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INnNtroduction

Why Messaging?

First things, first. Let's establish why we are here. This document covers the basics of
using Asta Messaging which offers you a very easy way of creating powerful
client/server applications.

But you thought you were already doing that! Well, after reading this paper you might
think differently. We are going to explore the true power of client/server computing.

To explain how to create sophisticated applications using Asta Messaging | wanted to
have an example that was at the same time simple and powerful. The first thing that
came to my mind was an Instant Messaging application - like ICQ or MSN Messenger.

This kind of application fits my description exactly. It is quite simple and at the same
time very powerful in how it can help bring people together from around the world.
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Part |

Basic Concepts

What is Instant Messaging?

Chances are, if you haven't been hiding in a cave for the past five or six years, that
you know what an Instant Messaging application is. The most well known is ICQ
which has over eighty five million users world wide.

An instant messaging application allows you to be notified when your friends are
online and then offers the ability to send messages that pop-up right in front of their
eyes. For being a simple application (when you are not trying to do what the
professional applications do) | chose to use it to exemplify Asta's great messaging
features.

The very name of the application Instant Messaging makes it a prime candidate for a
demonstration.

How Does it Work?

Let's start with a look at how a basic Instant Messaging application should work. What
are the features we must have in order to get our application to work adequately?

First, we must let know the users know who else is online. For this example | made
the decision not worry about a list of contacts for each user, since this would not
substantially alter the way the application is built.

In order to know who is online we must have some sort of "login" procedure. This will
allow us to get the names of each user.

Knowing that someone is online, we must be able to send that person a pop-up
message. We must, also, be able to get some information about the person, so that
we don't end up sending messages to the wrong person.

Architecture

There are essentially two main groups applications that communicate through
networks or the Internet - client server and the and peer-to-peer. Instant Messaging
applications usually employ a mix of both architectures for better performance and
lower server resource consumption.

Our little application - the Asta Instant Messenger - will be built in a client/server
architecture to simplify our task, but I will give you some tips as to what could be
added or changed in order for it to use the peer-to-peer approach, also.
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Diagram 1 - Several clients connected to a central server

Client/Server Development Simplified

Most of the time, client/server computing is mistaken for some kind of alien technology
belonging to realm of the big software houses. If you are one of those who think this
way, | have news for you - you are wrong. Client/Server development is not so difficult
as you may have thought and Asta makes it much easier that you could have possibly
imagined.

What is a client/Server Application?

What we, generally, call a client/server application is actually a pair of applications
divided as the name implies into an application that makes requests for information -
the client and an application that services these requests - the server.

These applications, basically, exchange a pre-determined set of messages that relays

the client's request and the server's answers to these requests. Mostly these are fairly
simple conversations where the client sends a command to the server, which in turn

returns data. This is the classic case of the database server (such as Oracle, DB2
and MS SQL Server).

How do the Client and the Server Communicate?

The client and server communicate by exchanging messages. These messages must
follow a pre-determined pattern and be part of a group previously defined. In our
Instant Messaging example we will be using a special set of methods and events that
the Asta components make available for sending and receiving user defined
messages.

One interesting thing to know is that the pre-defined set of messages and the pattern
in which they are exchanged make up what is commonly known as a protocol. In our
case it will be an application protocol, which is a protocol defined for data exchange
between applications (as the name suggests).
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Part 11

The IM Applications

Components, Methods & Events

Before going into the construction of the actual IM client and server | believe we
should take look at what components, methods and events we will need to build such
applications. We will start with which components and classes are used in each
application and then proceed to see how they are used.

Communication Components

It should be quite obvious that to implement an application set that is devoted to
communication, we will need components to specifically handle communication
operations.

In this case everything is easily achieved by using a component of the
TAstaClientSocket class in the client and a TAstaServerSocket in the server

application. This might sound obvious to you but, actually, that is not always the case,
since there are many situations where a client might be required to use the Server
socket component and vice-versa.

o These icons identify the TAstaClientSocket and TAstaServerSocket
- == components, respectively. They can be found on your Asta tab of the
component palette.

