MessageFraming with Send Thread and BlockingQueue
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while (nsg
€
msg = this.GetMessage () ;

T g>quit</msg>"
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// Console is already synchronized, but since it is the

// only shared object in this demo, this comment shows

// how to use the class's mtx named mutex to do that

i
// mtx.WaitOne () ;

Console.Write ("\n {0}",msg.ToString())
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// mtx.ReleaseMutex () ;

Thread. sleep (200)
)
Console.Write ("\n client Processing Complete");
)

catch (Bxception)

¢

Console.Write ("\n\n
return;

server shut down unexpectedly\n\n");
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Demonstrating Socket-hased Messenger
with
Send Thread and Send Queue

listening port: 2049
destination address: 127.0.0.1
destination port: 2048
nunber of messages: 25

Uhen you have a listener set, strike a key and retu
to start sending messages: a
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<nsgd>quit</nsg
client Processing Complete
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