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 playerinfo.pwszName = wpeername; 

 hr = dc->SetClientInfo(&playerinfo, NULL, NULL, 

DPNSETCLIENTINFO_SYNC);

 … 

 … 

 hr = dc->Connect(&appdesc, hostaddress, deviceaddress, NULL, NULL, NULL, 

NULL, NULL, &ConnectAsyncOp, NULL); 

 if(FAILED(hr)){ 

  return hr; 

 } 

 return hr; 

}

 Connect  Game Server  Game 

Client
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 IPv4 

IPv6

 Game Server  Game Client 

struct CHATPACKET{  //packet id = 1 

 int flag; 

 char message[256]; 

};

struct LOGINPACKET{  //packet id = 2 

 int flag; 

 char loginname[256]; 

 char password[256]; 

};

struct LOGINPASSPACKET{ //packet id = 3 

 int flag; 

 BOOL logincomplete; 

};

// MONEY 

struct UPDATE_MONEY{ //packet id = 4 

 int flag; 

 char account[40]; 

 char money_num[15]; 

};
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struct MONEY_RECEIVE{ //packet id = 5 

 int flag; 

 char account[40]; 

 BOOL money_update_complete; 

 char money_num[15]; 

};

// POSITION (MAP) 

struct UPDATE_MAP{ //packet id = 6  : UPDATE POSITION 

 int flag; 

 char account[40]; 

 char mapname[50]; 

 char pos_x[3]; 

 char pos_y[3]; 

};

struct MAP_RECEIVE{ //packet id = 7 : UPDATE POSITION RECEIVE 

 int flag; 

 char account[40]; 

 BOOL map_update_complete; 

 char mapname[50]; 

 char pos_x[3]; 

 char pos_y[3]; 

};

// HP 

struct UPDATE_HP{ //packet id = 8 

 int flag; 

 char account[40]; 

 char hp[3]; 
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};

struct HP_RECEIVE{ //packet id = 9 

 int flag; 

 char account[40]; 

 BOOL hp_update_complete; 

 char hp[3]; 

};

// MP 

struct UPDATE_MP{ //packet id = 10 

 int flag; 

 char account[40]; 

 char mp[3]; 

};

struct MP_RECEIVE{ //packet id = 11 

 int flag; 

 char account[40]; 

 BOOL mp_update_complete; 

 char mp[3]; 

};

// STATUS STR 

struct UPDATE_STATUS_STR{ //packet id = 12 

 int flag; 

 char account[40]; 

 char str_num[3]; 

};
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struct STATUS_STR_RECEIVE{ //packet id = 13 

 int flag; 

 char account[40]; 

 BOOL str_update_complete; 

 char str_num[3]; 

};

// STATUS AGI 

struct UPDATE_STATUS_AGI{ //packet id = 14 

 int flag; 

 char account[40]; 

 char agi_num[3]; 

};

struct STATUS_AGI_RECEIVE{ //packet id = 15 

 int flag; 

 char account[40]; 

 BOOL agi_update_complete; 

 char agi_num[3]; 

};

// STATUS VIT 

struct UPDATE_STATUS_VIT{ //packet id = 16 

 int flag; 

 char account[40]; 

 char vit_num[3]; 

};

struct STATUS_VIT_RECEIVE{ //packet id = 17 

 int flag; 
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 char account[40]; 

 BOOL vit_update_complete; 

 char vit_num[3]; 

};

// STATUS INT 

struct UPDATE_STATUS_INT{ //packet id = 18 

 int flag; 

 char account[40]; 

 char int_num[3]; 

};

struct STATUS_INT_RECEIVE{ //packet id = 19 

 int flag; 

 char account[40]; 

 BOOL int_update_complete; 

 char int_num[3]; 

};

// STATUS DEX 

struct UPDATE_STATUS_DEX{ //packet id = 20 

 int flag; 

 char account[40]; 

 char dex_num[3]; 

};

struct STATUS_DEX_RECEIVE{ //packet id = 21 

 int flag; 

 char account[40]; 

 BOOL dex_update_complete; 
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 char dex_num[3]; 

};

// STATUS LUK 

struct UPDATE_STATUS_LUK{ //packet id = 22 

 int flag; 

 char account[40]; 

 char luk_num[3]; 

};

struct STATUS_LUK_RECEIVE{ //packet id = 23 

 int flag; 

 char account[40]; 

 BOOL luk_update_complete; 

 char luk_num[3]; 

};

// UPDATE SAVEMAP 

struct UPDATE_SAVEMAP{ //packet id = 24

 int flag; 

 char account[40]; 

 char savemapname[50]; 

 char spos_x[3]; 

 char spos_y[3]; 

};

struct SAVEMAP_RECEIVE{ //packet id = 25 

 int flag; 

 char account[40]; 

 BOOL savemap_update_complete; 
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 char savemapname[50]; 

 char spos_x[3]; 

 char spos_y[3]; 

};

// CHARACTER STATUS 

struct CHARSTATUS{ //packet id = 26 

 int flag; 

 char account[40]; 

 char char_hp[6]; 

 char char_mp[6]; 

 char char_str[3]; 

 char char_agi[3]; 

 char char_vit[3]; 

 char char_int[3]; 

 char char_dex[3]; 

 char char_luk[3]; 

 char char_mapname[50]; 

 char char_posx[3]; 

 char char_posy[3]; 

 char char_money[15]; 

};

// Send BITMAP 

struct IMG_BITMAP{ // packet id = 27 

 int flag; 

 char account[40]; 

 HBITMAP hBitmap; 

};
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//Large TEXT

struct LARGETEXT{ // packet id = 28 

 int flag; 

 char account[40]; 

 char LText[262144]; 

};
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-

   124  8  72180 

   

   85  73000 
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