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Interactive Game Design for Multiple Sessions With RMI Server and Client

This is a group assignment. Each group should consist of two people, and adhere to the following instructions. You are to write a Java application which will run a Java RMI server for a game of your own choice, or design. The idea is that a player can run a client program, and request for a game session.  The RMI server will then create a dedicated object, which will be the game server -  GS -   for the requesting client. 

The logical  architecture of the game is that there will be a master game server, MGS, and upon each client request a new game server dedicated to the requesting client will be instantiated. The client will play against the GS. The architecture is shown below.

First a client requests a game from the MGS. Second the MGS instantiates a dedicated game server, GS,  for the requesting client. Then the client and the game server play the game until it is over. The GS should be disposed of after the client has terminated the connection. The server may ask if the client wants another play, or may terminate the connection after one play.





Alternatively, the MGS may store client requests so that a client may play with another requesting client. In this client-to-client scenario, you need not instantiate the GS at all. Rather, clients will get connections to other clients, and the game will be played head-to-head. Again, after completion of the game, the clients may agree to another round, or the connection would terminate. The grading will be based on your careful implementation, attention to details, documentation (include a simple user manual), and robust play.
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