

    
      
          
            
  
Echo VR API

Python bindings for Echo VR’s HTTP API.
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Echo VR API Reference

The primary entry point of the API is through the fetch_state() method.
This method returns a GameState object which you can then traverse
to find any information you could want.

If for some reason you need more direct control over how the API is accessed,
you may instead decide to use the API class directly.


Installation

If you haven’t already, first install Python 3 [https://www.python.org/downloads/] and Pipenv [https://pipenv.readthedocs.io/en/latest/install/].

Now, in your project directory, run:

pipenv install echovr-api








Basic Usage

Example:

import echovr_api

try:
    game_state = echovr_api.fetch_state()

    print(f"Game status: {game_state.game_status}")
    print(f"Seconds on clock: {game_state.game_clock}")
    print(f"Score: {game_state.blue_team.score} - {game_state.orange_team.score}")

    # See `GameState` reference for available properties/methods
except ConnectionError as e:
    # Echo VR is not running, or you didn't pass the -http parameter when
    # starting it.
except json.decoder.JSONDecodeError as e:
    # Echo VR is currently not in an Arena match








Reference

For a complete listing of available modules, classes, and methods, see
Module Index.

You can also view comprehensive documentation of the raw HTTP API itself at the
Unofficial Echo VR API Documentation [https://github.com/Ajedi32/echovr_api_docs].
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Echo VR API

Python bindings for Echo VR’s HTTP API.


Installation

If you haven’t already, install Python 3 [https://www.python.org/downloads/] and Pipenv [https://pipenv.readthedocs.io/en/latest/install/].

Now, in your project directory, run:

pipenv install echovr-api








Usage

Basic usage example:

from requests.exceptions import ConnectionError
import json
import echovr_api

try:
    game_state = echovr_api.fetch_state()

    print(f"Game status: {game_state.game_status}")
    print(f"Seconds on clock: {game_state.game_clock}")

    if (game_state.blue_team.score > game_state.orange_team.score):
        print("Blue team is winning!")
    elif (game_state.orange_team.score > game_state.blue_team.score):
        print("Orange team is winning!")
    else:
        print("It's tied!")

    print(f"Score: {game_state.blue_team.score} - {game_state.orange_team.score}")

except ConnectionError as e:
    print("Connection refused. Make sure you're running Echo VR with the -http option and that you're in a match.")
except json.decoder.JSONDecodeError as e:
    print("Could not decode response. (Not valid JSON.)")





For comprehensive documentation of the available methods and classes, please see the full API Documentation on Read The Docs [https://echovr-api.readthedocs.io/en/latest/].




Contributing

To get everything you need to start making changes to this package, first install Python 3 [https://www.python.org/downloads/] and Pipenv [https://pipenv.readthedocs.io/en/latest/install/], clone this repository, then run:

pipenv install --dev






Run the tests

To run all automated tests, run:

pipevn run pytest tests/








Try it

To play around with the API, open an instance of Echo VR with the -http flag, then run:

pipenv run python -i ./test.py








Generate documentation

To generate documentation for the project, run the following in the project root:

pipenv run sphinx-build docs/source/ docs/build/





You can then access the built documentation by opening the generated
docs/build/index.html file in a web browser.




Release process

First, update CHANGELOG.md and the version number in setup.py and docs/source/conf.py. Then commit, tag, and push these changes.

Next, build the package:

pipenv install --dev
pipenv run python setup.py sdist bdist_wheel





Finally, upload the built packages to PyPi. You can do this using twine
(pip install twine):

twine upload dist/*













          

      

      

    

  

    
      
          
            
  
Changelog

All notable changes to this project will be documented in this file.

The format is based on Keep a Changelog [https://keepachangelog.com/en/1.0.0/],
and this project adheres to Semantic Versioning [https://semver.org/spec/v2.0.0.html].


