The Newbie Patching Primer

Forward: 

Disclaimer – This is written with some type of UNIX or LINUX OS in mind. I work in LINUX, and I have a fair understanding of it. If you are using WINDOWS (or something else ?!?!?) you may find only parts of this primer directly relevant. The underlying theory is still good to know, but I will not be providing WINDOWS equivalent examples and the like. Sorry.

A lot of new implementors are also new to coding, this is nothing to be ashamed of. It’s ok to ask for help, and many times you will find someone who is willing to help. There is a difference between someone helping you and someone doing it for you. It’s all a matter of approach. You also need to make sure you are doing backup copies of your code. If you aren’t you will regret it. It might also be a good idea to have two or more dedicated ports for you MUD, but I think I’m getting ahead of myself here slightly and out of scope. Maybe this fun little write up will lead to more in the future, who knows.
Chapter 1 – You know you wanna…

You want to upgrade. You really, really want to upgrade. It’s in our nature. Code is a living, breathing thing. It’s never done, or complete. Players want new features, builders want new features. Implmentors want bugs fixed. We release CWG monthly for a reason. There are bugs in the code. Not all of these pieces were written to work with each other, exactly. The community wants new features, and sometimes we respond. We release the updates in two forms, the first is a complete package. The second is a set of patches which will update you from the previous month’s release to the current. This can include changes to source, the world files, or even the help system. It is sort of impractical to think that most users will opt for the full download every month. If you have made any changes at all, this will mean trying to reconcile the differences so you keep your new zones, or spells, or whatever you’ve added. Enter the patch set. 
“But wait,” you cry out. “We’ve added half a dozen new changes, and that was just yesterday! What about that?”
Fear not. I’m going to show you how to baseline your own code so you can work with the patches and also preserve your own work too! First of all, make sure you have a FULL copy of the original code you started working on. If you are running CWG – SunTzu 1.05.31, then you need to make sure you have a full copy of the 1.05.31 release downloaded to your local system. 

As a short aside, you should think about how and where you keep your code located on your shell account. This is what I find works best for me personally. Under my home directory (usually /home/zizazat) I’ll create a directory called circle. Under the circle directory, I’ll have a directory for each of the codebases I’m working on at the moment. Currently, it looks something like this:

ls /home/zizazat/circle

alpha/
   
circle-3.1/
suntzu/
buddha/
gen/

yoda/ 

As you can see, I have 6 different codebases located under there. 
1) Alpha, the D20 alpha testing code.
2)  Buddha, which is always the most recent release version.
3)  Circle-3.1 which is the stock CircleMUD 3.1 release code.
4)  Gen, which is always the pre-release version of Buddha.
5)  SunTzu, which is always the most recent release version.
6)  And last but not least, Yoda, which is always the pre-release version of SunTzu. 
Yours might looks something like:

ls /home/newbie/circle

devilmud/
testmud/

This way you have a copy of your production mud ‘devilmud’ and a coder test port ‘testmud’ located under the same directory. Makes it easy to find all this stuff later, when you start working will different versions and what have you. Assuming the previously used version (1.05.31), you’d download that copy (if you don’t still have it) and extract it right into your circle/ directory without any fear of overwriting anything. If you are, however, still running your mud right out of the suntzu/ directory it originally came out of, you’ll be in a world of hurt if you extracted the original version. This, along with a million other reasons, is why you need to make backup copies. Make them automatic. Make them daily (at least!). I’ll save that for another primer.  Maybe to help save people from themselves, I’ll start releasing the full versions as codebase-version directories instead.
Q: What should I do if I am still running my mud under suntzu/ (or buddha/)?

A: Move it. However, in order to ensure that you don’t cause any problems you should 

     shutdown the game first.

It’s actually very, very simple. 

1) From inside the game, issue a shutdown die. 

