 STYLEREF ZDID \* MERGEFORMAT 
Page 48  V(48)


	[image: image1.jpg]«“+OMa

Open Mobile Alliance





	Client-Server API 

	Candidate Version 1.0.0 – 1st Nov  2007

	

	

	

	

	
	


Contents

51.
Scope


62.
Terminology


72.1
Terminology


82.2
Abbreviations


92.3
Definitions


92.3.1
Server


92.3.2
Language


103.
Introduction


113.1
Overview


113.1.1
Diagram overview


123.2
Server


123.2.1
Login Server


123.2.2
Gaming Server


133.3
Protocol


133.3.1
Structure


143.4
Client


143.4.1
Class Diagram


143.4.2
ResponseEventListener Class


153.4.3
LoginConnectionParameter Class


153.4.4
ConnectionParameter Class


153.4.5
GameLobby Class


283.4.6
GamePlayer Class


303.4.7
Room Class


383.4.8
RoomInformation Class


393.4.9
Case Overview


463.5
Compare CSA with CSI


48Change History
(Informative)


48Approved Version History


48Draft/Candidate Version 1.0 History




Figures
11Figure 1: Logical Diagram


11Figure 2: Object Diagram


14Figure 3. Class Diagram


17Figure 4. Login


18Figure 5. Disconnect


19Figure 6. Connect


21Figure 7. RequestRoomList


22Figure 8. RequestWaitPlayerList


23Figure 9. RequestCreatRoom


25Figure 10. RequestJoinRoom


27Figure 11. RequestSendChattingMessage(Notification)


27Figure 12. RequestSendChattingMessage(Response)


28Figure 13. RequestQuickJoin


30Figure 14. RequestModifyGamePlayerProperty(Notification)


30Figure 15. RequestModifyGamePlayerProperty(Response)


31Figure 16. RequestModifyRoomProperty(Notification)


32Figure 17. RequestModifyRoomProperty(Reponse)


33Figure 18. RequestKickOut(Notification)


33Figure 19. RequestKickOut(Response)


34Figure 20. RequestExitRoom(Notification)


34Figure 21. RequestExitRoom(Response)


35Figure 22. RequestSetPlayState(Notification)


36Figure 23. RequestSetPlayState(Response)


37Figure 24. RequestSendGameData(Notification)


37Figure 25. RequestSendGameData(Response)


40Figure 26. Create Room Sequence Diagram


42Figure 27. Join Room Sequence Diagram


44Figure 28. In Game & Game Over Sequence Diagram


45Figure 29. Quick Match Sequence Diagram




Tables
7Table 1. Terminology


8Table 2. Abbreviations


9Table 3. The sort of server


9Table 4. Java condition


13Table 5. Structure of protocol


15Table 6. Proporty of LoginConnectionParameter Class


15Table 7. Property of ConnectionParameter Class


17Table 8. Login


17Table 9. Disconnect


19Table 10. Connect


20Table 11. RequestRoomList


22Table 12. RequestWaitPlayerList


23Table 13. RequestCreateRoom


25Table 14. RequestJoinRoom


26Table 15. RequestSendChattingMessage


28Table 16. RequestQuickJoin


28Table 17. Property of GamePlayer Class


29Table 18. RequestModifyGamePlayerProperty


31Table 19. RequestModifyRoomProperty


32Table 20. RequestKickOut


34Table 21. RequestExitRoom


35Table 22. RequestSetPlayState


36Table 23. RequestSendGameData


38Table 24. RequestSendChattingMessage


39Table 25. RoomInformation Class


47Table 26. Compare CSA with CSI




1. Scope
Client Server API of the MEGA_NET is a result of continuous work to define a generic realtime matchmaking client-server API for developing game applications that operate over communication networks. 

2. Terminology

Terminology
	Term
	Description

	Protocol
	To enable communicattion with each computer on network.

	Request
	The request message that have the response message from the server.

	Notification
	The request message that do not have the response message from the server.