Unreleased [https://github.com/ajedi32/echovr-api/compare/v0.2.0...HEAD]


Fixed


	Team.Color.by_name throwing an error when called with an invalid name (now
returns None instead)









0.2.0 [https://github.com/ajedi32/echovr-api/compare/v0.1.1...v0.2.0] - 2018-11-18


Added


	API Documentation on Read the Docs [https://echovr-api.readthedocs.io/en/latest/index.html]


	Support for new API response properties in Echo VR Combat release patch


	players property on GameSate for listing all players in the game


	find_team and find_player methods on GameState


	Alias Player#name as Player#username


	Team.Color#by_name









0.1.1 [https://github.com/ajedi32/echovr-api/compare/v0.1.0...v0.1.1] - 2018-11-06


Fixed


	Properly declare dependencies in setup.py









0.1.0 [https://github.com/ajedi32/echovr-api/compare/v0.0.1...v0.1.0] - 2018-11-05


Added


	A changelog


	Shortcut methods for accessing the default API on localhost


	Concept of team colors, with special methods on the GameState and Team objects


	Team#score shortcut method for getting a team’s score


	More extensive README documentation on how to install and use the package







Changed


	Fix imports to work when __init__.py is not executed directly









0.0.1 - 2018-11-01


Added


	Simple system for fetching JSON from the API


	Simple object model exposing the basic functionality of the API
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echovr_api.api module


	
class echovr_api.api.API(base_url='http://127.0.0.1/')

	Bases: object

An interface to the Echo VR API


	Parameters

	base_url – The base URL used to communicate with the Echo VR API






	
fetch_state()

	
	Returns

	A GameState object representing the state of the current
game session as presented by the API.



	Raises

	
	requests.exceptions.ConnectionError – This exception will be thrown if the API is unavaible. This might
indicate that the user is not currently in a match, or that they
didn’t launch Echo VR with the -http option.


	json.decoder.JSONDecodeError – This exception will be thrown if the data returned by the API is not
valid JSON. Likely indicates a bug in Echo VR or in this library.













	
fetch_state_data()

	Fetch the raw JSON game state data from EchoVR’s /session API

This method could be useful if you want to retrieve some API data not
directly exposed by this Python wrapper. Otherwise, you should probably
use fetch_state() instead.


	Returns

	An object (probably a dict) representing the raw JSON
response returned by the EchoVR client.



	Raises

	
	requests.exceptions.ConnectionError – This exception will be thrown if the API is unavaible. This might
indicate that the user is not currently in a match, or that they
didn’t launch Echo VR with the -http option.


	json.decoder.JSONDecodeError – This exception will be thrown if the data returned by the API is not
valid JSON. Likely indicates a bug in Echo VR or in this library.

















	
echovr_api.api.DEFAULT_API = <echovr_api.api.API object>

	An instance of API, with the default base URL.






	
echovr_api.api.fetch_state = <bound method API.fetch_state of <echovr_api.api.API object>>

	Shortcut for calling fetch_state on DEFAULT_API






	
echovr_api.api.fetch_state_data = <bound method API.fetch_state_data of <echovr_api.api.API object>>

	Shortcut for calling fetch_state_data on DEFAULT_API









          

      

      

    

  

    
      
          
            
  
echovr_api.disk module


	
class echovr_api.disk.Disk(position=[0.0, 0.0, 0.0], velocity=[0.0, 0.0, 0.0], bounce_count=0)

	Bases: object

Represents the state of the Disk.

Initialized using data directly from the Echo VR API. See the Echo VR API
documentation [https://github.com/Ajedi32/echovr_api_docs#disc] for further details on the attributes associated with this
class, and the expected intialization parameters.


	Parameters

	
	position (List[float]) – The position [https://github.com/Ajedi32/echovr_api_docs#vectors] of the Disk within the arena


	velocity (List[float]) – The current velocity [https://github.com/Ajedi32/echovr_api_docs#vectors] of the Disk


	bounce_count (int) – The number of times the disk has bounced









	
bounce_count = None

	The number of times the disk has bounced






	
position = None

	A Vector3D representing the current position of the disk






	
velocity = None

	A Vector3D representing the current velocity of the disk













          

      

      

    

  

    
      
          
            
  
echovr_api.game_state module


	
class echovr_api.game_state.GameState(client_name=None, sessionid=None, match_type='INVALID GAMETYPE', map_name='INVALID LEVEL', private_match=False, tournament_match=False, game_clock_display=None, game_clock=None, game_status='unknown', possession=[], blue_points=0, orange_points=0, disc={}, last_score={}, teams=[])

	Bases: object

Represents the current state of a game sesion.