2) Then, from your shell prompt: cd /home/newbie/circle

3) Next: mv suntzu/ devilmud/

4) Follow up with: cd devilmud/

5) And finally: ./autorun& (or ./autorun.sh& if you prefer)

There, you just moved your code and restarted it. Your port number didn’t change, your host name didn’t change, your player files and rent files didn’t change. Everything is as it was. 

Q: What should I do if I am running suntzu/ right from my /home/newbie/ directory?

A: Again, move it. It’s almost exactly the same as above.

1) From inside the game, issue a shutdown die.

2) Then, from your shell prompt: cd /home/newbie

3) Next: mkdir circle

4) Now: mv suntzu/ circle/

5) Follow up with: cd circle/suntzu/

6) And finally: ./autorun& (or ./autorun.sh& if you prefer)

Chapter 2 – Starting small.

Now that we have that all cleared up…let’s assume you have your copy of devilmud/ and suntzu/ and are ready to baseline your code against the original release.

1) From your shell prompt: cd /home/newbie/circle

2) Then: diff –BburpN –x *.o /home/newbie/circle/suntzu/src /home/newbie/devilmud/src > baseline.patch

Oh, is that all? What the heck does any of that mean? Let’s break it down.

1) diff. Diff is the command that will compare the files for differences.

2) –BburpN. These are the flags you are using with your diff command, there are many different flags, and their functions are documented in the system manual page for the diff command. If you are up for some input, type ‘man diff’ and read away. Man pages are useful to some people, but typically written in such a way that most people find them unwieldy at best. It is the best place to try and find out what a given flag for a command does though. Become comfortable with man, it’ll be your friend.

3) –x *.o. This is another flag for diff, with the argument *.o. You are telling diff to exclude (-x) all the object files (*.o) from comparison. This is a good idea because diff produces text output and object files are machine code, so it won’t really do you any good. See if you can get the diff man page to explain the –x flag to you.

4) /home/newbie/circle/suntzu/src. This is the path to the older set of files you want to work with.

5) /home/newbie/circle/devilmud/src. This, of course, is the path to the newer set of files you want to work with. 

6) > baseline.patch. This tells diff to redirect (>) the output from the diff command to a file called baseline.patch. The name of the file, of course, is arbitrary. If you didn’t redirect the output to a file, it would just go to your screen. It may look impressive to your friends, but doesn’t make for a very good patch file.
So, what do we have in English? Take the differences between suntzu/src and devilmud/src, using some flags, excluding the object files and place them in a file called baseline.patch. Magical. Easy.

Let’s just say, for an easy example’s sake, that the ONLY code changes you have made to your code from the original release was to add a new race. You went through the wonderful PDF document created by Random and created some new player race. If you went through the above diff example, you’d have a patch file which SHOULD cleanly add that race back into the source code based on that release. If you went into the suntzu/src directory and patched in your baseline file, it should a) patch in cleanly without any rejects and b) give you back all the work you have done to add your new race. Pretty amazing huh? And powerful, don’t forget powerful.
Assuming you followed the example above exactly, you would do this:

1) From your shell prompt: cd suntzu/src

2) Then: patch < /home/newbie/circle/baseline.patch

It SHOULD be 100% clean, but if you do end up with some rejects, you’ll have to hand patch them in. Do not be afraid of having to patch in reject files, it’s a fact of life. The sooner you are less afraid of them, the better. Recompile the code.

Now, hopefully you found this to be fairly straight forward. I’ll take a moment to break down the patch command.

1) patch. That’s the command, it also accepts a lot of flags. I don’t really use many flags with it. There is one worth mentioning, however. 

a) –dry-run. So you would issue the command: patch –dry-run < baseline.patch. This would simulate the changes patch is about to try and do. It doesn’t actually change any of the files, but can show you what is going to patch, and what is going to reject. Sort of a heads up.
2) < baseline.patch. This tells patch to take it’s input (<) from baseline.patch
Again, very straight forward. At least to me. I’ve been doing this for years and years and years, so it’s almost like second nature to me. However, a few of you might be thinking to yourself, “What a minute, we spent all this time moving our running code out of the suntzu/ directory, and you just walked me through applying my baseline patch right back to the release version of the code.” Good for you, give yourself an extra point. But, as an example of what good patching can mean for you it still stands as an excellent illustration. At least I think so. Of course, what you really should do is this…after you create your baseline.patch file, you can: cp –rp suntzu/ testing/ 

You can then apply the baseline.patch to the testing/src directory instead, and again, there you go.

