, term()} | {:error, term()}


      


Delivers a list of emails.
It accepts a list of %Swoosh.Email{} as its first parameter.

  


        

      


  

    
GameServer.OAuth.Exchanger 
    



      
Default implementation for exchanging OAuth codes with providers.
This module is intentionally small and works with the Req library.
Tests may replace the exchanger via application config for easier stubbing.

      


      
        Summary


  
    Functions
  


    
      
        exchange_apple_code(code, client_id, client_secret, redirect_uri, opts \\ [])

      


    


    
      
        exchange_discord_code(code, client_id, client_secret, redirect_uri, opts \\ [])

      


    


    
      
        exchange_facebook_code(code, client_id, client_secret, redirect_uri, opts \\ [])

      


    


    
      
        exchange_google_code(code, client_id, client_secret, redirect_uri, opts \\ [])

      


    


    
      
        exchange_steam_code(code)

      


    


    
      
        exchange_steam_ticket(ticket, opts \\ [])

      


        Verify a Steam auth ticket using ISteamUserAuth/AuthenticateUserTicket/v1



    


    
      
        get_player_profile(steamid)

      


        Fetch a public Steam profile for a given steamid using GetPlayerSummaries.
Returns {:ok, map} or {:error, reason}.



    





      


      
        Functions


        


    

  
    
      
    
    
      exchange_apple_code(code, client_id, client_secret, redirect_uri, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange_apple_code(String.t(), String.t(), String.t(), String.t(), keyword()) ::
  {:ok, map()} | {:error, term()}


      



  



    

  
    
      
    
    
      exchange_discord_code(code, client_id, client_secret, redirect_uri, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange_discord_code(String.t(), String.t(), String.t(), String.t(), keyword()) ::
  {:ok, map()} | {:error, term()}


      



  



    

  
    
      
    
    
      exchange_facebook_code(code, client_id, client_secret, redirect_uri, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange_facebook_code(
  String.t(),
  String.t(),
  String.t(),
  String.t(),
  keyword()
) ::
  {:ok, map()} | {:error, term()}


      



  



    

  
    
      
    
    
      exchange_google_code(code, client_id, client_secret, redirect_uri, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange_google_code(String.t(), String.t(), String.t(), String.t(), keyword()) ::
  {:ok, map()} | {:error, term()}


      



  



  
    
      
    
    
      exchange_steam_code(code)



        
          
        

    

  


  

      

          @spec exchange_steam_code(String.t()) :: {:ok, map()} | {:error, term()}


      



  



    

  
    
      
    
    
      exchange_steam_ticket(ticket, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange_steam_ticket(
  String.t(),
  keyword()
) :: {:ok, map()} | {:error, term()}


      


Verify a Steam auth ticket using ISteamUserAuth/AuthenticateUserTicket/v1
Expects a ticket (binary blob) returned by the Steamworks client SDK. Returns
{:ok, user_info} on successful verification or {:error, reason} on failure.

  



  
    
      
    
    
      get_player_profile(steamid)



        
          
        

    

  


  

Fetch a public Steam profile for a given steamid using GetPlayerSummaries.
Returns {:ok, map} or {:error, reason}.

  


        

      


  

    
GameServer.OAuthSession 
    



      
Simple Ecto schema for OAuth session polling used by client SDKs.
OAuth sessions allow multi-step auth flows (popup or mobile) where the SDK
polls for completion status (pending/completed/failed). The schema stores
provider-specific data in the data field for debugging and eventing.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        A short-lived OAuth session used for polling by SDKs.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServer.OAuthSession{
  __meta__: term(),
  data: map(),
  id: integer() | nil,
  inserted_at: term(),
  provider: String.t(),
  session_id: String.t(),
  status: String.t(),
  updated_at: term()
}


      


A short-lived OAuth session used for polling by SDKs.

  


        

      


  

    
GameServer.OAuthSessions 
    



      
Helpers for creating and retrieving short-lived OAuth sessions.

      


      
        Summary


  
    Functions
  


    
      
        create_session(session_id, attrs \\ %{})

      


    


    
      
        get_session(session_id)

      


    


    
      
        update_session(session_id, attrs)

      


    





      


      
        Functions


        


    

  
    
      
    
    
      create_session(session_id, attrs \\ %{})



        
          
        

    

  


  

      

          @spec create_session(String.t(), map()) ::
  {:ok, GameServer.OAuthSession.t()} | {:error, Ecto.Changeset.t()}


      



  



  
    
      
    
    
      get_session(session_id)



        
          
        

    

  


  

      

          @spec get_session(String.t()) :: GameServer.OAuthSession.t() | nil


      



  



  
    
      
    
    
      update_session(session_id, attrs)



        
          
        

    

  


  

      

          @spec update_session(String.t(), map()) ::
  {:ok, GameServer.OAuthSession.t()} | {:error, Ecto.Changeset.t()} | :not_found


      



  


        

      


  

    
GameServer.Repo 
    




      
        Summary


  
    Functions
  


    
      
        aggregate(queryable, aggregate, opts \\ [])

      


        Callback implementation for Ecto.Repo.aggregate/3.



    


    
      
        aggregate(queryable, aggregate, field, opts)

      


        Callback implementation for Ecto.Repo.aggregate/4.



    


    
      
        all(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.all/2.



    


    
      
        all_by(queryable, clauses, opts \\ [])

      


        Callback implementation for Ecto.Repo.all_by/3.



    


    
      
        checked_out?()

      


        Callback implementation for Ecto.Repo.checked_out?/0.



    


    
      
        checkout(fun, opts \\ [])

      


        Callback implementation for Ecto.Repo.checkout/2.



    


    
      
        child_spec(opts)

      


    


    
      
        config()

      


        Callback implementation for Ecto.Repo.config/0.



    


    
      
        default_options(operation)

      


        Callback implementation for Ecto.Repo.default_options/1.



    


    
      
        delete(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.delete/2.



    


    
      
        delete!(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.delete!/2.



    


    
      
        delete_all(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.delete_all/2.



    


    
      
        disconnect_all(interval, opts \\ [])

      


        Forces all connections in the repo pool to disconnect within the given interval.



    


    
      
        exists?(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.exists?/2.



    


    
      
        explain(operation, queryable, opts \\ [])

      


        Executes an EXPLAIN statement or similar for the given query according to its kind and the
adapter in the given repository.



    


    
      
        get(queryable, id, opts \\ [])

      


        Callback implementation for Ecto.Repo.get/3.



    


    
      
        get!(queryable, id, opts \\ [])

      


        Callback implementation for Ecto.Repo.get!/3.



    


    
      
        get_by(queryable, clauses, opts \\ [])

      


        Callback implementation for Ecto.Repo.get_by/3.



    


    
      
        get_by!(queryable, clauses, opts \\ [])

      


        Callback implementation for Ecto.Repo.get_by!/3.



    


    
      
        get_dynamic_repo()

      


        Callback implementation for Ecto.Repo.get_dynamic_repo/0.



    


    
      
        in_transaction?()

      


        Callback implementation for Ecto.Repo.in_transaction?/0.



    


    
      
        insert(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.insert/2.



    


    
      
        insert!(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.insert!/2.



    


    
      
        insert_all(schema_or_source, entries, opts \\ [])

      


        Callback implementation for Ecto.Repo.insert_all/3.



    


    
      
        insert_or_update(changeset, opts \\ [])

      


        Callback implementation for Ecto.Repo.insert_or_update/2.



    


    
      
        insert_or_update!(changeset, opts \\ [])

      


        Callback implementation for Ecto.Repo.insert_or_update!/2.



    


    
      
        load(schema_or_types, data)

      


        Callback implementation for Ecto.Repo.load/2.



    


    
      
        one(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.one/2.



    


    
      
        one!(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.one!/2.



    


    
      
        preload(struct_or_structs_or_nil, preloads, opts \\ [])

      


        Callback implementation for Ecto.Repo.preload/3.



    


    
      
        prepare_query(operation, query, opts)

      


        Callback implementation for Ecto.Repo.prepare_query/3.



    


    
      
        prepare_transaction(fun_or_multi, opts)

      


        Callback implementation for Ecto.Repo.prepare_transaction/2.



    


    
      
        put_dynamic_repo(dynamic)

      


        Callback implementation for Ecto.Repo.put_dynamic_repo/1.



    


    
      
        query(sql, params \\ [], opts \\ [])

      


        Runs a custom SQL query.



    


    
      
        query!(sql, params \\ [], opts \\ [])

      


        Same as query/3 but returns result directly without :ok tuple
and raises on invalid queries



    


    
      
        query_many(sql, params \\ [], opts \\ [])

      


        Runs a custom SQL query that returns multiple results on the given repo.



    


    
      
        query_many!(sql, params \\ [], opts \\ [])

      


        Same as query_many/4 but returns result directly without :ok tuple
and raises on invalid queries



    


    
      
        reload(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.reload/2.



    


    
      
        reload!(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.reload!/2.



    


    
      
        rollback(value)

      


        Callback implementation for Ecto.Repo.rollback/1.



