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Create a socket
Get name of server machine
Select a port
Bind socket to address and port
Listen for a connection
If connected...

Accept the connection
Print we got a connection
Close the connection
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My hostname is earth

I'm now connected to
('127.0.1.1', 45879)

Hello and Goodbye

#!/usr/bin/env python
#server1.py
import socket
soc = socket.socket()
hostname = socket.gethostname()
print "My hostname is ", hostname
port = 21000
soc.bind((hostname,port))
soc.listen(5)
while True:

con,address = soc.accept()
print "I'm now connected to ",address
con.send("Hello and Goodbye")
con.close()

#!/usr/bin/python
# client1.py
#====================
import socket

soc = socket.socket()
hostname = socket.gethostname()
port = 21000

soc.connect((hostname, port))
print soc.recv(1024)
soc.close

#!/usr/bin/env python
# client2.py

from socket import *
from time import time
from time import sleep
import sys
BUFSIZE = 4096

class CmdLine:
def __init__(self,host):

self.HOST = host
self.PORT = 29876
self.ADDR = (self.HOST,self.PORT)
self.sock = None

def makeConnection(self):
self.sock = socket( AF_INET,SOCK_STREAM)
self.sock.connect(self.ADDR)

def sendCmd(self, cmd):
self.sock.send(cmd)

def getResults(self):
data = self.sock.recv(BUFSIZE)
print data

if __name__ == '__main__':
conn = CmdLine('localhost')
conn.makeConnection()
conn.sendCmd('ls -al')
conn.getResults()
conn.sendCmd('BYE')
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conn.sendCmd()
ls -al

Server:

python server2.py
...listening
...connected: ('127.0.0.1',
42198)
Command received - ls -al
Command received - BYE
...listening

Client:

python client2a.py
total 72
drwxr-xr-x 2 greg greg 4096
2010-11-08 05:49 .
drwxr-xr-x 5 greg greg 4096
2010-11-04 06:29 ..
-rw-r--r-- 1 greg greg 751
2010-11-08 05:31 client2a.py
-rw-r--r-- 1 greg greg 760
2010-11-08 05:28 client2a.py~
-rw-r--r-- 1 greg greg 737
2010-11-08 05:25 client2.py
-rw-r--r-- 1 greg greg 733
2010-11-08 04:37 client2.py~
-rw-r--r-- 1 greg greg 1595
2010-11-08 05:30 client2.pyc
-rw-r--r-- 1 greg greg 449

2010-11-07 07:38 ping2.py
-rw-r--r-- 1 greg greg 466
2010-11-07 10:01
python_client1.py
-rw-r--r-- 1 greg greg 466
2010-11-07 10:01
python_client1.py~
-rw-r--r-- 1 greg greg 691
2010-11-07 09:51
python_server1.py
-rw-r--r-- 1 greg greg 666
2010-11-06 06:57
python_server1.py~
-rw-r--r-- 1 greg greg 445
2010-11-04 06:29 re-test1.py
-rw-r--r-- 1 greg greg 1318
2010-11-08 05:49 server2a.py
-rw-r--r-- 1 greg greg 1302
2010-11-08 05:30 server2a.py~
-rw-r--r-- 1 greg greg 1268
2010-11-06 08:02 server2.py
-rw-r--r-- 1 greg greg 1445
2010-11-06 07:50 server2.py~
-rw-r--r-- 1 greg greg 2279
2010-11-08 05:30 server2.pyc

conn =
CmdLine('192.168.2.12')

Ideas & Writers
Wanted

please be specific with your
idea!

if you can’t get the
article written within several
weeks (a month at most) that
you reopen the question

for ideas

for writers
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[0][0] | [0][1] | [0][2]
[1][0] | [1][1] | [1][2]
[2][0] | [2][1] | [2][2]

