Chapter3: TCP/UDP Synchronous Socket Programming

- ,_;F
-

el 138 (B Aguasi ) g gall

< & sall Socket ) dAsa g Al JAae -1
Unicasting TCPI (& 4ol jial) daa ) 4 jlens -2
Unicasting, Multicasting and Broadcasting In UDP (-8 4ial jidll dasa jall 4y jleze -3

www.SocketCoder.Com The SocketCoder E-Reference 2009 4k sias (3 53all s ©




Chapter3: Synchronous Socket Programming Ao jgal) alaill g cilSadl) A A (A g S @ sal)

: cui oAl Socket) daa A Jiaae 131

Transport Layer-) g JS Jay; LelDa e aty Al dahaial) 31091 Ll e Socket) <o s
o il JsS g5 ) Cay et LSy LBDA s TCP/IP ) lida 36, 8 Network Layerdl s
NET Jdacaaiady, Jiadlca bl [P Address—) ¢llasy 4 (alall Portly Jill dlee
(e Socket—) g Jlill o LaSai 1l 5 Classes—) (— 4— seaa: Framework

:Classes o2 aal M) J 508l an s System.Net.Socket Namespace-!

‘2 Class Description

Socket g Glo gsines < Sl Socketd e deladl ulu) Classd s
A2zl JLai¥) (e g 3 (51 Jae o) Loma Jalal) Jainal) cilalae Y15 iy il
Network Layerdl s Transport Layerd & Jill &Y S 5ig 1 (30 & 55 sl

LS IS sl s Ledy ol ) s

TcpClient Simple WYl a5 Helper Socket ClassesJb Classesdl o3 o i
TcplListener Aaind ey ralipdl Hdlie JS5 Lgaladin 5 als 5 48 )20 Socket Classes

due)Y Socketd) plasiul 3 5 Gal Socket Class! plasind e diy (a5
JUDP 5l TCP (S 55l aali s yidilaa il

;i & gall Socket Class alall S il I JSEN
Socket Class Declaration:

System.Net.Sockets.Socket MySocket = new Socket(
AddressFamily. // Network Layer Example: InterNetwork
,SocketType. //Socket Transport Type For Example: Stream
,ProtocolType. //Transport Protocol For Exmaple TCP );
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Member name

Description

AcceptConnection

Socket is listening.

AddMembership

Add an IP group membership.

AddSourceMembership

Join a source group.

BlockSource

Block data from a source.

Broadcast Permit sending broadcast
messages on the socket.

BsdUrgent Use urgent data as defined in
RFC-1222. This option can be set
only once, and once set, cannot
be turned off.

ChecksumCoverage Set or get UDP checksum
coverage.

DontFragment Do not fragment IP datagrams.

DontLinger Close socket gracefully without
lingering.

DontRoute Do not route; send directly to

interface addresses.

DropMembership

Drop an IP group membership.

DropSourceMembership

Drop a source group.

ExclusiveAddressUse

Enables a socket to be bound for
exclusive access.

Headerincluded

Indicates application is
providing the IP header for
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outgoing datagrams.

IPOptions

Specifies IP options to be
inserted into outgoing
datagrams.

IpTimeTolive

Set the IP header time-to-live
field.

KeepAlive

Send keep-alives.

MaxConnections

Maximum queue length that can
be specified by Listen.

Multicastinterface

Set the interface for outgoing
multicast packets.

MulticastLoopback

IP multicast loopback.

MulticastTimeTolive

IP multicast time to live.

NoChecksum Send UDP datagrams with
checksum set to zero.
NoDelay Disables the Nagle algorithm for

send coalescing.

OutOfBandinline

Receives out-of-band data in the
normal data stream.

PacketiInformation

Return information about
received packets.

ReceiveBuffer

Send low water mark.
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ReceiveLowWater

Receive low water mark.

ReceiveTimeout

Receive time out.

ReuseAddress

Allows the socket to be bound to
an address that is already in use.

SendBuffer

Specifies the total per-socket
buffer space reserved for sends.
This is unrelated to the
maximum message size or the
size of a TCP window.

SendLowWater

Specifies the total per-socket
buffer space reserved for
receives. This is unrelated to the
maximum message size or the
size of a TCP window.

SendTimeout

Send timeout.

TypeOfService

Change the IP header type of
service field.

UnblockSource

Unblock a previously blocked
source.