    


    
      
        start_link(opts \\ [])

      


        Callback implementation for Ecto.Repo.start_link/1.



    


    
      
        stop(timeout \\ 5000)

      


        Callback implementation for Ecto.Repo.stop/1.



    


    
      
        stream(queryable, opts \\ [])

      


        Callback implementation for Ecto.Repo.stream/2.



    


    
      
        to_sql(operation, queryable)

      


        Converts the given query to SQL according to its kind and the
adapter in the given repository.



    


    
      
        transact(fun_or_multi, opts \\ [])

      


        Callback implementation for Ecto.Repo.transact/2.



    


    
      
        transaction(fun_or_multi, opts \\ [])

      


        Callback implementation for Ecto.Repo.transaction/2.



    


    
      
        update(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.update/2.



    


    
      
        update!(struct, opts \\ [])

      


        Callback implementation for Ecto.Repo.update!/2.



    


    
      
        update_all(queryable, updates, opts \\ [])

      


        Callback implementation for Ecto.Repo.update_all/3.



    





      


      
        Functions


        


    

  
    
      
    
    
      aggregate(queryable, aggregate, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.aggregate/3.

  



  
    
      
    
    
      aggregate(queryable, aggregate, field, opts)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.aggregate/4.

  



    

  
    
      
    
    
      all(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.all/2.

  



    

  
    
      
    
    
      all_by(queryable, clauses, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.all_by/3.

  



  
    
      
    
    
      checked_out?()



        
          
        

    

  


  

Callback implementation for Ecto.Repo.checked_out?/0.

  



    

  
    
      
    
    
      checkout(fun, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.checkout/2.

  



  
    
      
    
    
      child_spec(opts)



        
          
        

    

  


  


  



  
    
      
    
    
      config()



        
          
        

    

  


  

Callback implementation for Ecto.Repo.config/0.

  



  
    
      
    
    
      default_options(operation)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.default_options/1.

  



    

  
    
      
    
    
      delete(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.delete/2.

  



    

  
    
      
    
    
      delete!(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.delete!/2.

  



    

  
    
      
    
    
      delete_all(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.delete_all/2.

  



    

  
    
      
    
    
      disconnect_all(interval, opts \\ [])



        
          
        

    

  


  

      

          @spec disconnect_all(non_neg_integer(), opts :: Keyword.t()) :: :ok


      


Forces all connections in the repo pool to disconnect within the given interval.
Once this function is called, the pool will disconnect all of its connections
as they are checked in or as they are pinged. Checked in connections will be
randomly disconnected within the given time interval. Pinged connections are
immediately disconnected - as they are idle (according to :idle_interval).
If the connection has a backoff configured (which is the case by default),
disconnecting means an attempt at a new connection will be done immediately
after, without starting a new process for each connection. However, if backoff
has been disabled, the connection process will terminate. In such cases,
disconnecting all connections may cause the pool supervisor to restart
depending on the max_restarts/max_seconds configuration of the pool,
so you will want to set those carefully.

  



    

  
    
      
    
    
      exists?(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.exists?/2.

  



    

  
    
      
    
    
      explain(operation, queryable, opts \\ [])



        
          
        

    

  


  

      

          @spec explain(
  :all | :update_all | :delete_all,
  Ecto.Queryable.t(),
  opts :: Keyword.t()
) ::
  String.t() | Exception.t() | [map()]


      


Executes an EXPLAIN statement or similar for the given query according to its kind and the
adapter in the given repository.
Examples
# Postgres
iex> MyRepo.explain(:all, Post)
"Seq Scan on posts p0  (cost=0.00..12.12 rows=1 width=443)"

iex> Ecto.Adapters.SQL.explain(Repo, :all, Post)
"Seq Scan on posts p0  (cost=0.00..12.12 rows=1 width=443)"

# MySQL
iex> MyRepo.explain(:all, from(p in Post, where: p.title == "title")) |> IO.puts()
+----+-------------+-------+------------+------+---------------+------+---------+------+------+----------+-------------+
| id | select_type | table | partitions | type | possible_keys | key  | key_len | ref  | rows | filtered | Extra       |
+----+-------------+-------+------------+------+---------------+------+---------+------+------+----------+-------------+
|  1 | SIMPLE      | p0    | NULL       | ALL  | NULL          | NULL | NULL    | NULL |    1 |    100.0 | Using where |
+----+-------------+-------+------------+------+---------------+------+---------+------+------+----------+-------------+

# Shared opts
iex> MyRepo.explain(:all, Post, analyze: true, timeout: 20_000)
"Seq Scan on posts p0  (cost=0.00..11.70 rows=170 width=443) (actual time=0.013..0.013 rows=0 loops=1)\nPlanning Time: 0.031 ms\nExecution Time: 0.021 ms"
It's safe to execute it for updates and deletes, no data change will be committed:
iex> MyRepo.explain(Repo, :update_all, from(p in Post, update: [set: [title: "new title"]]))
"Update on posts p0  (cost=0.00..11.70 rows=170 width=449)\n  ->  Seq Scan on posts p0  (cost=0.00..11.70 rows=170 width=449)"
This function is also available under the repository with name explain:
iex> MyRepo.explain(:all, from(p in Post, where: p.title == "title"))
"Seq Scan on posts p0  (cost=0.00..12.12 rows=1 width=443)\n  Filter: ((title)::text = 'title'::text)"
Options
Built-in adapters support passing opts to the EXPLAIN statement according to the following:
	Adapter	Supported opts
	Postgrex	analyze, verbose, costs, settings, buffers, timing, summary, format, plan
	MyXQL	format

All options except format are boolean valued and default to false.
The allowed format values are :map, :yaml, and :text:
	:map is the deserialized JSON encoding.
	:yaml and :text return the result as a string.

The built-in adapters support the following formats:
	Postgrex: :map, :yaml and :text
	MyXQL: :map and :text

The :plan option in Postgrex can take the values :custom or :fallback_generic. When :custom
is specified, the explain plan generated will consider the specific values of the query parameters
that are supplied. When using :fallback_generic, the specific values of the query parameters will
be ignored. :fallback_generic does not use PostgreSQL's built-in support for a generic explain
plan (available as of PostgreSQL 16), but instead uses a special implementation that works for PostgreSQL
versions 12 and above. Defaults to :custom.
Any other value passed to opts will be forwarded to the underlying adapter query function, including
shared Repo options such as :timeout. Non built-in adapters may have specific behaviour and you should
consult their documentation for more details.
For version compatibility, please check your database's documentation:
	Postgrex: PostgreSQL doc.
	MyXQL: MySQL doc.


  



    

  
    
      
    
    
      get(queryable, id, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.get/3.

  



    

  
    
      
    
    
      get!(queryable, id, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.get!/3.

  



    

  
    
      
    
    
      get_by(queryable, clauses, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.get_by/3.

  



    

  
    
      
    
    
      get_by!(queryable, clauses, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.get_by!/3.

  



  
    
      
    
    
      get_dynamic_repo()



        
          
        

    

  


  

Callback implementation for Ecto.Repo.get_dynamic_repo/0.

  



  
    
      
    
    
      in_transaction?()



        
          
        

    

  


  

Callback implementation for Ecto.Repo.in_transaction?/0.

  



    

  
    
      
    
    
      insert(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.insert/2.

  



    

  
    
      
    
    
      insert!(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.insert!/2.

  



    

  
    
      
    
    
      insert_all(schema_or_source, entries, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.insert_all/3.

  



    

  
    
      
    
    
      insert_or_update(changeset, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.insert_or_update/2.

  



    

  
    
      
    
    
      insert_or_update!(changeset, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.insert_or_update!/2.

  



  
    
      
    
    
      load(schema_or_types, data)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.load/2.

  



    

  
    
      
    
    
      one(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.one/2.

  



    

  
    
      
    
    
      one!(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.one!/2.

  



    

  
    
      
    
    
      preload(struct_or_structs_or_nil, preloads, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.preload/3.

  



  
    
      
    
    
      prepare_query(operation, query, opts)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.prepare_query/3.

  



  
    
      
    
    
      prepare_transaction(fun_or_multi, opts)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.prepare_transaction/2.

  



  
    
      
    
    
      put_dynamic_repo(dynamic)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.put_dynamic_repo/1.

