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1、傲慢与偏见

▸  
         ->  ->    
           

▸  
         
         
          

▸  
          
          
         1php vs 3~4  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适合什么类型的游戏？

▸  
      

▸  
slg rpg



PHP游戏开发

与WEB开发的差异

▸  
    web  
    

▸  
    web  
    

▸  
    web  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百万级DAU游戏的开发经验

▸    
    
     
      
      
   

▸  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▸  
   public function getByCache($cacheKey) { 

▸         //  
        if (!empty(self::$readCache[$cacheKey])) {  
             return self::$readCache[$cacheKey];  
         } 

▸        //   
       if(!empty($localCache)) {  
                self::$readCache[$cacheKey] = $localCache->get($cacheKey);  
        } 

▸        //  
       if(!empty($netCache)) { 
                self::$readCache[$cacheKey] = $netCache->get($cacheKey);  
                $localCache->set($cacheKey, self::$readCache[$cacheKey]);  
        }
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⼀些坑

▸  
        

▸ Yac  
         

▸  
         flush  
         redis   selectDb
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游戏数据的特点

▸

▸

▸
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选⽤REDIS

▸ Hash  
hash  

userid_111 : {  
           info: {}, bag:{}, item:{}…. 
}

▸

▸ zsort key-value cache
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REDIS的问题

▸

▸ gm

⼀些解决⽅案

▸ redis:  redis-storage

▸ leveldb
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5MS级别的业务请求处理时间

▸  

▸  

▸ api
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▸
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好处

▸ 5ms~10ms  

▸  
db 

▸  
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安全很重要

▸  
       

▸  
        
       1  
       2

 redis setnx
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⼀般外挂的处理

▸ ip  
       

▸  
        

▸  
         

▸  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⼀些⼩经验

▸  
    
     1)    
     2
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配置的规律化

▸ ID  
        
       Id =  +  
       600101  600100 + 1  

id  

▸  
    [[ , ]] 
     
    [[1, 2, 200]]      200  
     
    [[4, [[1,2,200]: 30, “”: 70]]]  // [1,1,200] 30%  

▸  
   [[ , id, min, max]] 
    
    [[1,1, 20, 999]]                // 20
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配置的⾃动化
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▸

▸  
 
     
    :  

▸  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Q&A

▸   

▸   

▸ github: https://github.com/shenzhe 

▸    

▸ :     http://www.swoole.com

https://github.com/shenzhe
http://www.swoole.com