UselLoopback

Enable Or Disable a Loop Back
Connection

SetSocketOption 4llall YA (1e Lgy bl LSy Al Socketd! Clalae) auns 3.1.1.1 Jsaal)
(Microsoft MSDN _xaall)
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Serverdb 4] Hliall y canaiiddl y Clientdb 4] Ll 5 Jatall (58 plall UST Ja jall 038

Server Client
socket() socket()
bind()
Tisten()
accept() |= connect()
recv() |- send()
send() - recv()
close() |= »| close()

apatiaall 5 Joaiall u;\s)j: o TCPA P (e Jbai¥) Jal g (9 3.1 JSGE)

Juaiall (i Hhall M 2ie Socket Class) i yai ey TCP) aladinly Jasesy Jlail zali o LAY
Al S )

TCP Socket Class Declaration:

System_Net.Sockets.Socket MySocket = new Socket(
AddressFamily. InterNetwork //InterNetwork = 1Pv4
, SocketType.Stream // Streaming Session
, ProtocolType.Tcp);

IP ) L) s Bl ol Jlai¥) & glae I Connect A1 YA (e oy Jesiall G jla 3
IPEndPoint Classdl U4 (e sl 5 ilie Chaidl Caylal Port Numberdls Address
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TCP Socket - Using The Connect Method:

// Pass The IP Address and The Port Number Directly
MySocket.Connect(*"127.0.0.1", 5000);

// Or Pass i1t By Using The IPEndPoint Class
System.Net. IPEndPoint ServerAddress = new
System.Net. IPEndPoint(System.Net. IPAddress.
Parse("127.0.0.1"), 5000);
MySocket.Connect(ServerAddress);

e pebind s Canaivall g Jeaidll G ihie Stream Session dee o Juai¥) ddee A el aay
O Boaiue Juai¥) ddae o (e U Lafl ADA (e Ay JliaYl s Jl,Y) dlee A ead) DS
<lds Array of Bytes o Ledbu) 3l el clibull Jysad dolee (e dplaall & 23Y L)) ie )kl
ol o Jua)) Ala b b Ledls ) 2l el clibnd) & 53 e @l ading s el Encoding Jae A& (e
ASCII sl Unicode <ulS 13 43 Aalall e jill 48y sy Bytes () string (e gl lld Jygas

.JiS Code

TCP Socket - Start Sending & Receiving in The Client Socket:

// For Sending:

byte[] TheStringAsByteArray =
UnicodeEncoding.Unicode.GetBytes("'Hello World!'");
MySocket.Send(TheStringAsByteArray);

// For Receiving:

//The initial declaration of the array indexes

byte[] ReceivedData = new byte[1024];

MySocket.Receive(ReceivedData);

string ReceivedMessage = UnicodeEncoding.Unicode
-.GetString(ReceivedData);

// To Close The Conncetion:

MySocket.Close();
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IR ey el amy Jlaty) bl Jusind A (e ade S Transport Portdl cawaiually (aldll
Al Juai) calls Jlial die & Wawe s2a3 o3 3 TCP Portd) e cuiail) dlee fas Listen 4lall
daiag ol Jattiuall 3 Jatall i Session) sLih W ) g asdi ‘;"\S\_, Accept Al ) 3 yilae aly a5

Sl il dglee 8 Jaadia JSG 4xa Jaladll o3y (S1 ald Socket Class Object e

TCP Socket - The Server Part:

// The Server Socket Declaration

Socket ServerSocket = new Socket(
AddressFamily. InterNetwork, SocketType.Stream |,
ProtocolType.Tcp);

// Any = Use All 1P Addresses of the Server
IPEndPoint ipend = new IPEndPoint(1PAddress.Any, 5000);

// Bind Both The Network IP and The Transport Port
ServerSocket.Bind(ipend);

// -1= Allow for Unlimited number of Connections
ServerSocket.Listen(-1);

// Make a Special Socket For Each Client
Socket New_Client = ServerSocket.Accept();

// Sending:
byte[] SendingBuffer =
UnicodeEncoding.Unicode.