  



    

    

  
    
      
    
    
      query(sql, params \\ [], opts \\ [])



        
          
        

    

  


  

      

          @spec query(iodata(), Ecto.Adapters.SQL.query_params(), Keyword.t()) ::
  {:ok, Ecto.Adapters.SQL.query_result()} | {:error, Exception.t()}


      


Runs a custom SQL query.
If the query was successful, it will return an :ok tuple containing
a map with at least two keys:
	:num_rows - the number of rows affected
	:rows - the result set as a list. nil may be returned
instead of the list if the command does not yield any row
as result (but still yields the number of affected rows,
like a delete command without returning would)

Options
	:log - When false, does not log the query
	:timeout - Execute request timeout, accepts: :infinity (default: 15000);

Examples
iex> MyRepo.query("SELECT $1::integer + $2", [40, 2])
{:ok, %{rows: [[42]], num_rows: 1}}

iex> Ecto.Adapters.SQL.query(MyRepo, "SELECT $1::integer + $2", [40, 2])
{:ok, %{rows: [[42]], num_rows: 1}}

  



    

    

  
    
      
    
    
      query!(sql, params \\ [], opts \\ [])



        
          
        

    

  


  

      

          @spec query!(iodata(), Ecto.Adapters.SQL.query_params(), Keyword.t()) ::
  Ecto.Adapters.SQL.query_result()


      


Same as query/3 but returns result directly without :ok tuple
and raises on invalid queries

  



    

    

  
    
      
    
    
      query_many(sql, params \\ [], opts \\ [])



        
          
        

    

  


  

      

          @spec query_many(iodata(), Ecto.Adapters.SQL.query_params(), Keyword.t()) ::
  {:ok, [Ecto.Adapters.SQL.query_result()]} | {:error, Exception.t()}


      


Runs a custom SQL query that returns multiple results on the given repo.
In case of success, it must return an :ok tuple containing a list of
maps with at least two keys:
	:num_rows - the number of rows affected

	:rows - the result set as a list. nil may be returned
instead of the list if the command does not yield any row
as result (but still yields the number of affected rows,
like a delete command without returning would)


Options
	:log - When false, does not log the query
	:timeout - Execute request timeout, accepts: :infinity (default: 15000);

Examples
iex> MyRepo.query_many("SELECT $1; SELECT $2;", [40, 2])
{:ok, [%{rows: [[40]], num_rows: 1}, %{rows: [[2]], num_rows: 1}]}

iex> Ecto.Adapters.SQL.query_many(MyRepo, "SELECT $1; SELECT $2;", [40, 2])
{:ok, [%{rows: [[40]], num_rows: 1}, %{rows: [[2]], num_rows: 1}]}

  



    

    

  
    
      
    
    
      query_many!(sql, params \\ [], opts \\ [])



        
          
        

    

  


  

      

          @spec query_many!(iodata(), Ecto.Adapters.SQL.query_params(), Keyword.t()) :: [
  Ecto.Adapters.SQL.query_result()
]


      


Same as query_many/4 but returns result directly without :ok tuple
and raises on invalid queries
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Callback implementation for Ecto.Repo.reload/2.

  



    

  
    
      
    
    
      reload!(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.reload!/2.

  



  
    
      
    
    
      rollback(value)



        
          
        

    

  


  

      

          @spec rollback(term()) :: no_return()


      


Callback implementation for Ecto.Repo.rollback/1.

  



    

  
    
      
    
    
      start_link(opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.start_link/1.

  



    

  
    
      
    
    
      stop(timeout \\ 5000)



        
          
        

    

  


  

Callback implementation for Ecto.Repo.stop/1.

  



    

  
    
      
    
    
      stream(queryable, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.stream/2.

  



  
    
      
    
    
      to_sql(operation, queryable)



        
          
        

    

  


  

      

          @spec to_sql(:all | :update_all | :delete_all, Ecto.Queryable.t()) ::
  {String.t(), Ecto.Adapters.SQL.query_params()}


      


Converts the given query to SQL according to its kind and the
adapter in the given repository.
Examples
The examples below are meant for reference. Each adapter will
return a different result:
iex> MyRepo.to_sql(:all, Post)
{"SELECT p.id, p.title, p.inserted_at, p.created_at FROM posts as p", []}

iex> MyRepo.to_sql(:update_all, from(p in Post, update: [set: [title: ^"hello"]]))
{"UPDATE posts AS p SET title = $1", ["hello"]}

iex> Ecto.Adapters.SQL.to_sql(:all, MyRepo, Post)
{"SELECT p.id, p.title, p.inserted_at, p.created_at FROM posts as p", []}

  



    

  
    
      
    
    
      transact(fun_or_multi, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.transact/2.

  



    

  
    
      
    
    
      transaction(fun_or_multi, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.transaction/2.

  



    

  
    
      
    
    
      update(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.update/2.

  



    

  
    
      
    
    
      update!(struct, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.update!/2.

  



    

  
    
      
    
    
      update_all(queryable, updates, opts \\ [])



        
          
        

    

  


  

Callback implementation for Ecto.Repo.update_all/3.

  


        

      


  

    
GameServer.Theme behaviour
    



      
Behaviour for pluggable site theming providers.
Implementations should provide a map-like theme object that the UI
and templates can render from. We ship a small JSON-backed default
implementation that reads a JSON file (see GameServer.Theme.JSONConfig).
Recommended keys in the theme map:
	"title" (string)
	"tagline" (string)
	"css" (string: public path to a CSS file such as "/theme/theme.css")
	"logo" (public URL path)
	"banner" (public URL path)
	"metadata" (map)


      


      
        Summary


  
    Callbacks
  


    
      
        get_setting(key)

      


    


    
      
        get_theme()

      


    


    
      
        reload()

      


    





      


      
        Callbacks


        


  
    
      
    
    
      get_setting(key)



        
          
        

    

  


  

      

          @callback get_setting(key :: atom() | String.t()) :: any()


      



  



  
    
      
    
    
      get_theme()



        
          
        

    

  


  

      

          @callback get_theme() :: map()


      



  



  
    
      
    
    
      reload()



        
          
        

    

  


  

      

          @callback reload() :: :ok | {:error, term()}


      



  


        

      


  

    
GameServer.Theme.JSONConfig 
    



      
JSON-backed Theme provider. Reads a JSON file specified by the THEME_CONFIG
environment variable (single canonical runtime source) — e.g. THEME_CONFIG=theme/custom.json
The path may be relative to the project root (eg. "theme/default_config.json")
or an absolute path. When the file is missing we fall back to the built-in
default at priv/static/theme/default_config.json.
This implementation keeps things simple: every call will parse the JSON file
and return a map. There's also a reload/0 API for callers who want to
force a re-read (not required for normal usage).

      


      
        Summary


  
    Functions
  


    
      
        packaged_default()

      


        Return the packaged default theme config found under priv/static/theme/default_config.json
as a map (or an empty map when missing/invalid). This is a convenience wrapper so other
modules can rely on a single source of truth for the packaged defaults.



    


    
      
        runtime_path()

      


        Returns the runtime THEME_CONFIG path if present and non-blank, otherwise nil.
This function intentionally treats blank env values as unset.



    





      


      
        Functions


        


  
    
      
    
    
      packaged_default()



        
          
        

    

  


  

Return the packaged default theme config found under priv/static/theme/default_config.json
as a map (or an empty map when missing/invalid). This is a convenience wrapper so other
modules can rely on a single source of truth for the packaged defaults.

  



  
    
      
    
    
      runtime_path()



        
          
        

    

  


  

Returns the runtime THEME_CONFIG path if present and non-blank, otherwise nil.
This function intentionally treats blank env values as unset.

  


        

      


  

    
GameServerWeb 
    



      
The entrypoint for defining your web interface, such
as controllers, components, channels, and so on.
This can be used in your application as:
use GameServerWeb, :controller
use GameServerWeb, :html
The definitions below will be executed for every controller,
component, etc, so keep them short and clean, focused
on imports, uses and aliases.
Do NOT define functions inside the quoted expressions
below. Instead, define additional modules and import
those modules here.

      


      
        Summary


  
    Functions
  


    
      
        __using__(which)

      


        When used, dispatch to the appropriate controller/live_view/etc.



    


    
      
        channel()

      


    


    
      
        controller()

      


    


    
      
        html()

      


    


    
      
        live_component()

      


    


    
      
        live_view()

      


    


    
      
        router()

      


    


    
      
        static_paths()

      


    


    
      
        verified_routes()

      


    





      


      
        Functions


        


  
    
      
    
    
      __using__(which)


        (macro)


        
          
        

    

  


  

When used, dispatch to the appropriate controller/live_view/etc.

  



  
    
      
    
    
      channel()



        
          
        

    

  


  


  



  
    
      
    
    
      controller()
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      live_component()



        
          
        

    

  


  


  



  
    
      
    
    
      live_view()



        
          
        

    

  


  


  



  
    
      
    
    
      router()



        
          
        

    

  


  


  



  
    
      
    
    
      static_paths()



        
          
        

    

  


  


  



  
    
      
    
    
      verified_routes()



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.AdminLive.Config 
    






  

    
GameServerWeb.AdminLive.Index 
    






  

    
GameServerWeb.AdminLive.Lobbies 
    






  

    
GameServerWeb.AdminLive.Sessions 
    






  

    
GameServerWeb.AdminLive.Users 
    






  

    
GameServerWeb.AdminLive.Users.Index 
    



      
Admin LiveView for listing and managing users.
Shows a paginated list of users with quick actions to edit or delete.