Initialized using data directly from the Echo VR API. See the Echo VR API
documentation [https://github.com/Ajedi32/echovr_api_docs#properties] for further details on the attributes associated with this
class, and the expected intialization parameters.


	Parameters

	
	client_name (Optional[str]) – The username of the currently signed-in user.


	sessionid (Optional[str]) – A 128-bit string-encoded GUID.


	match_type (str) – Represents the type of match being played.


	map_name (str) – Represents the current “map” (environment) the user is playing in.


	private_match (bool) – Whether the current session is a private match.


	tournament_match (bool) – Whether the current session is being used for an official tournament.


	game_clock_display (Optional[str]) – A human-readable representation of the current game clock time.


	game_clock (Optional[float]) – The current game clock time, in seconds.


	game_status (str) – The current game’s status.


	possession (List[int]) – An arry of two integers representing which team currently posesses the
disk.


	blue_points (int) – The current score of the blue team.


	orange_points (int) – The current score of the orange team.


	disc (dict) – A dict representing the current state of the disk.


	last_score (dict) – A dict containing facts and statistics related to the last goal scored.


	teams (List[dict]) – An array of dicts containing data used to instantiate the game’s two
teams.






	Raises

	InvalidGameStateError – Raised when you attempt to initialize the game into a state that doesn’t
make sense (such as having three teams).






	
blue_points = None

	The current score of the blue team.






	
blue_team = None

	The Team object representing the blue team






	
client_name = None

	The username of the currently signed-in user.






	
disc = None

	A Disk object representing the current state of the disk.






	
find_player(username=None)

	Find the Player with the given properties

Returns the player whose attributes match the given properties, or
None if no match is found.


	Parameters

	username (Optional[str]) – The username of the Player










	
find_team(color=None)

	Find the Team with the given properties

Returns the team whose attributes match the given properties, or
None if no match is found.


	Parameters

	color (Optional[str]) – The Color of the Team










	
game_clock = None

	The current game clock time, in seconds.






	
game_clock_display = None

	A human-readable representation of the current game clock time.






	
game_status = None

	The current game’s status.






	
last_score = None

	A ContextualizedLastScore object containing facts and
statistics related to the last goal scored.






	
map_name = None

	Represents the current “map” (environment) the user is playing in.






	
match_type = None

	Represents the type of match being played.






	
orange_points = None

	The current score of the orange team.






	
orange_team = None

	The Team object representing the orange team






	
players = None

	An array of all Players currently in the game






	
possession = None

	An arry of two integers representing which team currently posesses
the disk.






	
private_match = None

	Whether the current session is a private match.






	
sessionid = None

	A 128-bit string-encoded GUID.






	
teams = None

	An array of both Teams currently in the game






	
tournament_match = None

	Whether the current session is being used for an official tournament.










	
exception echovr_api.game_state.InvalidGameStateError

	Bases: Exception

Thrown when the state data passed to GameState is invalid









          

      

      

    

  

    
      
          
            
  
echovr_api.geometry.vector3d module


	
class echovr_api.geometry.vector3d.Vector3D(x, y, z)

	Bases: object

Represents a vector in 3D space


	Parameters

	
	x – The x coordinate of the vector


	y – The y coordinate of the vector


	z – The z coordinate of the vector
















          

      

      

    

  

    
      
          
            
  
echovr_api.geometry package


Submodules



	echovr_api.geometry.vector3d module








Module contents







          

      

      

    

  

    
      
          
            
  
echovr_api.last_score module


	
class echovr_api.last_score.ContextualizedLastScore(game_state, **superclass_attributes)

	Bases: echovr_api.last_score.LastScore

Statistics about a goal, in the context of a GameState

The same as the LastScore class, but with additional convenience methods
and properties enabled by the context provided by a GameState
object.