GetBytes(""Welcome to Our Server'™);
New_Client.Send(SendingBuffer);

// Recelving:

byte[] ReceivedBuffer = new byte[1024];
New_Client.Receive(ReceivedBuffer);

string msg =
UnicodeEncoding.Unicode.GetString(ReceivedBuffer);
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Al e e

TCP Socket - The Server Part With Using Threading:
void StartTheServerOnNewThread()
{
Thread ServerThread = new Thread(new
ThreadStart(ServerMethod));
ServerThread. IsBackground = true;
ServerThread.Start();

}

void ServerMethod()

{

Socket ServerSocket = new

Socket(AddressFamily. InterNetwork, SocketType.Stream,
ProtocolType.Tcp);

// Socket Binding
IPEndPoint ipend = new IPEndPoint(1PAddress.Any, 5000);
ServerSocket.Bind(ipend);

// Lestening
ServerSocket.Listen(-1);

while (true)

{
Socket New_Client = ServerSocket.Accept();

byte[] buffer = new byte[1024];
New_Client.Receive(buffer);

string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);

}
}
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‘Ldat Y 44,k y Cross Threading Exceptiond! :3.2.1

Windows Control e Thread &la J3& e Ledbdinl &5 Al Ul (i je ) 2l L il
(AUl a4 s 58 Lasalall A Listbox Windows Form Controld) JésS Formd! e 2 sa 5a

Cross Thread Exception:

void ServerMethod()

{

Socket ServerSocket = new

Socket(AddressFamily. InterNetwork, SocketType.Stream,
ProtocolType.Tcp);

// Socket Binding
IPEndPoint ipend = new IPEndPoint(1PAddress.Any, 5000);
ServerSocket.Bind(ipend);

// Lestening
ServerSocket.Listen(-1);

while (true)

{
Socket New_Client = ServerSocket.Accept();
byte[] buffer = new byte[1024];
New_Client.Receive(buffer);
string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);
listBoxl. Items.Add(ReceivedMessage);

}
}

Jusiul sie Cross-Thread operation not allowed exception gls ) aiw gali jll 2855 2ie
Jasy Listbox Control of S ) 2sm b & cundls Listbox e base glany ity
A Ul el mealy Y 1 sadls Controld) ¢lld 4de ol ye AT Thread e
S DA e dsied) Ul Invoke dee &l Cus Delegated) s s by JMA (e Lellind

:Sull J8d mual Windows ControlH!

Solve The Cross Thread Exception:

void ServerMethod()

{

Socket ServerSocket = new

Socket(AddressFamily. InterNetwork, SocketType.Stream,
ProtocolType.Tcp);
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// Socket Binding
IPEndPoint ipend = new IPEndPoint(l1PAddress.Any, 5000);
ServerSocket.Bind(ipend);

// Lestening
ServerSocket.Listen(-1);

while (true)

Socket New_Client = ServerSocket.Accept();
byte[] buffer = new byte[1024];
New_Client.Receive(buffer);

string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);

// Create a delegate to handle the cross-thread calls
this. Invoke(nhew mydelegate(ViewText), ReceivedMessage);

}
}

// to pass the received text using this delegate
private delegate void mydelegate(string PassedData);
private void ViewText(string PassedData)

{
listboxl. Item.Add(PassedData);

by

G Ay LLh Ul S5 String g8 e sk Do delegate cuahy Gl JEd) 8 Ll
Delegate! J3a (e oy yad oy Cogus (51 Gaill LA (e Uy je dua oo )l Main Thread-!
LY 138 kel JiaY) Jall sa Jall 13 ey Listbox Controldl A Invoked) alla alasiul
Ladll ) False  Aad ek dlhy elmu¥l @l Gy Ak ag LS
Jedii 4ly Soa e Leaa g5 Control Class! g« CheckForlllegalCrossThreadCalls

(B b LS il

Disable The Cross Thread Exception Warning:
public Form1()

{

InitializeComponent();
Control .CheckForlllegalCrossThreadCalls = false;

3

e\.b.ﬂ\ )i Oleal Juad & GJ}‘Y\ :*-S{)-LJ‘ e‘m Al L_é—‘ﬁ. uﬂ
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:UDP Transport Protocol! & 4ial jial) daa !l & jazse :3.3

& Socketd) <y y23 ) had #Usi UDP & TCP (e o) 2 ale <5 UDP 4 lexs )
Jé Session Ll ke a g ¥ UDP) o iy 3 Caandl s JUia¥) s Jla¥) Tasiy deaall ik
A JLEiay 5 Jadd aoaall o) giell ) Jl ;Y0 UDP &S5 TCPA (& Jall e LS Jl)Y) ddee
Llae b UDPA a5ty ¥ 3 UDPS O34 (e JLial s Jlu ¥ dlee 8 Al 4y jlaxall 028 ysiadi
Coas ¥ ol 4081 (a4 sl Gl S 13) Ganl) Aleny sty Y LIS Al )l gy (g0 B