      




  

    
GameServerWeb.Api.V1.FriendController 
    




      
        Summary


  
    Functions
  


    
      
        accept(conn, map)

      


    


    
      
        block(conn, map)

      


    


    
      
        blocked(conn, params)

      


    


    
      
        create(conn, params)

      


    


    
      
        delete(conn, map)

      


    


    
      
        index(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        reject(conn, map)

      


    


    
      
        requests(conn, params)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        unblock(conn, map)

      


    





      


      
        Functions


        


  
    
      
    
    
      accept(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      block(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      blocked(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      create(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      delete(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      index(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      reject(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      requests(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      shared_security()



        
          
        

    

  


  


  



  
    
      
    
    
      shared_tags()



        
          
        

    

  


  


  



  
    
      
    
    
      unblock(conn, map)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.HealthController 
    



      
Health check endpoint for the API.

      


      
        Summary


  
    Functions
  


    
      
        index(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    





      


      
        Functions


        


  
    
      
    
    
      index(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      shared_security()



        
          
        

    

  


  


  



  
    
      
    
    
      shared_tags()



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.HookController 
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    Functions
  


    
      
        index(conn, params)

      


    


    
      
        invoke(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    





      


      
        Functions


        


  
    
      
    
    
      index(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      invoke(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      shared_security()



        
          
        

    

  


  


  



  
    
      
    
    
      shared_tags()



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.LobbyController 
    




      
        Summary


  
    Functions
  


    
      
        create(conn, params)

      


    


    
      
        index(conn, params)

      


    


    
      
        join(conn, params)

      


    


    
      
        kick(conn, map)

      


    


    
      
        leave(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        update(conn, params)

      


    





      


      
        Functions


        


  
    
      
    
    
      create(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      index(conn, params)
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      leave(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()
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      update(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.MeController 
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    Functions
  


    
      
        delete(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        show(conn, params)

      


    


    
      
        update_display_name(conn, params)

      


    


    
      
        update_password(conn, params)
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      delete(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()
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      show(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      update_display_name(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      update_password(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.MetadataController 
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        open_api_operation(action)
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        shared_tags()

      


    


    
      
        show(conn, params)

      


    





      


      
        Functions


        


  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      shared_security()
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      show(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.ProviderController 
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        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        unlink(conn, map)

      


    





      


      
        Functions


        


  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()
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GameServerWeb.Api.V1.SessionController 
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        create(conn, map)

      


    


    
      
        create_device(conn, map)

      


    


    
      
        delete(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        refresh(conn, arg2)
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      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()
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      shared_tags()



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Api.V1.UserController 
    




      
        Summary


  
    Functions
  


    
      
        index(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        show(conn, map)

      


    





      


      
        Functions


        


  
    
      
    
    
      index(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      shared_security()



        
          
        

    

  


  


  



  
    
      
    
    
      shared_tags()



        
          
        

    

  


  


  



  
    
      
    
    
      show(conn, map)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.ApiSpec 
    



      
OpenAPI specification for the Game Server API.

      




  

    
GameServerWeb.Auth.AssignCurrentScope 
    



      
Plug to assign current_scope from Guardian's loaded user resource.
This ensures compatibility with the existing scope-based authorization system.

      


      
        Summary


  
    Functions
  


    
      
        call(conn, opts)

      


    


    
      
        init(opts)

      


    





      


      
        Functions


        


  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  


  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Auth.ErrorHandler 
    



      
Handles authentication errors for the Guardian pipeline.

      




  

    
GameServerWeb.Auth.Guardian 
    



      
Guardian implementation for JWT-based authentication.
This module handles encoding and decoding JWT tokens for API authentication.
It works alongside the existing session-based authentication for browser flows.

      


      
        Summary


  
    Functions
  


    
      
        after_encode_and_sign(r, claims, token, _)

      


        Callback implementation for Guardian.after_encode_and_sign/4.



    


    
      
        after_sign_in(conn, r, t, c, o)

      


        Callback implementation for Guardian.after_sign_in/5.



    


    
      
        before_sign_out(conn, location, opts)

      


        Callback implementation for Guardian.before_sign_out/3.



    


    
      
        build_claims(c, _, _)

      


        Callback implementation for Guardian.build_claims/3.



    


    
      
        config()

      


        Fetches the configuration for this module.



    


    
      
        config(key, default \\ nil)

      


        Returns a resolved value of the configuration found at a key.



    


    
      
        decode_and_verify(token, claims_to_check \\ %{}, opts \\ [])

      


        Decodes and verifies a token using the configuration on the implementation
module.



    


    
      
        default_token_type()

      


        The default type of token for this module.



    


    
      
        encode_and_sign(resource, claims \\ %{}, opts \\ [])

      


        Encodes the claims.



    


    
      
        exchange(token, from_type, to_type, opts \\ [])

      


        Exchanges a token of one type for another.



    


    
      
        on_exchange(old_stuff, new_stuff, options)

      


        Callback implementation for Guardian.on_exchange/3.



    


    
      
        on_refresh(old_stuff, new_stuff, options)

      


        Callback implementation for Guardian.on_refresh/3.



    


    
      
        on_revoke(claims, token, options)

      


        Callback implementation for Guardian.on_revoke/3.



    


    
      
        on_verify(claims, token, options)

      


        Callback implementation for Guardian.on_verify/3.



    


    
      
        peek(token)

      


        Provides the content of the token but without verification
of either the claims or the signature.



    


    
      
        refresh(old_token, opts \\ [])

      


        Refresh a token.



    


    
      
        resource_from_claims(arg1)

      


        Retrieves the user from the database using the subject (user ID) from the token.



    


    
      
        resource_from_token(token, claims_to_check \\ %{}, opts \\ [])

      


        Fetch the resource and claims directly from a token.



    


    
      
        revoke(token, opts \\ [])

      


        Revoke a token.



    


    
      
        sliding_cookie(current_claims, current_resource, opts \\ [])

      


        If Guardian.Plug.SlidingCookie is used, this callback will be invoked to
return the new claims, or an error (which will mean the cookie will not
be refreshed).



    


    
      
        subject_for_token(arg1, arg2)

      


        Encodes the user ID into the JWT token as the subject.



    


    
      
        verify_claims(claims, options)

      


        Callback implementation for Guardian.verify_claims/2.



    





      


      
        Functions


        


  
    
      
    
    
      after_encode_and_sign(r, claims, token, _)



        
          
        

    

  


  

Callback implementation for Guardian.after_encode_and_sign/4.

  



  
    
      
    
    
      after_sign_in(conn, r, t, c, o)



        
          
        

    

  


  

Callback implementation for Guardian.after_sign_in/5.

  



  
    
      
    
    
      before_sign_out(conn, location, opts)



        
          
        

    

  


  

Callback implementation for Guardian.before_sign_out/3.

  



  
    
      
    
    
      build_claims(c, _, _)



        
          
        

    

  


  

Callback implementation for Guardian.build_claims/3.

  



  
    
      
    
    
      config()



        
          
        

    

  


  

      

          @spec config() :: Keyword.t()


      


Fetches the configuration for this module.

  



    

  
    
      
    
    
      config(key, default \\ nil)



        
          
        

    

  


  

      

          @spec config(atom() | String.t(), any()) :: any()


      


Returns a resolved value of the configuration found at a key.
See Guardian.Config.resolve_value/1.

  



    

    

  
    
      
    
    
      decode_and_verify(token, claims_to_check \\ %{}, opts \\ [])



        
          
        

    

  


  

      

          @spec decode_and_verify(
  Guardian.Token.token(),
  Guardian.Token.claims(),
  Guardian.options()
) ::
  {:ok, Guardian.Token.claims()} | {:error, any()}


      


Decodes and verifies a token using the configuration on the implementation
module.
See Guardian.decode_and_verify/4.

  



  
    
      
    
    
      default_token_type()



        
          
        

    

  


  

      

          @spec default_token_type() :: String.t()


      


The default type of token for this module.

  



    

    

  
    
      
    
    
      encode_and_sign(resource, claims \\ %{}, opts \\ [])



        
          
        

    

  


  

      

          @spec encode_and_sign(any(), Guardian.Token.claims(), Guardian.options()) ::
  {:ok, Guardian.Token.token(), Guardian.Token.claims()} | {:error, any()}


      


Encodes the claims.
See Guardian.encode_and_sign/4 for more information.

  



    

  
    
      
    
    
      exchange(token, from_type, to_type, opts \\ [])



        
          
        

    

  


  

      

          @spec exchange(
  token :: Guardian.Token.token(),
  from_type :: String.t() | [String.t(), ...],
  to_type :: String.t(),
  options :: Guardian.options()
) ::
  {:ok, {Guardian.Token.token(), Guardian.Token.claims()},
   {Guardian.Token.token(), Guardian.Token.claims()}}
  | {:error, any()}


      


Exchanges a token of one type for another.
See Guardian.exchange for more information.

  



  
    
      
    
    
      on_exchange(old_stuff, new_stuff, options)



        
          
        

    

  


  

Callback implementation for Guardian.on_exchange/3.

  



  
    
      
    
    
      on_refresh(old_stuff, new_stuff, options)



        
          
        

    

  


  

Callback implementation for Guardian.on_refresh/3.