	Message
	The message unit that consists of MessageID and MessageBody.

	Response
	The message from the server after requesting

	Handheld device
	Input device or computer which have a screen of small size and size of a pocket


Table 1. Terminology
Abbreviations
	Term
	Description

	API
	Application Programming Interface

	MEGA
	Mobile 3D Game API

	MEGA_NET
	Mobile 3D Game API for NETwork

	CSA
	This standard document

	CSI
	Client Server Interface document of  GS


Table 2. Abbreviations
Definitions

Server
	Server
	Description

	Login Server
	Certify whether game player can play a game.

	Gaming Server
	There is MatchLogic in Gaming Server. MatchLogic provides GameLobby is a space separating a game and a room is a space joining game player in a game room.


Table 3. The sort of server
Language 
CSA is based on language of C++. In order to change the other language, it have to satisfy below conditions.
Java
	Condition
	Description

	Class name
	Sameness

	Method
	Name of API is the same, but the first letter is lower.

	Parameter reference
	Reference replaces *(pointer).

	Parameter name
	Prefix is omitted, and the first letter is lower.


Table 4. Java condition
For example)
C++: GameLobby class’s Connect(ConnectionParameter *pParam) 
Java : GameLobby class’s  connect(ConnectionParameter param)
3. Introduction
MEGA_NET provides a protocol and API applicable to all handheld devices using network.
Overview
Diagram overview
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Figure 1: Logical Diagram
A game application that works on vast devices connects to Gaming Server via network. Through Game Lobby, it enters to Game Room and runs a game.
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Figure 2: Object Diagram
This figure shows that a Game has several Game Lobby objects, and each object consists of one or more Rooms. GameLobby Room will be discussed more below.
Server
Login Server
Login Server that issues a certificate in connection has game player and game information. Game player information contains Game Player Key, Identifier and state, and game information contains game Identifier and state. Login Server decides whether game player can play the game.
Gaming Server
Gaming Server is to match games registered on Login Server. There is no gamelogic except GameLobby and Room object which are processing to manage a room and to play game. Room object is responsible for maintaing games.
Protocol
Structure
	Header
	Data Length
	Data

	
	
	Message ID
	Message Body

	1 byte (0x0F)
	2 bytes
	2 bytes
	Max 4090 bytes


Table 5. Structure of protocol
Value of header is always ”0x0f”.
Data Lenth is sum of length of Message ID and Message Body.
Message ID is defined according to the Message ID.
Message Body is defined according to the Message ID.
Client
Class Diagram
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Figure 3. Class Diagram
”Figure 3” represents relations of each classes.
ResponseEventListener Class
MEGA_NET is asynchronous in order to allow other program flow to continue processing. For example, this makes it enable to show information regarding to Room while it waits for response to request for entering Room.
According to this, ResponseEventListener class callbacks the function in terms of  the result from Gaming Server.
 For the convenience to develop, callback functions already defined can be overriden.
LoginConnectionParameter Class
Parameters used to connect to Login Server.
	Property
	Description

	ServerIP
	Login Server IP

	ServerPort
	Login Server Port

	GameID
	Game Identifier

	UserID
	User Identifier

	UserPassword
	Password of user


Table 6. Proporty of LoginConnectionParameter Class
ConnectionParameter Class
Parameters used to connect to Gaming Server.
GameLobbyID is assigned and AccessKey automatically is assigned after receiving a certificate on Login Server
	Property
	Description

	ServerIP
	Gaming Server IP

	ServerPort
	Gaming Server Port

	GameID
	Game Identifier

	UserID
	User Identifier

	UserPassword
	Password of user

	GameLobbyID
	Game Lobby Identifier

	AccessKey
	Certificated Value returned from Login Server


Table 7. Property of ConnectionParameter Class
GameLobby Class
Used to connect to server and process requests.
Login(LoginConnectionParameter *pLoginConnectionParameter)