UDPJ YA (e Juai¥) &y jlana 3.2 JSA

UDP Server UDP Client
socket() socket()
bind()
recvfrom() |- sendto()
sendto() | recyfrom()
close() close()

UDP J3a (e Ja il & jlasna (5 3.2 JSAl

Transport Port 11 s Network IP Bind Jee & Socketd) i o Cunatindl oyl
JLEaY) 5 Jl Y Alee Tag o8 Cauaiinally (alall Number

Multicast s Unicast< <lln Jlu )Y asladin) 46l 4 de il e UDP Protocold e W
4 lere Ay 4l L UnicastS dul il asladin) (Sa 3l TCPA oS~ Broadcast s
daadl) 138 (i Capaivnall 5 Jualall (g pdilae Juail oLl clplee 6f e 53 Y ) UDPA)
s Multicast 5 Unicasts Juy! ok A3 UDPA DA e Judiad)s Juayy) 4ds

.Broadcast
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Blee sl ya) Jaaly Copmioaal) () gie 3aa3y Socketd) i LS JLaY) 5 JuaY) e
i) b o Ay ReceiveFrom Al alaaiuly Jusiny) 3 SendTo Alal alasinly Ju )
A i) of 4d) Jus yall () i

UDP Socket - Unicast Client:

void ClientSender()

{

// Create The UDP Socket

Socket client_socket = new

Socket(AddressFamily. InterNetwork, SocketType.Dgram,
ProtocolType.Udp);

// The Unicast IP End Point

IPEndPoint ipend = new
IPEndPoint(IPAddress.Parse(*'127.0.0.1"), 5000);

// Encoding

byte[] buffer = UnicodeEncoding.Unicode.GetBytes("'Hello
Unicasting UDP World!™);

// Send the Text
client_socket.SendTo(buffer, ipend);

// Close The Socket
client_socket.Close();

}

void ClientReceilver()
{
// Create The UDP Socket
Socket client_socket = new
Socket(AddressFamily. InterNetwork, SocketType.Dgram,
ProtocolType.Udp);
// The Unicast IP End Point
IPEndPoint ipend = new
IPEndPoint(IPAddress.Parse(*'127.0.0.1"), 5000);
byte[] buffer = new byte[1024];
EndPoint ip = (EndPoint)ipend;

while (true)

{

client_socket.ReceiveFrom(buffer, ref ip);
string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);

}
by
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Transport Port 41 s Network IP Bind Jee & Socketd) < i ol Canaivall (i yla
eob LS lld oy g JLEiny) o ¥ Alee s o Canmivaddls (sl Number

UDP Socket - Unicast Server:

void UDP_Server()

{

// Creation Socket

Socket sock = new Socket(AddressFamily.InterNetwork,
SocketType.Dgram, ProtocolType.Udp);

// Socket Binding
IPEndPoint ipend = new IPEndPoint(1PAddress.Any, 5000);
sock.Bind(ipend);

while (true)
{

// Receiving
byte[] buffer = new byte[1024];
EndPoint ip = (EndPoint)ipend;
sock.ReceiveFrom(buffer, ref ip);
// Encoding
string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);

}
}

dac) aa s ¥ 4 Gy UDPJ) & SendTo 1 s ReceiveFrom J1 alasiul &5 Le salell 3
JusiaY! 5 Ju ¥ s Socketd iy s i 4ty Cus TCP 8 Jall sa LS JlaiV) doleal (Bua
ReceiveFrom alall W 3 ¢ WS Sendd) Ala ae 4] Jupall ) gie Jla)) 0 0¥ Sl 3 5004
Ll Reference Value<= EndPoint object 4 dad alis) JMA (e SULall Ju ye 28 yza 403184
EndPointl ied i sals A (g0 Js,¥1 & 2l Portd) s Al i calia ¢ sie (i je Uiay
Al g Juall A 2y Jla 2 Gl siall Ald aladind L (8a1 WS Ljp. ToString() 1ok WS string Y

:Ji SendTod ) ReceiveFromdl D& (e Waliy) &5 All EndPointd) 4ed sliuls

UDP Socket - Send a Replay By Using The EndPoint Object:

EndPoint ip = (EndPoint)ipend;
sock.ReceiveFrom(buffer, ref ip);

// To Send a Replay, For Example:

byte[] buffer =
UnicodeEncoding.Unicode.GetBytes(''Received, Thanks.””);
sock.SendTo(buffer, ip);
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:Multicast S UDP alasinly Jul il 4 jlass :3.3.2