  



  
    
      
    
    
      on_revoke(claims, token, options)



        
          
        

    

  


  

Callback implementation for Guardian.on_revoke/3.

  



  
    
      
    
    
      on_verify(claims, token, options)



        
          
        

    

  


  

Callback implementation for Guardian.on_verify/3.

  



  
    
      
    
    
      peek(token)



        
          
        

    

  


  

      

          @spec peek(String.t()) :: map()


      


Provides the content of the token but without verification
of either the claims or the signature.
Claims will be present at the :claims key.
See Guardian.peek/2 for more information.

  



    

  
    
      
    
    
      refresh(old_token, opts \\ [])



        
          
        

    

  


  

      

          @spec refresh(Guardian.Token.token(), Guardian.options()) ::
  {:ok, {Guardian.Token.token(), Guardian.Token.claims()},
   {Guardian.Token.token(), Guardian.Token.claims()}}
  | {:error, any()}


      


Refresh a token.
See Guardian.refresh for more information.

  



  
    
      
    
    
      resource_from_claims(arg1)



        
          
        

    

  


  

Retrieves the user from the database using the subject (user ID) from the token.

  



    

    

  
    
      
    
    
      resource_from_token(token, claims_to_check \\ %{}, opts \\ [])



        
          
        

    

  


  

      

          @spec resource_from_token(
  token :: Guardian.Token.token(),
  claims_to_check :: Guardian.Token.claims() | nil,
  opts :: Guardian.options()
) :: {:ok, Guardian.Token.resource(), Guardian.Token.claims()} | {:error, any()}


      


Fetch the resource and claims directly from a token.
See Guardian.resource_from_token for more information.

  



    

  
    
      
    
    
      revoke(token, opts \\ [])



        
          
        

    

  


  

      

          @spec revoke(Guardian.Token.token(), Guardian.options()) ::
  {:ok, Guardian.Token.claims()} | {:error, any()}


      


Revoke a token.
See Guardian.revoke for more information.

  



    

  
    
      
    
    
      sliding_cookie(current_claims, current_resource, opts \\ [])



        
          
        

    

  


  

      

          @spec sliding_cookie(
  current_claims :: Guardian.Token.claims(),
  current_resource :: Guardian.Token.resource(),
  options :: Guardian.options()
) :: {:ok, new_claims :: Guardian.Token.claims()} | {:error, any()}


      


If Guardian.Plug.SlidingCookie is used, this callback will be invoked to
return the new claims, or an error (which will mean the cookie will not
be refreshed).

  



  
    
      
    
    
      subject_for_token(arg1, arg2)



        
          
        

    

  


  

Encodes the user ID into the JWT token as the subject.

  



  
    
      
    
    
      verify_claims(claims, options)



        
          
        

    

  


  

Callback implementation for Guardian.verify_claims/2.

  


        

      


  

    
GameServerWeb.Auth.Guardian.Plug 
    




      
        Summary


  
    Functions
  


    
      
        authenticated?(conn, opts \\ [])

      


    


    
      
        clear_remember_me(conn, opts \\ [])

      


    


    
      
        current_claims(conn, opts \\ [])

      


    


    
      
        current_resource(conn, opts \\ [])

      


    


    
      
        current_token(conn, opts \\ [])

      


    


    
      
        implementation()

      


    


    
      
        put_current_claims(conn, claims, opts \\ [])

      


    


    
      
        put_current_resource(conn, resource, opts \\ [])

      


    


    
      
        put_current_token(conn, token, opts \\ [])

      


    


    
      
        put_session_token(conn, token, opts \\ [])

      


    


    
      
        remember_me(conn, resource, claims \\ %{}, opts \\ [])

      


    


    
      
        remember_me_from_token(conn, token, claims \\ %{}, opts \\ [])

      


    


    
      
        sign_in(conn, resource, claims \\ %{}, opts \\ [])

      


    


    
      
        sign_out(conn, opts \\ [])

      


    





      


      
        Functions


        


    

  
    
      
    
    
      authenticated?(conn, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      clear_remember_me(conn, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      current_claims(conn, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      current_resource(conn, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      current_token(conn, opts \\ [])



        
          
        

    

  


  


  



  
    
      
    
    
      implementation()



        
          
        

    

  


  

      

          @spec implementation() :: GameServerWeb.Auth.Guardian


      



  



    

  
    
      
    
    
      put_current_claims(conn, claims, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      put_current_resource(conn, resource, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      put_current_token(conn, token, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      put_session_token(conn, token, opts \\ [])



        
          
        

    

  


  


  



    

    

  
    
      
    
    
      remember_me(conn, resource, claims \\ %{}, opts \\ [])



        
          
        

    

  


  


  



    

    

  
    
      
    
    
      remember_me_from_token(conn, token, claims \\ %{}, opts \\ [])



        
          
        

    

  


  

      

          @spec remember_me_from_token(
  Plug.Conn.t(),
  Guardian.Token.token(),
  Guardian.Token.claims(),
  Guardian.options()
) :: Plug.Conn.t()


      



  



    

    

  
    
      
    
    
      sign_in(conn, resource, claims \\ %{}, opts \\ [])



        
          
        

    

  


  


  



    

  
    
      
    
    
      sign_out(conn, opts \\ [])



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Auth.Pipeline 
    



      
Guardian pipeline for API JWT authentication.
This pipeline verifies JWT tokens from the Authorization header
and loads the current user into the connection assigns.

      


      
        Summary


  
    Functions
  


    
      
        call(conn, opts)

      


        Callback implementation for Plug.call/2.



    


    
      
        init(opts)

      


        Callback implementation for Plug.init/1.



    





      


      
        Functions


        


  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  

Callback implementation for Plug.call/2.

  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  

Callback implementation for Plug.init/1.

  


        

      


  

    
GameServerWeb.AuthController 
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        api_callback(conn, params)

      


    


    
      
        api_request(conn, map)

      


    


    
      
        api_session_status(conn, map)

      


    


    
      
        callback(conn, params)

      


    


    
      
        delete(conn, params)

      


    


    
      
        open_api_operation(action)

      


    


    
      
        request(conn, map)

      


    


    
      
        shared_security()

      


    


    
      
        shared_tags()

      


    


    
      
        steam_callback(conn, params)

      


    





      


      
        Functions


        


  
    
      
    
    
      api_callback(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      api_request(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      api_session_status(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      callback(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      delete(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      open_api_operation(action)



        
          
        

    

  


  

      

          @spec open_api_operation(atom()) :: OpenApiSpex.Operation.t()


      



  



  
    
      
    
    
      request(conn, map)



        
          
        

    

  


  


  



  
    
      
    
    
      shared_security()



        
          
        

    

  


  


  



  
    
      
    
    
      shared_tags()



        
          
        

    

  


  


  



  
    
      
    
    
      steam_callback(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.AuthSuccessLive 
    






  

    
GameServerWeb.Components.DynamicIcon 
    



      
A tiny runtime SVG loader for hero-style icons stored under
priv/static/heroicons/.
Usage:
<.dynamic_icon name={"hero-book-open"} class="w-5 h-5" />
Behavior:
	Loads the raw SVG at runtime from priv/static/heroicons/<name>.svg
	Caches successful reads in an ETS cache for performance
	Falls back to the compiled <.icon> component when the SVG file is
missing or when the requested name is considered unsafe


      


      
        Summary


  
    Functions
  


    
      
        dynamic_icon(assigns)

      


        


    





      


      
        Functions


        


  
    
      
    
    
      dynamic_icon(assigns)



        
          
        

    

  


  

Attributes
	name (:string) (required)
	class (:string) - Defaults to "".


  


        

      


  

    
GameServerWeb.CoreComponents 
    



      
Provides core UI components.
At first glance, this module may seem daunting, but its goal is to provide
core building blocks for your application, such as tables, forms, and
inputs. The components consist mostly of markup and are well-documented
with doc strings and declarative assigns. You may customize and style
them in any way you want, based on your application growth and needs.
The foundation for styling is Tailwind CSS, a utility-first CSS framework,
augmented with daisyUI, a Tailwind CSS plugin that provides UI components
and themes. Here are useful references:
	daisyUI - a good place to get
started and see the available components.

	Tailwind CSS - the foundational framework
we build on. You will use it for layout, sizing, flexbox, grid, and
spacing.

	Heroicons - see icon/1 for usage.

	Phoenix.Component -
the component system used by Phoenix. Some components, such as <.link>
and <.form>, are defined there.



      


      
        Summary


  
    Functions
  


    
      
        button(assigns)

      


        Renders a button with navigation support.



    


    
      
        flash(assigns)

      


        Renders flash notices.



    


    
      
        header(assigns)

      


        Renders a header with title.



    


    
      
        hide(js \\ %JS{}, selector)

      


    


    
      
        icon(assigns)

      


        Renders a Heroicon.



    


    
      
        input(assigns)

      


        Renders an input with label and error messages.



    


    
      
        list(assigns)

      


        Renders a data list.



    


    
      
        show(js \\ %JS{}, selector)

      


    


    
      
        table(assigns)

      


        Renders a table with generic styling.