	Parameters

	
	game_state (GameState) – An object representing the current state of the game


	superclass_attributes – Passed to the init method of LastScore









	
assist_scored

	The Player that assisted the goal, if any






	
assisted_by

	The Player that assisted the goal, if any






	
game_state = None

	An object representing the current state of the game






	
person_scored

	The Player that scored the goal






	
player_scored

	The Player that scored the goal






	
scored_by

	The Player that scored the goal






	
team

	The Team that scored the goal










	
class echovr_api.last_score.LastScore(disc_speed=0.0, team='blue', goal_type='[NO GOAL]', point_amount=0, distance_thrown=0.0, person_scored='[INVALID]', assist_scored='[INVALID]')

	Bases: object

Statistics about the most recent goal scored in the current game.

Initialized using data directly from the Echo VR API. See the Echo VR API
documentation [https://github.com/Ajedi32/echovr_api_docs#last_score] for further details on the attributes associated with this
class, and the expected intialization parameters.


	Parameters

	
	disc_speed (float) – The speed of the disk when it entered the goal


	team (str) – “blue” or “orange” depending on which team scored


	goal_type (str) – A human-readable explanation of the type of goal scored


	point_amount (int) – The number of points scored (2 or 3)


	distance_thrown (float) – The distance the goal was scored from


	person_scored (str) – Username of the player who scored the goal


	assist_scored (str) – Username of the player who assisted the goal, if any









	
assist_scored_username = None

	The username of the player who assisted the goal, if any






	
disc_speed = None

	The speed of the disk when it entered the goal, in meters/second






	
distance_thrown = None

	The distance the goal was scored from






	
goal_type = None

	A human-readable explanation of the type of goal scored






	
person_scored_username = None

	The username of the player who scored the goal






	
point_amount = None

	The number of points scored (2 or 3)






	
team_color = None

	The Color of the team that scored













          

      

      

    

  

    
      
          
            
  
echovr_api.player module


	
class echovr_api.player.Player(name='', playerid=None, userid=None, level=0, number=0, possession=False, stunned=False, blocking=False, invulnerable=False, position=None, velocity=None, lhand=None, rhand=None, forward=None, left=None, up=None, stats={})

	Bases: object

Represents the state of a single player in the current game

Initialized using data directly from the Echo VR API. See the Echo VR API
documentation [https://github.com/Ajedi32/echovr_api_docs#teamsplayers] for further details on the attributes associated with this
class, and the expected intialization parameters.


	Parameters

	
	name (str) – The username of the player.


	playerid (Optional[int]) – A number representing ID of the player within the current game session.


	userid (Optional[int]) – A unique number identifying the player across all game sessions.


	level (int) – A number (1-50) representing the player’s experience “level”.


	number (int) – The number a player chose for themselves in the customization room.


	possession (bool) – Indicates whether this player currently has posession of the disk.


	stunned (bool) – Whether the player is currently stunned.


	blocking (bool) – Whether the player is currently blocking.


	invulnerable (bool) – Whether or not the player is currently immune to stuns.


	position (Optional[List[float]]) – The current position [https://github.com/Ajedi32/echovr_api_docs#vectors] of the player within the arena


	velocity (Optional[List[float]]) – The current velocity [https://github.com/Ajedi32/echovr_api_docs#vectors] (speed and direction of movement) of the player.


	lhand (Optional[List[float]]) – The position [https://github.com/Ajedi32/echovr_api_docs#vectors] of the player’s left hand within the Arena.


	rhand (Optional[List[float]]) – The position [https://github.com/Ajedi32/echovr_api_docs#vectors] of the player’s right hand within the Arena.


	forward (Optional[List[float]]) – The direction [https://github.com/Ajedi32/echovr_api_docs#vectors] that the player’s head is facing.


	left (Optional[List[float]]) – The direction [https://github.com/Ajedi32/echovr_api_docs#vectors] that the left side of the player’s head is facing.


	up (Optional[List[float]]) – The direction [https://github.com/Ajedi32/echovr_api_docs#vectors] that the top side of the player’s head is facing.


	stats (dict) – A dict containing data used to instantiate the player’s current stats.









	
blocking = None

	Whether the player is currently blocking.






	
forward = None

	A Vector3D represnting the direction that the player’s
head is facing.






	
invulnerable = None

	Whether or not the player is currently immune to stuns.






	
left = None

	A Vector3D represnting the direction that the left side of
the player’s head is facing.






