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Design of Server Architecture for Chess/Cards Online Games

WU Zhao-ding, YUAN Jiang-hai, ZHENG Shi-bao
(Institute of Image Communication & Information Processing, Shanghai Jiaotong University, Shanghai 200240)

Abstract Online games are very popular now in China, among which the chess/cards online game is one of the hottest. But there are few papers
about how to develop an online game. Based on the work on the practical project, this paper presents a universal server architecture for chess/cards
online games. The architecture, communication protocol, multi-thread model and interface for third-party of this server are discussed. It analyzes the
overall architecture of the game server.
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HS Message* GetMsg(); // LN

/' LN
MS void SendMsg(Message* outData);
MS -k
class LeafNetbase
ublic:
GS bool Connect(ConnectInfo *target);
GS bool DisConnect(); // CN
GS Message* GetMsg(); //  CN
DB /' CN
DB void SendMsg(Message* outData);
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class Message
{public:
int size; 1
MS int senderID; //
GS int type; 1
GS GS char* pMsg; /I
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(Star Distributed Communication Protocol,
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class CenterNetbase inQueue
{public: // outQueue
bool StartListen(int listenPORT); 3
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while(1){

/I inQueueCount  inQueue
for (int i=0; i<inQueueCount; i++){
msgCount = inQueueli].size();
I inQueue
for (int j=0; j<msgCount; j++){
1
msg = netbase[i]->GetMsg();
if (msg != NULL){
HandleMessage(msg); //
Sleep(interval); }
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class ThirdInterface
{public:
bool Initialize();
bool Stop();
void HandleThirdMsg(ThirdMsg* msg);
ThirdMsg* GetGameMsg();
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