    


    
      
        translate_error(arg)

      


        Translates an error message using gettext.



    


    
      
        translate_errors(errors, field)

      


        Translates the errors for a field from a keyword list of errors.



    





      


      
        Functions


        


  
    
      
    
    
      button(assigns)



        
          
        

    

  


  

Renders a button with navigation support.
Examples
<.button>Send!</.button>
<.button phx-click="go" variant="primary">Send!</.button>
<.button navigate={~p"/"}>Home</.button>
Attributes
	class (:string)
	variant (:string) - Must be one of "primary".
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch", "method", "download", "name", "value", "disabled"].

Slots
	inner_block (required)


  



  
    
      
    
    
      flash(assigns)



        
          
        

    

  


  

Renders flash notices.
Examples
<.flash kind={:info} flash={@flash} />
<.flash kind={:info} phx-mounted={show("#flash")}>Welcome Back!</.flash>
Attributes
	id (:string) - the optional id of flash container.
	flash (:map) - the map of flash messages to display. Defaults to %{}.
	title (:string) - Defaults to nil.
	kind (:atom) - used for styling and flash lookup. Must be one of :info, or :error.
	Global attributes are accepted. the arbitrary HTML attributes to add to the flash container.

Slots
	inner_block - the optional inner block that renders the flash message.


  



  
    
      
    
    
      header(assigns)



        
          
        

    

  


  

Renders a header with title.
Slots
	inner_block (required)
	subtitle
	actions


  



    

  
    
      
    
    
      hide(js \\ %JS{}, selector)



        
          
        

    

  


  


  



  
    
      
    
    
      icon(assigns)



        
          
        

    

  


  

Renders a Heroicon.
Heroicons come in three styles – outline, solid, and mini.
By default, the outline style is used, but solid and mini may
be applied by using the -solid and -mini suffix.
You can customize the size and colors of the icons by setting
width, height, and background color classes.
Icons are extracted from the deps/heroicons directory and bundled within
your compiled app.css by the plugin in assets/vendor/heroicons.js.
Examples
<.icon name="hero-x-mark" />
<.icon name="hero-arrow-path" class="ml-1 size-3 motion-safe:animate-spin" />
Attributes
	name (:string) (required)
	class (:string) - Defaults to "size-4".


  



  
    
      
    
    
      input(assigns)



        
          
        

    

  


  

Renders an input with label and error messages.
A Phoenix.HTML.FormField may be passed as argument,
which is used to retrieve the input name, id, and values.
Otherwise all attributes may be passed explicitly.
Types
This function accepts all HTML input types, considering that:
	You may also set type="select" to render a <select> tag

	type="checkbox" is used exclusively to render boolean values

	For live file uploads, see Phoenix.Component.live_file_input/1


See https://developer.mozilla.org/en-US/docs/Web/HTML/Element/input
for more information. Unsupported types, such as hidden and radio,
are best written directly in your templates.
Examples
<.input field={@form[:email]} type="email" />
<.input name="my-input" errors={["oh no!"]} />
Attributes
	id (:any) - Defaults to nil.
	name (:any)
	label (:string) - Defaults to nil.
	value (:any)
	type (:string) - Defaults to "text". Must be one of "checkbox", "color", "date", "datetime-local", "email", "file", "month", "number", "password", "search", "select", "tel", "text", "textarea", "time", "url", or "week".
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email].
	errors (:list) - Defaults to [].
	checked (:boolean) - the checked flag for checkbox inputs.
	prompt (:string) - the prompt for select inputs. Defaults to nil.
	options (:list) - the options to pass to Phoenix.HTML.Form.options_for_select/2.
	multiple (:boolean) - the multiple flag for select inputs. Defaults to false.
	class (:string) - the input class to use over defaults. Defaults to nil.
	error_class (:string) - the input error class to use over defaults. Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["accept", "autocomplete", "capture", "cols", "disabled", "form", "list", "max", "maxlength", "min", "minlength", "multiple", "pattern", "placeholder", "readonly", "required", "rows", "size", "step"].


  



  
    
      
    
    
      list(assigns)



        
          
        

    

  


  

Renders a data list.
Examples
<.list>
  <:item title="Title">{@post.title}</:item>
  <:item title="Views">{@post.views}</:item>
</.list>
Slots
	item (required) - Accepts attributes:	title (:string) (required)




  



    

  
    
      
    
    
      show(js \\ %JS{}, selector)



        
          
        

    

  


  


  



  
    
      
    
    
      table(assigns)



        
          
        

    

  


  

Renders a table with generic styling.
Examples
<.table id="users" rows={@users}>
  <:col :let={user} label="id">{user.id}</:col>
  <:col :let={user} label="username">{user.username}</:col>
</.table>
Attributes
	id (:string) (required)
	rows (:list) (required)
	row_id (:any) - the function for generating the row id. Defaults to nil.
	row_click (:any) - the function for handling phx-click on each row. Defaults to nil.
	row_item (:any) - the function for mapping each row before calling the :col and :action slots. Defaults to &Function.identity/1.

Slots
	col (required) - Accepts attributes:	label (:string)


	action - the slot for showing user actions in the last table column.


  



  
    
      
    
    
      translate_error(arg)



        
          
        

    

  


  

Translates an error message using gettext.

  



  
    
      
    
    
      translate_errors(errors, field)



        
          
        

    

  


  

Translates the errors for a field from a keyword list of errors.

  


        

      


  

    
GameServerWeb.Endpoint 
    




      
        Summary


  
    Functions
  


    
      
        broadcast(topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.broadcast/3.



    


    
      
        broadcast!(topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.broadcast!/3.



    


    
      
        broadcast_from(from, topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.broadcast_from/4.



    


    
      
        broadcast_from!(from, topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.broadcast_from!/4.



    


    
      
        call(conn, opts)

      


        Callback implementation for Plug.call/2.



    


    
      
        child_spec(opts)

      


        Returns the child specification to start the endpoint
under a supervision tree.



    


    
      
        config(key, default \\ nil)

      


        Returns the endpoint configuration for key



    


    
      
        config_change(changed, removed)

      


        Reloads the configuration given the application environment changes.



    


    
      
        host()

      


        Returns the host for the given endpoint.



    


    
      
        init(opts)

      


        Callback implementation for Plug.init/1.



    


    
      
        local_broadcast(topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.local_broadcast/3.



    


    
      
        local_broadcast_from(from, topic, event, msg)

      


        Callback implementation for Phoenix.Endpoint.local_broadcast_from/4.



    


    
      
        path(path)

      


        Generates the path information when routing to this endpoint.



    


    
      
        script_name()

      


        Generates the script name.



    


    
      
        server_info(scheme)

      


        Returns the address and port that the server is running on



    


    
      
        start_link(opts \\ [])

      


        Starts the endpoint supervision tree.



    


    
      
        static_integrity(path)

      


        Generates a base64-encoded cryptographic hash (sha512) to a static file
in priv/static. Meant to be used for Subresource Integrity with CDNs.



    


    
      
        static_lookup(path)

      


        Returns a two item tuple with the first item being the static_path
and the second item being the static_integrity.



    


    
      
        static_path(path)

      


        Generates a route to a static file in priv/static.



    


    
      
        static_url()

      


        Generates the static URL without any path information.



    


    
      
        struct_url()

      


        Generates the endpoint base URL but as a URI struct.



    


    
      
        subscribe(topic, opts \\ [])

      


        Callback implementation for Phoenix.Endpoint.subscribe/2.



    


    
      
        unsubscribe(topic)

      


        Callback implementation for Phoenix.Endpoint.unsubscribe/1.



    


    
      
        url()

      


        Generates the endpoint base URL without any path information.



    





      


      
        Functions


        


  
    
      
    
    
      broadcast(topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.broadcast/3.

  



  
    
      
    
    
      broadcast!(topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.broadcast!/3.

  



  
    
      
    
    
      broadcast_from(from, topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.broadcast_from/4.

  



  
    
      
    
    
      broadcast_from!(from, topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.broadcast_from!/4.

  



  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  

Callback implementation for Plug.call/2.

  



  
    
      
    
    
      child_spec(opts)



        
          
        

    

  


  

Returns the child specification to start the endpoint
under a supervision tree.

  



    

  
    
      
    
    
      config(key, default \\ nil)



        
          
        

    

  


  

Returns the endpoint configuration for key
Returns default if the key does not exist.

  



  
    
      
    
    
      config_change(changed, removed)



        
          
        

    

  


  

Reloads the configuration given the application environment changes.

  



  
    
      
    
    
      host()



        
          
        

    

  


  

Returns the host for the given endpoint.

  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  

Callback implementation for Plug.init/1.

  



  
    
      
    
    
      local_broadcast(topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.local_broadcast/3.

  



  
    
      
    
    
      local_broadcast_from(from, topic, event, msg)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.local_broadcast_from/4.

  



  
    
      
    
    
      path(path)



        
          
        

    

  


  

Generates the path information when routing to this endpoint.

  



  
    
      
    
    
      script_name()



        
          
        

    

  


  

Generates the script name.

