The main operations involved in the use of winsocket are listed below.

0) System initialization: function WSAStartup is called.

1) Socket creation: it is necessary to specify both the supported protocol (e.g AF_INET for IP) and the kind of transmission that will be used (e.g., SOCK_STREAM for the transmission of streams, and SOCK_DGRAM for the transmission of datagrams).

2) Specification of the local address associated with the socket: function bind is used.

3) Specification of the remote address for the socket: function connect is used.

4) Read and write operations: functions Read and Write are used.

A small example follows.

SERVER SIDE

if ((wListenSocket = socket(AF_INET, SOCK_STREAM, 0)) == INVALID_SOCKET)

{


PrintMsg("There is a problem in opening the socket");


return 0;

}

localSin.sin_family      = AF_INET;

localSin.sin_port        = htons(wPort);   

// port to be opened

localSin.sin_addr.s_addr = dwHostIPAddress;
// local IP address

 //// Bind ////

if (bind((UINT) wListenSocket,(struct sockaddr FAR *) &localSin,sizeof(localSin)) == SOCKET_ERROR)

{


PrintMsg("There is a problem in binding the socket");


closesocket((UINT) wListenSocket);


wListenSocket = (WORD) INVALID_SOCKET;


return 0;

}

// we are now listening from the socket

if (listen((UINT) wListenSocket, SOMAXCONN) < 0)

{


PrintMsg("There is a problem in listening from the socket");


closesocket((UINT) wListenSocket);


wListenSocket = (WORD) INVALID_SOCKET;


return 0;

}

// we ask the system a notification of the accept 

if ((WSAAsyncSelect((UINT) wListenSocket,m_hWnd,MY_MESSAGE2,FD_ACCEPT)) > 0)

{


PrintMsg("Error on the WSAAsyncSelect");    


closesocket((UINT) wListenSocket);


wListenSocket = (WORD) INVALID_SOCKET;


return 0;

}

On the server side is also necessary to handle the MY_MESSAGE2. Such a message is sent when a client tries to connect. If the server decides to accept the connection, then the following operations must be performed:

wListen = accept(wListenSocket,

                  (struct sockaddr FAR *) &acceptSin,

                  (int FAR *) &sinLen );

if (wListen < 0)

{



AfxMessageBox("There is a problem with the accept");



return (FALSE);


}

// we ask the system to notify packets arrival



if ((WSAAsyncSelect((UINT) wListen,

                               m_hWnd,

                               MY_MESSAGE,

                               FD_READ | FD_WRITE )) > 0)


{



PrintMsg("There is a problem with WSAAsyncSelect");



closesocket((UINT) wListen);


}

CLIENT SIDE


// setting the properties of the remote site


remoteSin.sin_family      = AF_INET;


remoteSin.sin_addr.s_addr = dwServerIPAddress;
// server address


remoteSin.sin_port        = htons(portNum);

// server port


// socket creation


if ((wSocket = (WORD) socket(AF_INET, SOCK_STREAM, 0)) == INVALID_SOCKET)


{


    return;


}


// association of the socket with an actual port of our computer


localSin.sin_family      = AF_INET;


localSin.sin_port        = 0;


localSin.sin_addr.s_addr = dwHostIPAddress;  // local address


// the local socket is connected to the remote socket


if (connect((UINT) wSocket, (PSOCKADDR) &remoteSin, sizeof(remoteSin)) < 0)


{



closesocket((UINT) wSocket);



wSocket = (WORD) INVALID_SOCKET;



return ;


}

// we ask the system to notify packets arrival



if ((WSAAsyncSelect((UINT) wSocket,

                               m_hWnd,

                               MY_MESSAGE,

                               FD_READ | FD_WRITE )) > 0)


{



PrintMsg("There is a problem with WSAAsyncSelect");



closesocket((UINT) wSocket);


}

At this point both server and client can send packets using, for instance:

send((UINT) wSocket,"ciao ciao",20,0)