# The next three lines are
new...

self.player = 1

self.gameboard = [['-','-
','-'],['-','-','-'],['-','-
','-']]

self.run()

if self.processingloop:
if cmd == 'Start':
self.InitGameBoard()
self.PrintGameBoard(1)

if cmd[:4] == 'Move':
print "MOVE COMMAND"
position = cmd[5:]
if position[0] == 'A':

row = 0
elif position[0] == 'B':

row = 1

elif position[0] == 'C':
row = 2

else:
self.cli.send('Invalid

position')
return

col = int(position[1])-1
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if row < 0 or row > 2:

self.cli.send('Invalid
position')

return

if self.gameboard[row][col]
== '-':

if self.player == 1:

self.gameboard[row][co
l] = "X"

else:

self.gameboard[row][co
l] = "O"

self.PrintGameBoard(0)

def InitGameBoard(self):

self.gameboard = [['-','-
','-'],['-','-','-'],['-','-
','-']]

def PrintGameBoard(self,firsttime):
#Print the header row
outp = (' 1 2 3') + chr(13) + chr(10)
outp += (" A {0} | {1} | {2}".format(self.gameboard[0][0],self.gameboard[0][1],self.gameboard[0][2])) + chr(13)+chr(10)
outp += (' ------------')+ chr(13)+chr(10)
outp += (" B {0} | {1} | {2}".format(self.gameboard[1][0],self.gameboard[1][1],self.gameboard[1][2]))+ chr(13)+chr(10)
outp += (' ------------')+ chr(13)+chr(10)
outp += (" C {0} | {1} | {2}".format(self.gameboard[2][0],self.gameboard[2][1],self.gameboard[2][2]))+ chr(13)+chr(10)
outp += (' ------------')+ chr(13)+chr(10)

if firsttime == 0:
if self.player == 1:

ret = self.checkwin("X")
else:

ret = self.checkwin("O")
if ret == True:

if self.player == 1:
outp += "Player 1 WINS!"

else:
outp += "Player 2 WINS!"

else:
if self.player == 1:

self.player = 2
else:

self.player = 1
outp += ('Enter move for player %s' %

self.player)
self.cli.send(outp)
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The Client

if __name__ == '__main__':
conn =

CmdLine('localhost')
conn.makeConnection()
conn.sendCmd('Start')
conn.getResults()
conn.sendCmd('Move A3')
conn.getResults()
r = raw_input("Press

Enter")
conn.sendCmd('Move B2')
conn.getResults()
r = raw_input("Press

Enter")

Moving Forward

Next time, we'll modify our
server to actually play the other
player.

First, we will check each Row for a horizontal win:
def checkwin(self,player):

#loop through rows and columns
for c in range(0,3):
#check for horizontal line

if self.gameboard[c][0] == player and
self.gameboard[c][1] == player and self.gameboard[c][2] ==
player:

print "*********\n\n%s wins\n\n*********" %
player

playerwin = True
return playerwin

Next, we check each Column for a win:
#check for vertical line
elif self.gameboard[0][c] == player and

self.gameboard[1][c] == player and self.gameboard[2][c] ==
player:

print "** %s wins **" % player
playerwin = True
return playerwin

Now we check for the diagonal win from left to right...
#check for diagonal win (left to right)
elif self.gameboard[0][0] == player and

self.gameboard[1][1] == player and self.gameboard[2][2] ==
player:

print "** %s wins **" % player
playerwin = True
return playerwin

Then from right to left...
#check for diagonal win (right to left)
elif self.gameboard[0][2] == player and

self.gameboard[1][1] == player and self.gameboard[2][0] ==
player:

print "** %s wins **" % player
playerwin = True
return playerwin

Finally, if there is no win, we return false:
else:

playerwin = False
return playerwin
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Corner | Side | Corner
-------+--------+-------
Side | Center | Side
-------+--------+-------
Corner | Side | Corner

IF “O” takes a CORNER square THEN
# Scenario 1
“X” should take one of the remaining corner squares. Doesn't matter which.
IF “O” blocks the win THEN

“X” takes remaining corner square.
Finish for win.

ELSE
Finish for win.

ELIF “O” takes a SIDE square THEN
# Scenario 2
“X” takes CENTER square
IF “O” blocks win THEN

“X” takes corner square that is not bordered by any “O”
Finish for win.

