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Microservice

bekannte Domane
realitatsnah

self-organized Teams

modultibergreifend
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Konzeption

Die Domane entwerfen

Create robot swarms Mine Resources Engage in fights
You are a space cadet in the Galaxy of Morpheus The planets are rich of expensive resources. Mine Will you be a pacifist or a warmonger. Fight other
Create robots and enjoy your new adventure them and upgrade your fleet of robots, Beware of players in this battle of the galaxy.
pirates!

https://the-microservice-dungeon.github.io/docs/



Konzeption

Verstehen und schneiden
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Teams, Rollen und Aufgaben vertellen



, Rollen und Aufgaben verteilen

Ein Team je Service sowie
ein Support-Team (DevOps)



Teams, und Aufgaben verteilen

Gameplay Designer
Architekt:in

Product Owner
Software Developer
(Service / Player)



Teams, Rollen und

API Design
Technologie Auswabhl
Kommunikationswege

vertellen
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Verstandnis
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Nachvollziehbarkeit

2 3 4 5
FAKTOR (1=GAR NICHT, 6=SEHR GUT)
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ANZAHL DER STIMMEN
o

Hat Spald gemacht
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SPARFAKTOR (1=WENIG, 6=VIEL)
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Zufriedenheit
Projektergebnis
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MEINUNG (1=GAR NICHT, 6=SEHR)
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Publish/Subscribe Event-Driven Commwnication
on & durable Log

Publish/Subscribe Event-Drivgn Communication
using Point-To-Point, Channels

'
RabbitMG

Command Responses

\ i/
Commands-~

Synchronous Commands
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https://the-microservice-dungeon.gitlab.io/docs/docs/architecture-guide/

Publish/Subscribe Event-Driven Communication
on a durable Log

G R Game acts like a
Orchestrator or

a Gateway

Publish/Subscribe Event-Driven Communication



Publish/Subscribe E\nm—brlv’n Communication
using Point-To-Point,Channels
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Kommunikation

By Discord Inc. - https://discord.com/branding, CC BY-SA 4.0, https://commons.wikimedia.org/w/index.php?curid=126400808
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Inhaltliche Posts (gesamt = ~2600)

~ Infrastruktur

» Fachlichkeit

m Coding

~ Dokumentation

* Test

* Architektur
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~ local-dev-env mci-cd

“ monitoring = infrastructure = security
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Anzahl Tellnehmende
mit Posts (ohne MSA)
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—Alle Themen
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Momentan 3. lteration
~ 100.000 LoC

Verstetigung Im Rahmen
InnovationHub angestrebt



Vielen Dank!

Fragen?



Backup
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https://the-microservice-dungeon.gitlab.io/docs/docs/gameplay-guide/

Gelerntes
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LERNERWARTUNG (1=WENIGER, 5=MEHR)

Service-Qualitat
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ANZAHL DER STIMMEN
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2 3 4 5
EMPFINDEN (1=SCHLECHT, 6=GUT)
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