	Arguments
	Arguments
Description
pLoginConnectionParameter

LoginConnectionParameter


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x1010
GAME_ID
Char
8
Game Identifier
USER_ID_LEN
Int8
1
Length of User Identifier
USER_ID
Char
USER_ID_LEN
User Identifier
USER_PW_LEN
Int8
1
Length of Password
USER_PW
Char
USER_PW_LEN
User Password


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x1011
RESULT_CODE
Int16
2
1: Success
101: Invalid Game Identifier
103: Fail
104: Already User Identifier
197: DB error
198: Exceeds the maximum capability
199: Server is undergoing inspection
ACCESSKEY
Int32
4
Access Key
GAME_LOBBY_DATA_SIZE
Int8
Number of GAME_LOBBY
GAME_LOBBY_DATA
GAME_LOBBY_DATA[N]
N = GAME_LOBBY_DATA_SIZE
GAME_LOBBY_DATA
Name
Type
Size(Bytes)
Description
GAME_LOBBY_ID
Int8
2
Game Lobby Identifier
GAME_LOBBY _NAME_LEN
Int8
1
Length of Game Lobby name
GAME_LOBBY_NAME
Char[N]
GAME_LOBBY_NAME_LEN
Game Lobby Name
CURR_PLAYER_CNT
Int16
2
Number of connected players
MAX_PLAYER_CNT
Int16
2
Maximum number of players
SERVER_IP_LEN
Int8
1
Length of server IP
SERVER_IP
Char[N]
SERVER_IP_LEN
Server IP
PORT
Int16
Port Number


	Callback
	void Logined(int nResult, GameLobbyInformation *pGameLobbyInformation)
The result is succes, fail, not allowed to connection, not registerd game and so on. If success, receive Game Lobby Information.

	Description
	Connect Login Server by using network socket.


Table 8. Login
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Figure 4. Login
Disconnect(void)
	Arguments
	Arguments
Description
None


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x1011


	Description
	Disconnect with Gaming Server


Table 9. Disconnect
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Figure 5. Disconnect
void Connect(ConnectionParameter *pConnectionParameter)

	Arguments
	Arguments
Description
pConnectionParameter

ConnectionParameter


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x1010
GAME_ID
Char
8
Game Identifier
GAME_LOBBY_ID
Char
2
Game Lobby Identifier
USER_ID_LEN
Int8
1
Length of User Identifier
USER_ID
Char
USER_ID_LEN
User Identifier
USER_PW_LEN
Int8
1
Length of password
USER_PW
Char
USER_PW_LEN
User password
ACCESSKEY
Int64
8
Value returned from Login Server


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x1011
RESULT_CODE
Int16
2 

5001: Success
5101: Invalid Game Identifier
5102: Invalid Game Lobby Identifier
5103: Certificate verify failed
5104: Already User Identifier
5105: Certificate verify failed
5197: DB Error

5198: Exceeds the maximum capability
5199: Unknow
USER_KEY
Int32
4
Returned when the request was successful



	Callback
	void Connected(int nResult)
The result is succes, fail, not allowed to connection, not registerd game and so on.

	Description
	Connect Gaming Server by using network socket.


Table 10. Connect
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Figure 6. Connect
void RequestRoomList(byte nPageNo, byte nRowPerPage)

	Arguments
	Arguments
Description
nPageNo

Page number
nRowPerPage

Number of lines per page


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0X2010
PAGE_NO
Int8
1
Page number

ROW_PER_PAGE
Int8
1
Number of lines per page



	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2011
TOTAL_USER_CNT
Int16
2
Total number of users

OPEN_ROOM_CNT
Int16
2
Number of public rooms

SECRET_ROOM_CNT
Int16
2
Number of private rooms

WAIT_PLAYER_CNT
Int16
2
Number of waiting players

TOTAL_PAGE_CNT
Int8
1
Number of total pages

CURR_PAGE_NO
Int8
1
Number of current page
ROOM_DATA_SIZE
Int8
1
Size of ROOM_DATA
ROOM_DATA
ROOM_DATA[N]
N = ROOM_DATA_SIZE
ROOM_DATA
Name
Type
Size(Bytes)
Description
ROOM_ID
Int16
2
Room Identifier
ROOM_NAME_LEN
Int8
1
Length of room name
ROOM_NAME
Char[N]