ELSE
Finish for win.

ELSE
# “O” has played in the CENTER square – Scenario 3
“X” takes corner square diagonally to

original move
IF “O” plays on corner square

“X” plays remaining open corner square
Finish for win.

ELSE
# Game will be a draw – Scenario 4
Block “O” win.
Block any other possible wins

IF “X” plays to non-center square
THEN

“O” takes Center Square
IF “X” has corner square AND

side square THEN
#Scenario 5
“O” takes corner

diagonally from corner “X”
Block possible wins to a

draw.
ELSE

# “X” has two Edge squares
– Scenario 6

“O” moves to corner
bordered by both “X”s

IF “X” blocks win THEN
“O” takes any square.
Block and force draw

ELSE
Finish for win.
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Ideas & Writers
Wanted

please be specific with your
idea!

if you can’t get the
article written within several
weeks (a month at most) that
you reopen the question

for ideas

for writers

Scenario 1
X | - | - X | - | - X | - | - X | - | - X | - | X X | - | X X | X | X
- | - | - - | - | - - | - | - O | - | - O | - | - O | O | - O | O | -
- | - | - - | - | O X | - | O X | - | O X | - | O X | - | O X | - | O

Scenario 2
X | - | - X | - | - X | - | - X | - | - X | - | X X | - | X X | X | X
- | - | - O | - | - O | X | - O | X | - O | X | - O | X | - O | X | -
- | - | - - | - | - - | - | - - | - | O - | - | O O | - | O X | - | O

Scenario 3
X | - | - X | - | - X | - | - X | - | X X | O | X X | O | X X | O | X
- | - | - - | O | - - | O | - - | O | - - | O | - - | O | - - | O | X
- | - | - - | - | - - | - | X O | - | X O | - | X O | - | X O | - | X

Scenario 4
X | - | - X | - | - X | - | - X | - | - X | - | - X | - | X X | O | X
- | - | - - | O | - - | O | O X | O | O X | O | O X | O | O X | O | O
- | - | - - | - | - - | - | X - | - | X O | - | X O | - | X O | - | X

Scenario 5
X | - | - X | - | - X | - | - X | - | - X | - | - X | - | - X | - | X
- | - | - - | O | - - | O | X - | O | X X | O | X X | O | X X | O | X
- | - | - - | - | - - | - | - - | - | O - | - | O O | - | O O | - | O

Scenario 6
- | - | - - | - | - - | - | - - | - | - - | - | X O | - | X O | - | X
X | - | - X | O | - X | O | - X | O | - X | O | - X | O | - X | O | -
- | - | - - | - | - - | X | - O | X | - O | X | - O | X | - O | X | 0
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self.window.connect("delete_e
vent", self.delete_event)

def delete_event(self,
widget, event, data=None):

gtk.main_quit()
return False

self.window.set_position(gtk.
WIN_POS_CENTER)

# simple.py
import pygtk
pygtk.require('2.0')
import gtk

class Simple:
def __init__(self):

self.window = gtk.Window(gtk.WINDOW_TOPLEVEL)
self.window.show()

def main(self):
gtk.main()

if __name__ == "__main__":
simple = Simple()
simple.main()
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self.button =
gtk.Button("Close Me")

self.button.connect("clicked"
,self.btn1Clicked,None)

self.window.add(self.button)

self.button.show()

def
btn1Clicked(self,widget,data=
None):

print "Button 1 clicked"

gtk.main_quit()

self.box1 = gtk.HBox(False,0)

self.window.add(self.box1)

self.button =
gtk.Button("Button 1")

self.button.connect("clicked"
,self.btn1Clicked,None)

self.box1.pack_start(self.but
ton,True,True,0)

self.button.show()

HBox =
gtk.HBox(homogeneous=False,
spacing=0)

Ideas & Writers
Wanted

please be specific with your
idea!