Class D ) slaaius One-to-many 4e sexe Y padd e JuoY) 4l e Multicastd) < s
UDP Transport 4 J3a e SUlll o 4dee 255 |P Protocol! 4 Subnet Mask
IGMP — Internet Group ! ¢ ile gaadll 3l doleal (als JsS 535 0 203% 5 Protocol
JG (e sy WS 5 Internet Protocol Modeld ¢ = 3> s 3l s Management Protocol
paa dlu)) & s lilall sl Jsadll (e @3l Clilee e (553 IGMPA JS 550 (b 3.3
A a3l 5l 4 oy 535 Max response Timed! e Lead s siad 5 il )l JSI clibl)
e zsoAl Join to Group de seae Jl an) Adeall ¢ 55 GlXS 5 ccorresponding report
1als (Membership Query 4e seadll oo Clasles gla ) 5l <Drop From Group ic sexe

Ac saall [P A o) sie

8-bit

&bit Type Max Response Time |

16-bit Checksum

32-bit Group Address

IGMP) J S 555 1 S 5 a5 3.3 Sl

akind 3 239.255.255.255 1 224.0.0.0 ¢« IP Multicasting) -2 Range-! avsais &
o= 2 ) Scope-Relative) sl e 5l Dynamic sl Static s JSi L) (3 k 4330 saaas
sl Ll 3 ki Multicast Ranges)) cilbanads J o il slaal)

http://www.iana.org/assignments/multicast-addresses

Jaly e Wl ) 24 Cus Unicast=< Backbone Tunnels! ¢ Multicast Packetsdl J 4
Unicast)) «siuls Backbone Tunneldl »e Jal ) Router ¢« w5 s Routerdl ) 4.l
9 ashy Routerd! ) sasly 3 Ju i Cua 430 8 Bandwidthd) o« 80 jie L g

Broadcasts s Y e Lo sis

DUyl a0 Leabinion 5 s sl dualad) cilileal) ga Jalall A€ ks Bl 3 o s
T A Ao gana (e JLEY) 5 Yl 5 Ae samn (e s AN Sl sleaiVIS Multicast Group-! o«
Multicasting=< Ju_ ¥ fulee 3 4 )5 pall Cilalac Y
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- Join || Drop a multicast Group 4c sass (e z s AN i slacaiy) :3.3.2.1

:Socketd! wa et ey Ul AL Join a Group Ae seas ) sbeai¥) dilee &5

UDP Socket - Join to Multicast Group:

// Socket Declaration
Socket MySocket = new Socket(AddressFamily.InterNetwork,
SocketType.Dgram, ProtocolType.Udp);

// 1P Declaration
IPAddress Multicast_IP = IPAddress.Parse(''224.0.0.1");

// Join to The Multicast Group Using The SocketOption
MySocket.SetSocketOption(SocketOptionLevel (1P,
SocketOptionName .AddMembership, new
MulticastOption(Multicast _IP));

i Socket Optiondl & il [P Infrastructured! o« ¢ 3> s Multicasting! of cua
el aYl g s baaa SG) jiws )Wl 4« SocketOptionLevel.IP sl &3 I [P (s giwa e
Gl s W & AddMembership= ¢1oaY) g ¢ cu ety Liad 25 [P (5 st e s 3
Cads (S A8kl Gudng [P Multicastd et Ll 285 @glhall sl sanall dadll jumy a5

.SocketOption-! # SocketOptionName.DropMembership _tial ¢l 5 4, guaal)

: Sending And Receiving From a multicast Group Jusiwy! s Jw ¥ :3.3.2.2

<l Routersd! sxe g 3 paidls TTL — Time To Lived) aae xaad Jeady Jlu )Yl dlee Ji
Multicast J o (x 1368 1 4l pay 3 13 Cua LBA s Multicast Packets i of oS
Al e aaiad la gy a8 o duady Il daiill 5 Local Networkd! e z 533 o Packets
I JuLY Jae mssi sogmall Ge OIS 1Y) malindl Wle s Al 403 [Infrastructure)

(S L LS b 2y g Y ol dlaall A0 (e s AT S

UDP Socket - Set The Number Of TTL In a Multicasting Socket:

// Set The Number Of TTL in the SetSocketOption
MySocket.SetSocketOption(SocketOptionLevel _IP,
SocketOptionName _MulticastTimeToLive, 1);
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UDP Socket - Sending In Multicasting:

Byte[] buffer =
Encoding.Unicode.GetBytes("'"Hello My Group™);

IPEndPoint IPEnd = new IPEndPoint(Multicast_IP,
Port_Number);

// The First Way (Send After Joining)
MySocket.Connect(IPEnd);
MySocket.Send(buffer);

// The Seond Way (Send Directly)
MySocket.SendTo(buffer, 1PEnd);

o= uitsi s ReceiveFromdl sl Received! UMa (e Wl Lyl iy sl ay of (St Jliia¥) L
Al Ju e o)) sic 48 yae 40l 5,88

UDP Socket - Receiving In Multicasting:

// Binding

IPEndPoint ipend = new IPEndPoint(1PAddress.Any,
Port_Number);

MySocket.Bind(ipend);

// Join To The Multicast Group

IPAddress Multicast Group = IPAddress.Parse(’'224.0.0.1");
MySocket.SetSocketOption(SocketOptionLevel _IP,
SocketOptionName .AddMembership, Multicast Group);

byte[] buffer = new byte[1024];
EndPoint ip = (EndPoint)ipend;

// The First Way if we need to know the sender address:
MySocket.ReceiveFrom(buffer, ref ip);
string ReceivedFrom = ip.ToString();

// The Second Way:
MySocket.Receive(buffer);

string ReceivedMessage =
UnicodeEncoding.Unicode.GetString(buffer);

www.SocketCoder.Com The SocketCoder E-Reference 2009 4k siss (3s8all aen ©




Chapter3: Synchronous Socket Programming Ao jgal) alaill g cilSadl) A A (A g S @ sal)

:Broadcasting < UDPJ! aladiuly Jul jill 4 )= :3.3.3

A Pl g il G 2N e s o S ) YY) Broadcastings Jwo!) dse iad
<Ayl of ¢ua Unicastingd) o 1,5 Broadcasting=s J,Y! dslee (alias ¥ g i) 4Slay
& Broadcastd! olsie niais; Socketd e Broadcastingd Jmil pleudh L
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UDP Socket - Sending as Broadcasting:

// Normal UDP Socket declaration
Socket MySocket = new Socket(AddressFamily. InterNetwork,
SocketType.Dgram, ProtocolType.Udp);

// Declare the EndPoint destination as Broadcast
IPEndPoint iep = new
IPEndPoint(IPAddress.Broadcast, Port_Number);

// Enable The Broadcasting at The Socket Level
MySocket.SetSocketOption(SocketOptionLevel .Socket,
SocketOptionName.Broadcast, true);

// Send The Data Normally
byte[] data = Encoding.ASCII.GetBytes("'Hello AlIl');
MySocket.SendTo(data, iep);

// Finally Close The Socket
MySocket.Close();

Osinll pa € gy Sl Ky =il Broadcastd) Olsie < (Say IPEndPointdl 2
daaill il 4lua 43S Broadcast 1P dss Glesleall (e 3 3al) JUaS "255.255.255.255"
IPAddress.Broadcast 4l <3 I3 (e N S8 e 5 (Y

Laas AU as IV Jises )l & Socket Leveld! dad y yais Lidd 338 SetSocketOption 4l Ll
true dad U e G iy Wl 4 5 Socketd) e Broadcast-) Juadi oo 5 4 slaall didaall ¢ 5
.Broadcast= Jw YL Fledd
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UDP Socket - Receiving In Broadcasting:

// Normal UDP Socket declaration
Socket MySocket = new Socket(AddressFamily.InterNetwork,
SocketType.Dgram, ProtocolType.Udp);

IPEndPoint iep = new IPEndPoint(l1PAddress.Any,
Port_Number);

MySocket.Bind(iep);

EndPoint ep = (EndPoint) 1iep;

byte[] buffer = new byte[1024];
MySocket.ReceiveFrom(buffer, ref ep);

string ReceivedMessage =
Encoding.ASCI I .GetString(buffer);

string ReceivedFrom = ep.ToString();

UDPJIs TCPAI & Gkl aay Synchronous Socketd ae Jalaill 48y 5k Joadll 128 & Ly
aSaill 44 L5 WS Broadcasts 1l s Multicast s Unicast< Socketlt dus Y 4 jlasass
oo QU Jeadll 4 Guaall i SetSocketOption 4l J3a o Socketd) (=ibass

UDPJIs TCPI (& Lkl aens ina 125 Asynchronous Socket!
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