	
level = None

	A integer (1-50) representing the player’s experience “level”.






	
lhand = None

	A Vector3D represnting the position of the player’s left
hand






	
name = None

	The username of the player.






	
number = None

	The number a player chose for themselves in the customization room.






	
playerid = None

	A integer representing ID of the player within the current game
session.






	
position = None

	A Vector3D represnting the position of the player’s head






	
possession = None

	Whether this player currently has posession of the disk.






	
rhand = None

	A Vector3D represnting the position of the player’s right
hand






	
stats = None

	The Stats object for this player






	
stunned = None

	Whether the player is currently stunned.






	
up = None

	A Vector3D represnting the direction that the top of the
player’s head is facing.






	
userid = None

	A unique integer identifying the player across all game sessions.






	
username

	The username of the player.






	
velocity = None

	A Vector3D representing the current speed and direction of
movement of the player.













          

      

      

    

  

    
      
          
            
  
echovr_api.stats module


	
class echovr_api.stats.Stats(possession_time=0.0, points=0, assists=0, saves=0, stuns=0, goals=0, passes=0, catches=0, steals=0, blocks=0, interceptions=0, shots_taken=0)

	Bases: object

Statistics about a player or team within the current game


	Parameters

	
	possession_time (float) – Time in seconds that the subject posessed the disk.


	points (int) – Points scored by the subject.


	assists (int) – Number of goals assisted by the subject.


	saves (int) – Number of opposing team goals prevented by the subject.


	stuns (int) – Number of times the subject has stunned the opposing team.


	goals (int) – Number of goals scored by the subject.
TODO: API always returns zero for teams?


	passes (int) – Number of times the subject successfully completed a pass
TODO: API always returns zero for teams?


	catches (int) – Number of times the subject succssfully caught a pass by a team member


	steals (int) – Number of times the subject stole the disk from the opposing team


	blocks (int) – Number of times the subject blocked a punch
TODO: API always returns zero for teams?


	interceptions (int) – Number of times the subject intercepted a pass by the opposing team
TODO: API always returns zero for teams?


	shots_taken (int) – Number of times the subject attempted a shot on goal
















          

      

      

    

  

    
      
          
            
  
echovr_api.team module


	
class echovr_api.team.Team(team='', possession=False, players=[], stats={}, color=None)

	Bases: object

Represents the state of a single team in the current game


	Parameters

	
	team (str) – A human-readable team name. Usually either “ORANGE TEAM” or “BLUE TEAM”,
but that’s subject to change, and may be different during LAN
tournaments (though I’ve not yet confirmed this).


	possession (bool) – Indicates whether this team currently has posession of the disk.


	players (List[dict]) – An array of dicts containing data used to instantiate the team’s
players.


	stats (dict) – A dict containing data used to instantiate the team’s current stats.


	color (Optional[Color]) – An enumerable Color representing the color of the team.









	
class Color

	Bases: enum.Enum

Represents the color (blue or orange) of a team


	
BLUE = 0

	




	
ORANGE = 1

	




	
by_name = <bound method Team.Color.by_name of <enum 'Color'>>

	








	
name

	Better-named alias for team.






	
score

	The current score of the team.

Note: There’s currently a bug in the API which makes this inaccurate if
the team has scored self-goals, but it’s the best we have for now. If
the API ever exposes more accurate data, this method will be updated to
take advantage of that.













          

      

      

    

  

    
      
          
            
  
echovr_api package


Subpackages



	echovr_api.geometry package
	Submodules
	echovr_api.geometry.vector3d module





	Module contents












Submodules



	echovr_api.api module

	echovr_api.disk module

	echovr_api.game_state module

	echovr_api.last_score module

	echovr_api.player module

	echovr_api.stats module

	echovr_api.team module








Module contents







          

      

      

    

  

    
      
          
            
  
echovr_api



	echovr_api package
	Subpackages
	echovr_api.geometry package
	Submodules

	Module contents









	Submodules
	echovr_api.api module

	echovr_api.disk module

	echovr_api.game_state module

	echovr_api.last_score module

	echovr_api.player module

	echovr_api.stats module

	echovr_api.team module





	Module contents
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