N = ROOM_NAME_LEN
Room name
CURR_PLAYER_CNT
Int8
1
Number of current players
MAX_PLAYER_CNT
Int8
1
Maximum number of players
OPEN_STATE
Int8
1
0: Public room, 1: Private room
PLAY_STATE
Int8
1
0 : Ready, 1 : Playing
OPTION
Int32
4
Level, point, etc.


	Description
	Retrieve a list of rooms on GameLobby.


Table 11. RequestRoomList
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Figure 7. RequestRoomList
void RequestWaitPlayerList(byte nPageNo, byte nRowPerPage)

	Arguments
	Arguments
Description
nPageNo

Page number
nRowPerPage

Number of lines per page


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2020
PAGE_NO
Int8
1
Page number
ROW_PER_PAGE
Int8
1
Number of lines per page


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2021
WAIT_PLAYER_CNT
Int16
2
Number of waiting players
TOTAL_PAGE_CNT
Int8
1
Number of total pages

CURR_PAGE_NO
Int8
1
Number of current page
PLAYER_DATA_SIZE
Int8
1
Size of PLAYER_DATA
PLAYER_DATA
PLAYER_DATA[N]
N = PLAYER_DATA_SIZE
PLAYER_DATA
Name
Type
Size(Bytes)
Description
USER_KEY
Int32
4
Game Player Key
USER_ID_LEN
Int8
1
Length of User Identifier
USER_ID
Char[N]
N = USER_ID_LEN
User Identifier


	Description
	Retrieve a list of waiting players on Game Lobby.


Table 12. RequestWaitPlayerList
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Figure 8. RequestWaitPlayerList
void RequestCreateRoom(String strName, String strPassword, byte nMaxPlayerCount, int nOption)

	Arguments
	Arguments
Description
strName

Room name
strPassword

Password for private room
nMaxPlayerCnt

Maximum number of player
nOption

User defined option


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2030
ROOM_NAME_LEN
Int8
1
Valid value is between 1 and 16.
ROOM_NAME
Char[N]
N = ROOM_NAME_LEN
Room name
ROOM_PW_LEN
Int8
1
Length of password
ROOM_PW
Char[N]
N = ROOM_PW_LEN
Password
MAX_PLAYER_CNT
Int8
1
Maximum number of player
OPTION
Int32
4
Level, point, etc.


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2031
RESULT_CODE
Int16
2
5001: Succee
5201: Fail
5299: Unknown
ROOM_ID
Int16
2


	Callback
	void CreatedRoom(Room *pRoom)

If success, it gets properties of room and a list of gameplayers.
If fail, it gets NULL.

	Description
	Request to create room by using room properties, if room password is “”, room is created for public, if room password is “something”, room is created for private.


Table 13. RequestCreateRoom
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Figure 9. RequestCreatRoom
void RequestJoinRoom(short nRoomKey, String strRoomPassword)

	Arguments
	Arguments
Description
nRoomKey

Room Key
strRoomPassword

Room password


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2060
ROOM_ID
Int16
2
Room Key
ROOM_PW_LEN
Int8
1
Length of password
ROOM_PW
Char[N]
N = ROOM_PW_LEN
Password