  



  
    
      
    
    
      server_info(scheme)



        
          
        

    

  


  

Returns the address and port that the server is running on

  



    

  
    
      
    
    
      start_link(opts \\ [])



        
          
        

    

  


  

Starts the endpoint supervision tree.
All other options are merged into the endpoint configuration.

  



  
    
      
    
    
      static_integrity(path)



        
          
        

    

  


  

Generates a base64-encoded cryptographic hash (sha512) to a static file
in priv/static. Meant to be used for Subresource Integrity with CDNs.

  



  
    
      
    
    
      static_lookup(path)



        
          
        

    

  


  

Returns a two item tuple with the first item being the static_path
and the second item being the static_integrity.

  



  
    
      
    
    
      static_path(path)



        
          
        

    

  


  

Generates a route to a static file in priv/static.

  



  
    
      
    
    
      static_url()



        
          
        

    

  


  

Generates the static URL without any path information.
It uses the configuration under :static_url to generate
such. It falls back to :url if :static_url is not set.

  



  
    
      
    
    
      struct_url()



        
          
        

    

  


  

Generates the endpoint base URL but as a URI struct.
It uses the configuration under :url to generate such.
Useful for manipulating the URL data and passing it to
URL helpers.

  



    

  
    
      
    
    
      subscribe(topic, opts \\ [])



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.subscribe/2.

  



  
    
      
    
    
      unsubscribe(topic)



        
          
        

    

  


  

Callback implementation for Phoenix.Endpoint.unsubscribe/1.

  



  
    
      
    
    
      url()



        
          
        

    

  


  

Generates the endpoint base URL without any path information.
It uses the configuration under :url to generate such.

  


        

      


  

    
GameServerWeb.ErrorHTML 
    



      
This module is invoked by your endpoint in case of errors on HTML requests.
See config/config.exs.

      


      
        Summary


  
    Functions
  


    
      
        render(template, assigns)

      


    





      


      
        Functions


        


  
    
      
    
    
      render(template, assigns)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.ErrorJSON 
    



      
This module is invoked by your endpoint in case of errors on JSON requests.
See config/config.exs.

      


      
        Summary


  
    Functions
  


    
      
        render(template, assigns)

      


    





      


      
        Functions


        


  
    
      
    
    
      render(template, assigns)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Gettext 
    



      
A module providing Internationalization with a gettext-based API.
By using Gettext, your module compiles translations
that you can use in your application. To use this Gettext backend module,
call use Gettext and pass it as an option:
use Gettext, backend: GameServerWeb.Gettext

# Simple translation
gettext("Here is the string to translate")

# Plural translation
ngettext("Here is the string to translate",
         "Here are the strings to translate",
         3)

# Domain-based translation
dgettext("errors", "Here is the error message to translate")
See the Gettext Docs for detailed usage.

      


      
        Summary


  
    Functions
  


    
      
        handle_missing_bindings(exception, incomplete)

      


        Callback implementation for Gettext.Backend.handle_missing_bindings/2.



    


    
      
        handle_missing_plural_translation(locale, domain, msgctxt, msgid, msgid_plural, n, bindings)

      


        Callback implementation for Gettext.Backend.handle_missing_plural_translation/7.



    


    
      
        handle_missing_translation(locale, domain, msgctxt, msgid, bindings)

      


        Callback implementation for Gettext.Backend.handle_missing_translation/5.



    





      


      
        Functions


        


  
    
      
    
    
      handle_missing_bindings(exception, incomplete)



        
          
        

    

  


  

Callback implementation for Gettext.Backend.handle_missing_bindings/2.

  



  
    
      
    
    
      handle_missing_plural_translation(locale, domain, msgctxt, msgid, msgid_plural, n, bindings)



        
          
        

    

  


  

Callback implementation for Gettext.Backend.handle_missing_plural_translation/7.

  



  
    
      
    
    
      handle_missing_translation(locale, domain, msgctxt, msgid, bindings)



        
          
        

    

  


  

Callback implementation for Gettext.Backend.handle_missing_translation/5.

  


        

      


  

    
GameServerWeb.Layouts 
    



      
This module holds layouts and related functionality
used by your application.

      


      
        Summary


  
    Functions
  


    
      
        app(assigns)

      


        Renders your app layout.



    


    
      
        flash_group(assigns)

      


        Shows the flash group with standard titles and content.



    


    
      
        root(assigns)

      


    


    
      
        theme_toggle(assigns)

      


        Provides dark vs light theme toggle based on themes defined in app.css.



    





      


      
        Functions


        


  
    
      
    
    
      app(assigns)



        
          
        

    

  


  

Renders your app layout.
This function is typically invoked from every template,
and it often contains your application menu, sidebar,
or similar.
Examples
<Layouts.app flash={@flash}>
  <h1>Content</h1>
</Layouts.app>
Attributes
	flash (:map) (required) - the map of flash messages.
	current_scope (:map) - the current scope. Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      flash_group(assigns)



        
          
        

    

  


  

Shows the flash group with standard titles and content.
Examples
<.flash_group flash={@flash} />
Attributes
	flash (:map) (required) - the map of flash messages.
	id (:string) - the optional id of flash container. Defaults to "flash-group".


  



  
    
      
    
    
      root(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      theme_toggle(assigns)



        
          
        

    

  


  

Provides dark vs light theme toggle based on themes defined in app.css.
See <head> in root.html.heex which applies the theme before page load.

  


        

      


  

    
GameServerWeb.LobbyChannel 
    



      
Channel for lobby realtime events.
Topic: "lobby:<lobby_id>"
Only users who are members of the lobby may join this channel. Membership is managed via the Lobbies context.
Events pushed to clients
	"user_joined" - A user joined the lobby. Payload: %{user_id: integer}
	"user_left" - A user left the lobby. Payload: %{user_id: integer}
	"user_kicked" - A user was kicked from the lobby. Payload: %{user_id: integer}
	"lobby_updated" - The lobby settings were updated. Payload: lobby object
	"host_changed" - The host changed. Payload: %{new_host_id: integer}


      


      
        Summary


  
    Functions
  


    
      
        child_spec(init_arg)

      


    


    
      
        start_link(triplet)

      


    





      


      
        Functions


        


  
    
      
    
    
      child_spec(init_arg)



        
          
        

    

  


  


  



  
    
      
    
    
      start_link(triplet)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.LobbyLive.Index 
    






  

    
GameServerWeb.OnMount.Theme 
    



      
on_mount helper for LiveView that ensures :theme is assigned on the
socket. LiveViews can rely on @theme being present whether rendering
via an HTTP request or a websocket socket lifecycle.

      


      
        Summary


  
    Functions
  


    
      
        on_mount(atom, params, session, socket)

      


    





      


      
        Functions


        


  
    
      
    
    
      on_mount(atom, params, session, socket)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.PageController 
    




      
        Summary


  
    Functions
  


    
      
        data_deletion(conn, params)

      


    


    
      
        home(conn, params)

      


    


    
      
        privacy(conn, params)

      


    


    
      
        terms(conn, params)

      


    





      


      
        Functions


        


  
    
      
    
    
      data_deletion(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      home(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      privacy(conn, params)



        
          
        

    

  


  


  



  
    
      
    
    
      terms(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.PageHTML 
    



      
This module contains pages rendered by PageController.
See the page_html directory for all templates available.

      


      
        Summary


  
    Functions
  


    
      
        data_deletion(assigns)

      


    


    
      
        home(assigns)

      


    


    
      
        privacy(assigns)

      


    


    
      
        terms(assigns)

      


    





      


      
        Functions


        


  
    
      
    
    
      data_deletion(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      home(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      privacy(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      terms(assigns)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Pagination 
    



      
Small helper to build pagination meta for API list endpoints.
Use as: GameServerWeb.Pagination.meta(page, page_size, count, total_count)

      


      
        Summary


  
    Functions
  


    
      
        meta(page, page_size, count, total_count)

      


    





      


      
        Functions


        


  
    
      
    
    
      meta(page, page_size, count, total_count)



        
          
        

    

  


  

      

          @spec meta(integer(), integer(), integer(), integer()) :: map()


      



  


        

      


  

    
GameServerWeb.Plugs.LoadTheme 
    



      
Plug that assigns the currently configured Theme provider's theme map as
conn.assigns.theme so templates and LiveViews can render config-driven
values like title, logo, banner and a css path (external stylesheet).
The active theme provider module is configured through:
  Application.get_env(:game_server, :theme_module) || GameServer.Theme.JSONConfig

      


      
        Summary


  
    Functions
  


    
      
        call(conn, opts)

      


    


    
      
        init(opts)

      


    





      


      
        Functions


        


  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  


  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Plugs.SentryContext 
    



      
A small Plug that sets Sentry scope information for each request.
If the request includes an authenticated user (via current_scope assign)
this plug will set the Sentry user context and add a couple of extra fields
(request_id and path). This helps Sentry group errors by user and gives
more telemetry context for debugging.