We'll need to make use of an Asta support class called TAstaParamList. This is a
very powerful tool for exchanging parameters between applications, apart being the
sort of tool that might just come in handy in several kinds of jobs around the house.
It's a bit like a screwdriver. :-)

The TAstaParamlList allows you to create a list of named parameters with data type
and value. This list can then be sent from one application to another in an easy and
convenient manner. Though this is not, technically a communication component it is
an important piece of our communications mechanism and | thought it deserved to be
mentioned.

Communication Methods

What I'm considering communication methods, are those that are directly related to
the communication process. In this application | have used very few methods related
to communication, as strange as that might seem when we are talking about and
instant messaging application.

Almost all logic in these applications is built around the versions of the
SendCodedParamList method of the TAstaServerSocket and TAstaClientSocket

components. These methods function in exactly the same way. The only difference
between the client and server versions is that the server version takes an extra

parameter indicating to which client the server should send the message. The client
component does not need this information since a TAstaClientSocket component can
only be connected to one server at a time.



Tip |Even though a TAstaClientSocket component can only be
connected to one server at a time, nothing keeps you from having
more than one such component in your application. This allows
you create client applications that can be connected to multiple
servers simultaneously.

There are several other methods you might use to implement Asta messaging
applications, all of these function in a very similar way to SendCodedParamList. This
method allows you send TAstaParamList objects from one application to another. The
remaining methods allow you to send other types of data such as Strings
(SendCodedMessage) and Streams (SendCodedStream).

| could have built this very same application based on either of these methods and
have reached the same result. | chose to use the TAstaParamList based methods
because they offer more ease of use when handling the transfer of multiple
parameters at a time.

Communication Events

Most of the code for both the server and the client IM applications is written as
response to events. Why? Because on each side of the wire an event is triggered
when a message is received. When this event is triggered it is up to your code to
identify the message, its contents and take appropriate action in response.

The main event in both the client and server IM applications is the OnCodedParamList
event. In the client application the following communication-related events are also
used: OnDisconnect and OnLogginAttempt.

On the server application the OnClientLogin and OnUserListChange events are also
used.

Building the Applications

We are now going to take a look at how both the Instant Messaging Client and Server
are built. We will start for the server, since its existence is a pre-condition for the
clientto be able to do anything.

The Instant Messaging Server

The Instant Messaging Server application is actually, quite simple, using few controls
and having just the basic capabilities needed for such a demonstration. | did not
attempt to make the server into a service application, since that would be beyond the
scope of this document, so it can be used in any flavor of Windows, not being limited
to Windows NT.

Figure 1 shows the Main Window of the server, running with two connected users. As
you can see it is a very simple interface, made up of very few components. By
monitoring the this window you can know exactly who is online at the moment.
Actually, if all you wanted was to see the list, the same effect could be achieved by
simply using the client application. However, in the initial states of creating a server
application it is sometimes useful to have it display status information so that you can
monitor the process of communication.

-10 -
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Figure 1 - The Instant Messenger Server with two connected users.

In creating this server, | tried to keep it as simple as possible, adding only the basic
functionality needed for our example. If you are interested, there is ample space for
increasing the features of the server.

All work on the server is centered around a TAstaServerSocket component. In figure
2, you can see the same form that is shown in Figure 1, but this time it is shown in
design state in the Delphi IDE.

i’ Asta Instant Messaging Server =10 x|
Stark |
Ilzer Mame | Addresz |

AstaServer
| | | A5TA Technology Group i

Figure 2 - The Main Form of the IM Server at design-time.

On the form is only one non-visual component, its name is AstaServer and it is a
TAstaServerSocket component. Almost all work in the server is done in the
OnCodedParamList and OnUserListChange events of the AstaServer component.
There is additional code in other events, but it is auxiliary code.

In order to understand how these applications work we will now examine each routine
of the server and see what it all adds up to.