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2061
RESULT_CODE
Int16
2
5001: Success
5202: No room
5203: Wrong password
5204: Exceeds the maximum capability
5205: Playing
5206: Fail to join
5299: Unknow
ROOM_PROPERTY
PLAYER_DATA_SIZE
Int8
1
Number of PLAYER_DATA
PLAYER_DATA
PLAYER_DATA[N]
N = PLAYER_DATA_SIZE
ROOM_PROPERTY
Name
Type
Size(Bytes)
Description
MAP_ID
Int8
1
Map Identifier
BATTLE_TYPE
Int8
1
Room property
OPTION
Int8
1
Room property
PLAYER_DATA
Name
Type
Size(Bytes)
Description
USER_KEY
Int32
4
User Key
USER_ID_LEN
Int8
1
Length of user identifier
USER_ID
Char[N]
N = USER_ID_LEN
User identifier
HOST
Int8
1
1 : host of room
PLAYER_PROPERTY
PLAYER_PROPERTY
PLAYER_PROPERTY
Name
Type
Size(Bytes)
Description
CHARATER_TYPE
Int8
1
GamePlayer property
READY_STATE
Int8
1
GamePlayer property
TEAM
Int8
1
GamePlayer property
OPTION
Int8
1
GamePlayer property


	Description
	To request to join room


Table 14. RequestJoinRoom
[image: image11.png]ResponseEventistener

MNPProcessor

Gaming Server

T
|
i

muesuwmnmmm, Roampasord)

JoinedRoam(Rest, Room |

Result





Figure 10. RequestJoinRoom
void RequestSendChattingMessage(byte nMessageFlag, String strMessage, int nGamePlayerKey)

	Arguments
	Arguments
Description
nMessageFlag

The flag which defines to select a group to send a message.
strMessage

Message
nGamePlayerKey

GamePlayer Key


	Notifacation
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20D2
RANGE_FLAG
Int8
1
1 : All of waiting GamePlayers
2 : All of GamePlayers in the room
3 : All of same team in the room
4 : Specific GamePlayer
MSG_LEN
Int8
1
Length of message
MSG
Char[N]
N = MSG_LEN
Message
USER_KEY
Int32
4
GamePlayer Key when RANGE_FLAG is 4


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20D3
USER_KEY
Int32
4
GamePlayer Key
MSG_LEN
Int8
1
Length of message
MSG
Char[N]
N = MSG_LEN
Message


	Callback
	void ChatMessage(int nGamePlayerKey, String strMessage)

There are GamePlayerKey is key of user who sent the message and the message.

	Description
	Send the message to a specific user a user of a specific group.


Table 15. RequestSendChattingMessage
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Figure 11. RequestSendChattingMessage(Notification)
[image: image13.png]ResponseEventListener MpProcessor

Gaming Server

Message of other Player

Chatihessage (GamePlayerkey, Message)

U





Figure 12. RequestSendChattingMessage(Response)
void RequestQuickJoin(void)

	Arguments
	Arguments
Description
None


	Request
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20E0



	Response
	Refer to callback function.

	Callback
	void JoinedRoom(int nResult, Room *pRoom)

The result is succes, fail and so on. If success, it gets properties of room and a list of GamePlayers, If fail, it gets NULL.

	Description
	Join room randomly regardless of condition.


Table 16. RequestQuickJoin
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Figure 13. RequestQuickJoin
GamePlayer Class
This class has basic properties of GamePlayer.
	Property
	Description

	Key
	GamePlayer Key

	Name
	GamePlayer name

	State
	GamePlayer state

	Character
	Character type

	Team
	Team

	Option
	GamePlayer defined option

	Host
	Host Identifier


Table 17. Property of GamePlayer Class
void RequestModifyGamePlayerProperty(byte nCharacterType, byte nReadyState, byte nTeam, byte nOption)

	Arguments
	Arguments
Description
nCharacterType

Character Type

nReadyState

ReadyState

nTeam

Team
nOption

User defined option


	Notifacation
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2052
CHARATER_TYPE
Int8
1
GamePlayer property
READY_STATE
Int8
1
GamePlayer property
TEAM
Int8
1
GamePlayer property
OPTION
Int8
1
GamePlayer property


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2053
USER_KEY
Int32
4
GamePlayer Key
CHARATER_TYPE
Int8
1
GamePlayer property
READY_STATE
Int8
1
GamePlayer property
TEAM
Int8
1
GamePlayer property
OPTION
Int8
1
GamePlayer property


	Callback
	void ModifiedGamePlayerProperty(GamePlayer *pGamePlayer)

If success, it gets properties of gameplayer, If fail, get NULL

	Description
	Request to change property of GamePlayer.