      


      
        Summary


  
    Functions
  


    
      
        call(conn, opts)

      


    


    
      
        init(opts)

      


    





      


      
        Functions


        


  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  


  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.PublicDocs 
    



      
Static LiveView that renders setup guides, API usage examples, and public
documentation pages for SDKs and provider setup instructions.

      




  

    
GameServerWeb.PublicDocsTemplates 
    



      
Embedded HEEx templates used by the public docs LiveView.
This module wraps embed_templates "public_docs/*" so templates can be
referenced from GameServerWeb.PublicDocs and keeps large static pages
cleanly separated into smaller .heex partials.

      


      
        Summary


  
    Functions
  


    
      
        apple_sign_in(assigns)

      


    


    
      
        data_schema(assigns)

      


    


    
      
        discord_oauth(assigns)

      


    


    
      
        email_setup(assigns)

      


    


    
      
        facebook_oauth(assigns)

      


    


    
      
        godot_sdk(assigns)

      


    


    
      
        google_oauth(assigns)

      


    


    
      
        js_sdk(assigns)

      


    


    
      
        postgresql_setup(assigns)

      


    


    
      
        sentry_setup(assigns)

      


    


    
      
        server_scripting(assigns)

      


    


    
      
        steam_openid(assigns)

      


    


    
      
        theme(assigns)

      


    





      


      
        Functions


        


  
    
      
    
    
      apple_sign_in(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      data_schema(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      discord_oauth(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      email_setup(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      facebook_oauth(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      godot_sdk(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      google_oauth(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      js_sdk(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      postgresql_setup(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      sentry_setup(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      server_scripting(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      steam_openid(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      theme(assigns)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Router 
    




      
        Summary


  
    Functions
  


    
      
        api(conn, _)

      


    


    
      
        api_auth(conn, _)

      


    


    
      
        browser(conn, _)

      


    


    
      
        call(conn, opts)

      


        Callback invoked by Plug on every request.



    


    
      
        formatted_routes(_)

      


        Callback implementation for Phoenix.VerifiedRoutes.formatted_routes/1.



    


    
      
        init(opts)

      


        Callback required by Plug that initializes the router
for serving web requests.



    


    
      
        oauth_callback(conn, _)

      


    


    
      
        verified_route?(_, split_path)

      


        Callback implementation for Phoenix.VerifiedRoutes.verified_route?/2.



    





      


      
        Functions


        


  
    
      
    
    
      api(conn, _)



        
          
        

    

  


  


  



  
    
      
    
    
      api_auth(conn, _)



        
          
        

    

  


  


  



  
    
      
    
    
      browser(conn, _)



        
          
        

    

  


  


  



  
    
      
    
    
      call(conn, opts)



        
          
        

    

  


  

Callback invoked by Plug on every request.

  



  
    
      
    
    
      formatted_routes(_)



        
          
        

    

  


  

Callback implementation for Phoenix.VerifiedRoutes.formatted_routes/1.

  



  
    
      
    
    
      init(opts)



        
          
        

    

  


  

Callback required by Plug that initializes the router
for serving web requests.

  



  
    
      
    
    
      oauth_callback(conn, _)



        
          
        

    

  


  


  



  
    
      
    
    
      verified_route?(_, split_path)



        
          
        

    

  


  

Callback implementation for Phoenix.VerifiedRoutes.verified_route?/2.

  


        

      


  

    
GameServerWeb.Schemas.ErrorResponse 
    



      
Error response schema

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        schema()

      


        Callback implementation for OpenApiSpex.Schema.schema/0.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServerWeb.Schemas.ErrorResponse{error: term()}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      schema()



        
          
        

    

  


  

Callback implementation for OpenApiSpex.Schema.schema/0.

  


        

      


  

    
GameServerWeb.Schemas.HealthResponse 
    



      
Health check response schema

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        schema()

      


        Callback implementation for OpenApiSpex.Schema.schema/0.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServerWeb.Schemas.HealthResponse{status: term(), timestamp: term()}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      schema()



        
          
        

    

  


  

Callback implementation for OpenApiSpex.Schema.schema/0.

  


        

      


  

    
GameServerWeb.Schemas.OAuthSessionData 
    



      
Describes the payload stored in OAuthSession.data when a session completes or errors.
Typical shapes stored here include authentication tokens and a small user object
when authentication succeeds, or a details field with error info when it fails.

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        schema()

      


        Callback implementation for OpenApiSpex.Schema.schema/0.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServerWeb.Schemas.OAuthSessionData{
  access_token: term(),
  details: term(),
  expires_in: term(),
  refresh_token: term()
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      schema()



        
          
        

    

  


  

Callback implementation for OpenApiSpex.Schema.schema/0.

  


        

      


  

    
GameServerWeb.Schemas.OAuthSessionStatus 
    



      
Schema describing the response for OAuth session status checks

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        schema()

      


        Callback implementation for OpenApiSpex.Schema.schema/0.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %GameServerWeb.Schemas.OAuthSessionStatus{
  data: term(),
  message: term(),
  status: term()
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      schema()



        
          
        

    

  


  

Callback implementation for OpenApiSpex.Schema.schema/0.

  


        

      


  

    
GameServerWeb.SwaggerController 
    




      
        Summary


  
    Functions
  


    
      
        index(conn, params)

      


    





      


      
        Functions


        


  
    
      
    
    
      index(conn, params)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.SwaggerHTML 
    




      
        Summary


  
    Functions
  


    
      
        index(assigns)

      


    





      


      
        Functions


        


  
    
      
    
    
      index(assigns)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.Telemetry 
    




      
        Summary


  
    Functions
  


    
      
        child_spec(init_arg)

      


        Returns a specification to start this module under a supervisor.



    


    
      
        metrics()

      


    


    
      
        start_link(arg)

      


    





      


      
        Functions


        


  
    
      
    
    
      child_spec(init_arg)



        
          
        

    

  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
    
    
      metrics()



        
          
        

    

  


  


  



  
    
      
    
    
      start_link(arg)



        
          
        

    

  


  


  


        

      


  

    
GameServerWeb.UserAuth 
    



      
Helpers for session / cookie based authentication and LiveView mounts.
This module provides routines used by controllers and LiveViews to manage
user sessions, remember-me cookies, and on_mount helpers for mounting the
authenticated current_scope for LiveViews.

      


      
        Summary


  
    Functions
  


    
      
        disconnect_sessions(tokens)

      


        Disconnects existing sockets for the given tokens.



    


    
      
        fetch_current_scope_for_user(conn, opts)

      


        Authenticates the user by looking into the session and remember me token.



    


    
      
        log_in_user(conn, user, params \\ %{})

      


        Logs the user in.



    


    
      
        log_out_user(conn)

      


        Logs the user out.



    


    
      
        on_mount(atom, params, session, socket)

      


        Handles mounting and authenticating the current_scope in LiveViews.



    


    
      
        require_admin_user(conn, opts)

      


        Plug for routes that require the user to be an admin.



    


    
      
        require_authenticated_user(conn, opts)

      


        Plug for routes that require the user to be authenticated.



    


    
      
        signed_in_path(arg1)

      


        Returns the path to redirect to after log in.



    





      


      
        Functions


        


  
    
      
    
    
      disconnect_sessions(tokens)



        
          
        

    

  


  

Disconnects existing sockets for the given tokens.

  



  
    
      
    
    
      fetch_current_scope_for_user(conn, opts)



        
          
        

    

  


  

Authenticates the user by looking into the session and remember me token.
Will reissue the session token if it is older than the configured age.

  



    

  
    
      
    
    
      log_in_user(conn, user, params \\ %{})



        
          
        

    

  


  

Logs the user in.
Redirects to the session's :user_return_to path
or falls back to the signed_in_path/1.

  



  
    
      
    
    
      log_out_user(conn)



        
          
        

    

  


  

Logs the user out.
It clears all session data for safety. See renew_session.

  



  
    
      
    
    
      on_mount(atom, params, session, socket)



        
          
        

    

  


  

Handles mounting and authenticating the current_scope in LiveViews.
on_mount arguments
	:mount_current_scope - Assigns current_scope
to socket assigns based on user_token, or nil if
there's no user_token or no matching user.

	:require_authenticated - Authenticates the user from the session,
and assigns the current_scope to socket assigns based
on user_token.
Redirects to login page if there's no logged user.


Examples
Use the on_mount lifecycle macro in LiveViews to mount or authenticate
the current_scope:
defmodule GameServerWeb.PageLive do
  use GameServerWeb, :live_view

  on_mount {GameServerWeb.UserAuth, :mount_current_scope}
  ...
end
Or use the live_session of your router to invoke the on_mount callback:
live_session :authenticated, on_mount: [{GameServerWeb.UserAuth, :require_authenticated}] do
  live "/profile", ProfileLive, :index
end
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Plug for routes that require the user to be an admin.
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Plug for routes that require the user to be authenticated.
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Returns the path to redirect to after log in.
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Channel for sending per-user realtime updates (e.g. metadata changes).
Topic: "user_updates:<user_id>"
Clients must authenticate the socket connection (JWT) and may only join topics belonging to their own user id.
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