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Asynchronous Architecture:

Socket socketobject // Socket Declaration

socketobject.Begin_ (new AsyncCal lback(TheEndMethod),
ObjectState); // Call The EndMethod (should be void) By
Using The AsyncCallback Delegate And Pass the ObjectState
For Example The Socket Object to The EndMethod..

void TheEndMethod(lAsyncResult PassedObjectState)
{
// Get The Passed Object (The SocketObject For
Example) as IAsyncResult Interface object.
NewSocketobject = PassedObjectState;
NewSocketobject.End_(...);
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Asynchronous TCP Socket Server:
using System.Net;

using System.Net.Sockets;
using System.Text;
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Socket MyServerSocket;
Socket AcceptedSocket;
byte[] buffer = new byte[1024];
int PortNumber = 5000;

void StartTheServer()
{

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

MyServerSocket.Bind(new IPEndPoint(IPAddress.Any,
PortNumber));

MyServerSocket.Listen(-1);

MyServerSocket.BeginAccept(new AsyncCal lback(End_Accept),
MyServerSocket);

}

void End_Accept(lAsyncResult 1ir)

{

// Cast The Passed Socket Object

Socket PassedSocketObject = (Socket)ir.AsyncState;

// End The Acceptance
AcceptedSocket = PassedSocketObject.EndAccept(ir);

// Begin Receiving ...
AcceptedSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
AcceptedSocket);

}

void End_Receive(lAsyncResult ir)

{
AcceptedSocket.EndReceive(ir);

// You Can Show The ReceilvedMessage On Any Control
string ReceivedMessage =
System.Text.UnicodeEncoding.Unicode.GetString(buffer);

// Begin Receiving Again (To Be As Infinity Loop)
AcceptedSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
AcceptedSocket);
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Asynchronous TCP Socket Client:
Socket ClientSocket;

string ServerlP = "127.0.0.1";
int PortNumber = 5000;

byte[] buffer = new byte[1024];

void Begin_Conncet ()

{

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

IPEndPoint IPEnd = new
IPEndPoint(IPAddress.Parse(ServerlIP), PortNumber);
ClientSocket.BeginConnect(IPEnd, new
AsyncCallback(End_Conncet), ClientSocket);

}
void End_Conncet(lAsyncResult 1r)

{
ClientSocket.EndConnect(ir);

ClientSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
ClientSocket);
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void End_Receive(lAsyncResult ir)
ClientSocket.EndReceive(ir);

// You Can Show The ReceilvedMessage On Any Control
string ReceivedMessage =
System.Text.UnicodeEncoding.Unicode.GetString(buffer);
ClientSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
ClientSocket);

}

void Begin_Send(string Message)

{
byte[] SendingBuffer =

System.Text.UnicodeEncoding.Unicode.GetBytes(Message);
ClientSocket.BeginSend(SendingBuffer, O,
SendingBuffer.Length,

SocketFlags.None, new AsyncCallback(End_Send),
ClientSocket);

}

void End_Send(lAsyncResult ir)

{
ClientSocket.EndSend(ir);
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Asynchronous UDP Socket Server:
using System.Net;

using System.Net.Sockets;
using System.Text;
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int ServerPort = 5000;
byte[] buffer = new byte[1024];
Socket ServerSocket;

void StartUDPServer()
{

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

ServerSocket._Bind(new IPEndPoint(IPAddress.Any,
ServerPort));

ServerSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
ServerSocket);

}

void End_Receive(lAsyncResult 1r)

{

ServerSocket.EndReceive(ir);

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

// Looping

ServerSocket.BeginReceive(buffer, 0, buffer.Length,
SocketFlags.None, new AsyncCallback(End_Receive),
ServerSocket);
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Asynchronous UDP Socket Client:

using System.Net;
using System.Net.Sockets;
using System.Text;

Socket ClientSocket;
string ServerlIP = "127.0.0.1";
int ServerPort = 5000;
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void UdpClientSend(string Message)
{

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

IPEndPoint IpEnd = new
IPEndPoint(IPAddress.Parse(ServerlP), ServerPort);

byte[] TempBufferToSend =
System.Text.UnicodeEncoding.Unicode.GetBytes(Message);

ClientSocket.BeginSendTo(TempBufferToSend, O,
TempBufferToSend.Length,

SocketFlags.None, IpEnd, new AsyncCallback(End_Send),
ClientSocket);

}

void End_Send(lAsyncResult 1r)

{
ClientSocket.EndSendTo(ir);
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