Table 18. RequestModifyGamePlayerProperty
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Figure 14. RequestModifyGamePlayerProperty(Notification)
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Figure 15. RequestModifyGamePlayerProperty(Response)
Room Class
Class included in GameLobby. It has information of GamePlayer and Room.
void RequestModifyRoomProperty(byte nMapID, byte nBattleType, byte nOption)

	Arguments
	Arguments
Description
nMapID

Map Identifier
nBattleType

Battle type
nOption

User defined option


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2042
MAP_ID
Int8
1
Room property
BATTLE_TYPE
Int8
1
Room property
OPTION
Int8
1
Room property


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2043
MAP_ID
Int8
1
Room property
BATTLE_TYPE
Int8
1
Room property
OPTION
Int8
1
Room property


	Callback
	void ModifiedRoomProperty(Room *pRoom)

If success, it gets properties of room and a list of gameplayers.

	Description
	Request to change property of room.


Table 19. RequestModifyRoomProperty
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Figure 16. RequestModifyRoomProperty(Notification)
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Figure 17. RequestModifyRoomProperty(Reponse)

void RequestKickOut(int nGamePlayerKey)

	Arguments
	Arguments
Description
nGamePlayerKey

GamePlayer Key


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2072
USER_KEY
Int32
4
GamePlayer Key


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2073


	Callback
	void KickedOut(void)

Game player who sends this message does not receive the message, game player who has same Key receives the message.

	Description
	Host of the room is able to request kick game player out in the room.


Table 20. RequestKickOut
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Figure 18. RequestKickOut(Notification)
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Figure 19. RequestKickOut(Response)
void RequestExitRoom(void)

	Arguments
	Arguments
Description
None


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2082


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2083

USER_KEY
Int32
4
GamePlayer Key
Host USER_KEY
Int32
4
Host GamePlayer Key of the room


	Callback
	void GamePlayerExitedRoom(void)

This function is called when some game player exits room.

	Description
	Request to exit room.


Table 21. RequestExitRoom
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Figure 20. RequestExitRoom(Notification)
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Figure 21. RequestExitRoom(Response)

void RequestSetPlayState(byte nPlayState)

	Arguments
	Arguments
Description
nPlayState
Playstate of the room


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2092
PLAY_STATE
Int8
1
GamePlayer property


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x2093
PLAY_STATE
Int8
1
GamePlayer property


	Callback
	void SetPlayState(Room *pRoom)
This function is called when playstate of the room is changed.

	Description
	Request to change playstate of the room.


Table 22. RequestSetPlayState
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Figure 22. RequestSetPlayState(Notification)
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Figure 23. RequestSetPlayState(Response)

void RequestSendGameData(byte nMessageFlag, MessageBuffer *pMessage)

	Arguments
	Arguments
Description
nMessageFlag

The flag which defines to select a group to send a message
pMessage

Game data


	Notification
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20A2
MSG_FLAG
Int8
1
0 : All of GamePlayer in the room
1 : All of GamePlayer in the room except GamePlayer who sends the message
GAME_DATA
Game data


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20A3
USER_KEY
Int32
4
GamePlayer Key
GAME_DATA
Game data


	Callback
	void ReceivedData(GamePlayer *pGamePlayer, MessageBuffer *pMessageBuffer) 
There are GamePlayerKey is Key of user who sent the message and the message.

	Description
	Request to send game data.


