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ATTENTION!
This is still about microservices
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• MACHINE LEARNING PIPE

• WHERE SUBSCRIBER CAN WORK SLOW OR FAST

• THIS SHOULD WORK STABLY 
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@RestController 
@RequestMapping("/http") 
public class HttpGameController { 
  ... 

  @PostMapping("/start") 
  public Mono<Config> start( 
      @RequestBody Nickname nickname,  
      @CookieValue("uuid") String uuid 
  ) { 
    return gameService.start(nickname) 
      .subscriberContext(Context.of("uuid", UUID.fromString(uuid))); 
  } 
}
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Retry logic

Timeouts

Circuit breaking

Thundering herds

Cascading failure

Configuration
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• EASY TO BUILD API WITH PROTOBUF

• GOOD DEVELOPMENT EXPERIENCE

protobuf { 
 protoc { 
  artifact = 'com.google.protobuf:protoc' 
 } 

 plugins { 
  grpc { 
   artifact = "io.grpc:protoc-gen-grpc-java" 
  } 
 } 

 generateProtoTasks { 
  ofSourceSet('main')*.plugins { 
   grpc {} 
  } 
 } 
} 
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CloudNative JVM Setup

• -Xms 256m

• -Xmx 1g

• -XX:MaxDirectMemorySize=1g
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“YEAH… YOU HAVE… BUT… NOT REALLY” 
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Summary

• Everything is either SLOW, HARD to implement or LACKS browser support

• Flow control is far from needed

• Do you want to waste your time in searching how to solve the problems??? 
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Netflix case study on gRPC

• Reactive Streaming Service Networking with Ryland 
Degnan  
(ex Netflix Edge Platform) 
 
https://bit.ly/2FUvHG3

https://bit.ly/2FUvHG3
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REACTIVE-STREAMS as 
NETWORK PROTOCOL



is.gd/rsocket

DEMO

https://is.gd/rsocket
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• LEASING - GIVE CAPACITY TO CLIENTS, AVOID CIRCUIT BREAKERS 

(CONCEPT IS BUILT-IN IN THE PROTOCOL)

• RESUMABILITY - RESUME STREAMS IF CONNECTION HAS LOST  
(MOBILE CONNECTIVITY CASE)

• FRAGMENTATION - SPLIT LARGE PAYLOADS INTO SMALLER 
CHUNKS
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implementation 'org.springframework.boot:spring-boot-starter-rsocket' 
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server.port=3000 
spring.rsocket.server.transport=websocket
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Advantages

• SIMPLICITY IN DEVELOPMENT

• EFFICIENT RESOURCE USAGE

• HIGH PERFORMANCE

• HIGH FLEXIBILITY

• EFFECTIVE RELIABILITY
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• STILL UNDER DEVELOPMENT



Disadvantages

• STILL UNDER DEVELOPMENT

• NARROW ADOPTION (FOR NOW)
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Summary
PERFORMANCE RELIABILITY

ADOPTION
/

COMUNITY
 

DEVELOPERS EXP

HTTP 1.X 👎 👎 👍 👍
WEBSOCKET 👍 🤔 🤔 😿

GRPC(HTTP/2) 👍 👍 👍/👎 👍 👍
RSOCKET 👍 👍 👍 😿 👍
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Summary

• EACH PROTOCOL HAS IT`S BENEFITS

• SOCKET.IO IS THE BEST IN JS WORLD

• gRPC PERFORMS REALLY WELL FOR SERVER

• BUT REACTIVE IS ABOUT RESILIENCY

• WHERE RSOCKET COVERS MOST OF CLOUD NATIVE USE CASES
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Resources

• COMMUNITY -> https://community.netifi.com

• VIDEO CHANNEL -> https://bit.ly/2Fku9VC

• RSOCKET IN SPRING -> https://bit.ly/2OiUmrD

• CLOUD NATIVE RSOCKET -> https://bit.ly/2JvDFdJ

@OlehDokuka

@netifi_inc

https://community.netifi.com
https://bit.ly/2Fku9VC
https://bit.ly/2OiUmrD
https://bit.ly/2JvDFdJ


Q&A
@OlehDokuka

@netifi_inc

PRESENTATION SOURCE CODE


