Peer-To-Peer Communication Prototype

Using Bilateral Remoting
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[Flusing System;

[ namespace ReusableComm

Output

using System.Windows.Forms;

[
public class ServerMsgHandler
[
DenoUT form = null;
delegate void MsgEvent (string msg);
MegEvent MsgEV;

MarshalByRefob

= //----< construct message Handler and attach

= public ServerMsgHandler ()
[
form = ServerPart.GetServerForm();
MsgEv += new MsgEvent (form. ShowMsg) ;
r )
= //----< write a message on Form's displayTesxt

= public void AcceptMsg(string msg)
[

if (MsgEv 1= null)
form. Invoke (MsgEv, new object[] { msg });
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