Table 23. RequestSendGameData
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Figure 24. RequestSendGameData(Notification)
[image: image26.png]ResponseEventistener

MNPProcessor

aming Server





Figure 25. RequestSendGameData(Response)

void RequestSendChattingMessage(byte nMessageFlag, String strMessage, int nGamePlayerKey)

	Arguments
	Arguments
Description
nMessageFlag

The flag which defines to select a group to send a message
strMessage

Chatting message
nGamePlayerKey

GamePlayer Key


	Notifacation
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20D2
RANGE_FLAG
Int8
1
1 : All of waiting GamePlayer
2 : All of GamePlayes in the room
3 : All of same team in the room
4 : Specific GamePlayer
MSG_LEN
Int8
1
Length of message
MSG
Char[N]
N = MSG_LEN
Message
USER_KEY
Int32
4
GamePlayer Key when RANGE_FLAG is 4


	Response
	Name
Type
Size(Bytes)
Description
Message ID
Int16
2
0x20D3
USER_KEY
Int32
4
GamePlayer key
MSG_LEN
Int8
1
Length of message
MSG
Char[N]
N = MSG_LEN
Messsage


	Callback
	void ChatMessage(int nGamePlayerKey, String strMessage)

There are GamePlayerKey is key of user who sent the message and the message.

	Description
	Send the message to specific GamePlayers or GamePlayer of a specific group.


Table 24. RequestSendChattingMessage

RoomInformation Class
Class that has room attributes below.
	Property
	Description

	Key
	Room Key

	Name
	Room name

	Password
	Room password

	MaxPlayerCount
	Maximum number of player

	Option
	User defined option

	CurrentPlayerCount
	Current number of player

	OpenState
	Whether public or private room

	PlayState
	Whether ready to play or play to game

	State
	State

	MapID
	Map Identifier

	BattleType
	Battle Type

	BattleOption
	Battle Option


Table 25. RoomInformation Class

Case Overview
These figures below describe four cases by using API.
Create Room
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Figure 26. Create Room Sequence Diagram
1. Excute the game.
2. Connect Login Server.
3. Select GameLobby among GameLobby list from Login Server.
4. Connect Gaming Server.
5. Request a list of rooms.
6. Request a listof rooms. The count is 1~n.
7. Create Room
8. Make a room consisted of a room properties.
9. Kick GamePlayer out
10. GamePlayer who creates the room could kick specified GamePlayer out from current room.
11. Retrieve the chatting message.
12. All of GamePlayers in the room can send the message to all of GamePlayer except GamePlayer who send the message. The message is broadcasted to the other GamePlayers in the room.
13. Put the message which GamePlayer want to send.
14. Change the play state.
15. Host of the room can change play state of the room.
Join Room
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Figure 27. Join Room Sequence Diagram
1. Excute the game.
2. Connect Login Server.
3. Select GameLobby among GameLobby list from Login Server.
4. Connect Gaming Server.
5. Request a list of rooms.
6. Request a listof rooms. The count is 1~n.
7. Join room
8. Request to join room by Room Key among a room list.
9. Host of the room can kick specified GamePlayer out from current room.
10. Retrieve the message from the other GamePlayer.
11. All of GamePlayers in the room can send the message to all of GamePlayer except GamePlayer who send the message. The message is broadcasted to the other GamePlayers in the room.
12. Put the message which GamePlayer want to send.
13. Change the play state.
14. Host of the room can change play state of the room.
15. If all of GamePlayer send the message which ready to play the game, Gaming Server broadcasts the Message to all of GamePlayers.
In Game & Game Over
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Figure 28. In Game & Game Over Sequence Diagram
1. Play game.
2. Request to send game data to all of GamePlayers.
3. If Game Over.
4. Select yes or no.
5. If  yes, restart the game and join room again.
6. If no, end the game.
7. Select to disconnect
8. Disconnect from server.
QuickJoin
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Figure 29. Quick Match Sequence Diagram
1. Excute the game.
2. Connect Login Server.
3. Select GameLobby among GameLobby list from Login Server.
4. Connect Gaming Server.
5. Quck Join
6. It could be requested QuickJoin before retreiving a list of rooms. GamePlayer joins the room randomly.
Compare CSA with CSI
	CSI standard
	CSA standard
	Comparison

	Login(AppID, Username, Password)
	Login(LoginConnectionParameter *pLoginConnectionParameter)
	It returns a list of GameLobby and AccessKey by which a player can access to Gaming Server.