Chapter 3 – Patching in the real world.

So you’ve gone through a very simple example, and are still reading. Good for you, give yourself a point. Now we will go through a slightly more realistic example. Again, assume you are running CWG – SunTzu 1.05.31. I’ve added lots of other custom code, but you want to get back up dated because a few of the bugs that keep pissing you off are finally fixed. Yippie! Assume your /home/newbie/circle looks like this:

devilmud/
suntzu-1.05.31/
suntzu/

Because you moved your original copy of suntzu to a new directory called suntzu-1.05.31. I mentioned at the top I think I’m going to start doing this for releases, and now I’m sure I will. Safer all around. You’ve moved the 1.05.31 version because the 1.07.31 version extracts itself to suntzu/. There is no 1.06.30 version because I was on vacation for a month, so sue me.  You’ve already created your baseline against 1.05.31 above. Remember, you’d want to create this baseline against your original version right before you plan to do this upgrade so you have ALL your changes. If you created a baseline 2 weeks ago and then added new code, guess what? The new code won’t be included in your baseline. You should also copy the suntzu/ directory to a new working directory, something like new-devilmud/. Again, this lets you work on a copy of the code and keeps all your other copies intact. You would then:
1) cd new-devilmud/src

2) patch < /home/newbie/circle/baseline.patch 

3) Deal with the .rej files, and you can bet there will be some.

4) Compile your code.

Once it is done compiling you are ready to start it up and test it to make sure everything looks ok. Of course, since the copy you started with is based of the release code, your port is going to be 5000 by default. You’ll need to deal with this if:

a) Your running copy of devilmud/ is already using port 5000 or

b) Someone else on this machine is already using port 5000.

Whatever the reason a quick edit to new-devilmud/lib/etc/config should do the trick. I only mention the lib/etc/config file now because when I am testing like this, I don’t generally use autorun, I’ll just run bin/circle from the new-devilmud/ directory. If you choose to use autorun (or autorun.sh) to start this copy of the game, you’ll need to update the port value there also. When you enter the game you might notice that you have no player file! Again, this is because you copied the full release version (which comes without any player files) to new-devilmud/ so you can test this. Create you IMP. Check your features. Make sure you are happy with your patch job. You should also be happy to know that during all of this, your running copy of devilmud/ is fine and dandy. If everything checks out, then you are ready to copy the new-devilmud/src to your devilmud/src. You do this from your /home/newbie/circle directory as follows: 

cp –rp new-devilmud/src devilmud/
Since you already compiled and tested the new-devilmud/src, when you copy it over to devilmud/ you’ll get the object files also. You can go to the devilmud/src directory and do a make clean; make all if you like, but really, if you just go there and do a make, it will create the new circle executable you are looking for. Once this is done, you can connect to your running devilmud/ port and either initiate a copyover or shutdown, whichever works best for you. Some people warn you to always do a shutdown in these instances when you are booting ‘major’ changes. It’s not bad advice, but I don’t always do it either. I’m a copyover fiend. 
Conclusion:

I’ve tried to show you some of the methods I personally use when dealing with different versions and upgrades and keeping it all sane. I hope you found it helpful, or at least mildly entertaining. I also hope that you have a better understanding of what is going on when you use the diff and patch commands. It is not complete, and other people may do things differently. It doesn’t cover dealing with different world files at all, for example. At the very least, writing this showed me that I need to release my full versions with unique directory names. You can always ask questions on http://cwg.lazuras.org/cwg in the Forums. 
Thank you for your time, and interest in CWG.

--Zizazat Lazuras

(Mark Garringer)

zizazat@gmail.com