if you can’t get the
article written within several
weeks (a month at most) that
you reopen the question

for ideas

for writers
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box.pack_start(widget,expand=
True, fill=True, padding=0)

self.button2 =
gtk.Button("Button 2")

self.button2.connect("clicked
",self.btn2Clicked,None)

self.box1.pack_start(self.but
ton2,True,True,0)

self.button2.show()

self.box1.show()

def
btn2Clicked(self,widget,data=
None):

print "Button 2 clicked"

gtk.main_quit()

0 1 2
0+-----------+-----------+
| | |
1+-----------+-----------+
| | |
2+-----------+-----------+

PROGRAM IN PYTHON - PART 20
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0 1 2
0+-----------+-----------+
| Button 1 | Button 2 |
1+-----------+-----------+
| Button 3 |
2+-----------+-----------+

Table =
gtk.Table(rows=1,columns=1,ho
mogeneous=True)

table.attach(widget,left
point,right point,top
point,bottom
point,xoptions=EXPAND|FILL,yo
ptions=EXPAND|FILL,
xpadding=0,ypadding=0)

table.attach(buttonx,0,1,0,1)

table.attach(buttonx,1,2,0,1)

# table1.py
import pygtk
pygtk.require('2.0')
import gtk
class Table:

def __init__(self):

self.window =
gtk.Window(gtk.WINDOW_TOPLEVE
L)

self.window.set_posit
ion(gtk.WIN_POS_CENTER)

self.window.set_title
("Table Test 1")

self.window.set_borde
r_width(20)

self.window.set_size_
request(250, 100)

self.window.connect("
delete_event",
self.delete_event)

table = gtk.Table(2, 2,
True) # Create a 2x2 grid

self.window.add(table)

button1 = gtk.Button("Button
1")

button1.connect("clicked",sel
f.callback,"button 1")

table.attach(button1,0,1,0,1)

button1.show()

button2 = gtk.Button("Button
2")

button2.connect("clicked",sel
f.callback,"button 2")

table.attach(button2,1,2,0,1)

button2.show()

button3 = gtk.Button("Quit")

button3.connect("clicked",sel
f.ExitApp,"button 3")

table.attach(button3,0,2,1,2)

button3.show()

PROGRAM IN PYTHON - PART 20
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Full Circle Podcast

Review
News

Gaming

table.show()

self.window.show()

def main(self):

gtk.main()

def delete_event(self,
widget, event, data=None):

gtk.main_quit()

return False

def
callback(self,widget,data=Non
e):

print "%s was pressed"
% data

def ExitApp(self, widget,
event, data=None):

print "Quit button was
pressed"

gtk.main_quit()

if __name__ == "__main__":

table = Table()

table.main()

PROGRAM IN PYTHON - PART 20
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<widget class="GtkWindow" id="MainWindow">
<property name="visible">True</property>
<property name="title" translatable="yes">Playlist Maker v1.0</property>
<property name="window_position">center</property>
<property name="default_width">650</property>
<property name="default_height">350</property>
<signal name="destroy" handler="on_MainWindow_destroy"/>

<child>
<widget class="GtkToolButton" id="tbtnAdd">

<property name="visible">True</property>
<property name="label" translatable="yes">Add</property>
<property name="use_underline">True</property>
<property name="stock_id">gtk-add</property>
<signal name="clicked" handler="on_tbtnAdd_clicked"/>

</widget>
<packing>

<property name="expand">False</property>
<property name="homogeneous">True</property>

</packing>
</child>
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self.wTree.signal_a
utoconnect(dict)

if __name__ ==
"__main__":

plm = PlayListMaker()
gtk.main() Glade file:

Python source:

#!/usr/bin/env python
import sys
from mutagen.mp3 import MP3
try:

import pygtk
pygtk.require("2.0")

except:
pass

try:
import gtk
import gtk.glade

except:
sys.exit(1)

class PlayListMaker:
def __init__(self):

#=============================================
# Window Creation
#=============================================
self.gladefile = "playlistmaker.glade"
self.wTree =

gtk.glade.XML(self.gladefile,"MainWindow")

#===================================================
# Create Event Handlers
#===================================================
dict = {"on_MainWindow_destroy": gtk.main_quit,

"on_tbtnQuit_clicked": gtk.main_quit}