	
	Connect(ConnectionParameter *pConnectionParameter)
	ConnectionParameter contains GameID, UserID, UserPassword, and Accesskey. (Accesskey is assigned from Login Server)
When connecting to Gaming Server from Login server, it returns a list of available GameLobby

	Logout(SID)
	Disconnect()
	Disconnect from server

	Register(SID, Username, Password)
	No corresponding API
	In CSA, server controls every process.

	No corresponding API
	RequestRoomList(byte nPageNo, byte nRowPerPage)
	Retrieve a list of rooms.

	GetAS(SID)
	RequestWaitPlayerList(byte nPageNo, byte nRowPerPage)
	Obtains waiting gameplayers information. CSI returns information for every player.

	GetInv(SID)
	No corresponding API
	

	Activate(SID, ASID)
	No corresponding API
	

	Deactivate(SID, ASID)
	No corresponding API
	

	Name(SID, ASID, Name)
	RequestModifyGamePlayerProperty(byte nCharacterType, byte nReadyState, byte nTeam, byte nOption)
	Change a property of GamePlayer

	CreateAI(SID, MinAS, MaxAS, Name)
	RequestCreateRoom(String strName, String strPassword, byte nMaxPlayerCount, int nOption)
	In CAS, enter “” for strPassword to create a public Room. But, enter “something” for strPassword to create a private Room.

	CreateAIPrivate(SID, Actors, MinAS, MaxAS, Name)
	
	

	No corresponding API
	RequestModifyRoomProperty(byte nMapID, byte nBattleType, byte nOption)
	Change properties of the room.

	No corresponding API
	RequestJoinRoom(short nRoomKey, String strRoomPassword)
	Join the room.

	ForceAIRnd (SID, MinAS, MaxAS, Name)
	RequestQuickJoin(void)
	A Player will automatically be joined to a GameRoom.

	No corresponding API
	RequestKickGamePlayerOut (int nGamePlayerKey)
	Kick GamePlayer out from the room.

	Start(SID, ASID)
	RequestSetPlayState(byte nPlayState)
	Start the game or End the game.

	End(SID, ASID)
	
	

	Quit(SID, ASID)
	RequestExitRoom(void)
	Exit room.

	HandoverTurn(SID, ASID, Data, ActorNr)
	No corresponding API
	

	SendData(SID, ASID, Data, Actors)
	RequestSendGameData(byte nMessageFlag, MessageBuffer *pMessage)
	Send game data.

	SendTxtMsg(SID, ASID, Msg, Actors)
	RequestSendChattingMessage(byte nMessageFlag, String strMessage, int nGamePlayerKey)
	Send instant-message.

	SetScore(SID, ScoreTable, Score)
	No corresponding API
	

	GetScorePos(SID, ScoreID, TimeFrame)
	No corresponding API
	

	GetScoresByPos(SID, ScoreTable, Pos, Count, Filter, TimeFrame)
	No corresponding API
	

	GetScoresByID(SID, ScoreID, Count, Offset, Filter, TimeFrame)
	No corresponding API
	

	GetScoresByUser(SID, ScoreTable, Username, Count, Offset, Filter, TimeFrame)
	No corresponding API
	

	SetShadow(SID, ScoreTable, Score, Shadow, TotalBytes)
	No corresponding API
	

	GetShadow(SID, ScoreID)
	No corresponding API
	

	Ping(SID)
	No corresponding API
	

	DateTime(SID)
	No corresponding API
	

	GetEvents(SID, ASID)
	ResponseEventListener Class
	Retrieves the event from server.

	GetEventHistory(SID, ASID, Count)
	No corresponding API
	

	RaiseEvent(SID, ASID, Data)
	No corresponding API
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