On startup, the server application it is not yet operating as a server. In order for this to
happen you must click the Start button. This button has the follow code associated
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with it.

procedure TAst al MServer Mai nFor m bt nToggl ed i ck( Sender: TObj ect);
begin

Ast aServer. Active := not AstaServer.Active;

if AstaServer.Active then

bt nToggl e. Caption := 'Stop'
el se
bt nToggl e. Caption := 'Start’

end;
This simple code either starts or stops the server, depending on its current status.
Handling Connections, Disconnections and Logins

Once the server is started, it is ready to start receiving client connections. As a client
attempts to connect to the server the OnUserListChange event occurs for the first
time. Its code is shown bellow.

procedure TAst al MSer ver Mai nFor m Ast aSer ver User Li st change(
Sender: TObject; Socket: TCustomN nSocket ;
Astate: TUser RecordState);
var
Paranli st: TAstaParanii st;
I: Integer;
Userltem TListltem

function Full User Li st Paranli st: TAstaPar anLi st ;

var
I ndex: integer;

begin
Result := TAstaParanli st. Create;

for Index := 0 to AstaServer. UserlList.Count-1 do
resul t. Fast Add( Ast aSer ver. User Li st [ | ndex] . User Nare,
Ast aSer ver . Renot eAddr essAndPor t (
Ast aServer. User Li st[ I ndex] . FCl i ent Socket)) ;
end;

function UserListlLessDi sconnect edSocket: TAstaParanii st;
var
I ndex: integer;
begin
Result := TAstaParanLi st. Create;
for Index := 0 to AstaServer. UserlList.Count-1 do
i f Socket <> AstaServer.UserlList[Index].FdientSocket then
Resul t . Fast Add( Ast aSer ver . User Li st [ | ndex] . User Narme,
Ast aSer ver . Renot eAddr essAndPor t (
Ast aServer. User Li st[ I ndex]. FO i ent Socket));
end;

function FindSocket: TListltem

var
I ndex: | nteger;
begin
Result := nil;

for Index :=0 to |IvUsers.Itenms.count-1 do
if LvUsers.itens[lndex].Data=Socket then
begin
Resul t: =LvUsers. I tens[ | ndex] ;
exit;
end;
end;
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begin
case Astate of

tuConnect:
begin
Userltem:= |l vUsers. | tens. Add;
Userltem Caption := 'Connected No UserNane Yet';

User | tem Subl t ens. Add( Socket . Renot eAddr ess) ;
User |t em Dat a: =Socket ;
end;

t uLogi n:
begin
user |t em =Fi ndSocket ;
User | tem Capti on: =Ast aSer ver. User Li st. Get User Nane( Socket ) ;
Par anli st : =Ful | User Li st Par anLi st ;

try
for I := 0 to AstaServer. UserlList.Count-1 do
Ast aSer ver . SendCodedPar anli st (
Ast aServer. UserList[Il].FCdientsocket, 300, Paraniist);
finally
Par anLi st . free;
end;
end;

t uDi sConnect :
begin
user |t em =Fi ndSocket ;
User |l tem Del et e;
Par amrLi st : =User Li st LessDi sconnect edSocket ;

try
for I := 0 to AstaServer. UserlList.Count-1 do
i f Socket<> AstaServer.Userlist[Il].FCientSocket then
Ast aSer ver . SendCodedPar anli st (
Ast aServer. UserList[l].FCientsocket, 300, Paraniist);

i f assigned(Socket.Data) then
TAst aPar anli st ( Socket . Dat a) . Free;

finally
Par amLi st. free;
end;
end;
end;
end;

This event is called in three different moments: when the user first connects to the
server, when the user is authenticated and finally when the user disconnects from the
server. These three situations are covered by the case statement in the procedure's
main body.

When the user first connects to the server it a placeholder item in the server's main
form listview is created with a caption of "Connected no user name yet'. This
happens when the event is called and the Astate parameter has a value of tuConnect.

The next time this event is called for this same user the Astate parameter will have a
value of tuLogin which means that the user has been validated and accepted. When
this happen the sub-function FindSocket will be used to retrieve the listitem object that
corresponds to that user and it will be updated to reflect the user name of the user.

After the user's entry in the listview is updated a list of all currently logged on users is
prepared, though a call to FullUserListParamList and sent back through a call to the
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SendCodedParamList of the AstaServer object. This will be used by the client to
display the list of users currently online.

When the OnUserListChange event is called and the Astate parameter has a value of
tuDisconnect the entry for that particular user is deleted from the server's listview and
a new list of online users (minus the user who is disconnecting) is sent out to all
remaining connected clients. This is done through the use of a loop calling
SendCodedParamList to send the list to all individual clients.

Note | This event made the first use of the SendCodedParamList
method. This method will be used repeatedly in both the server
and client applications and will be discussed in detail ahead.

Authenticating Users

User authentication is handled through an event called OnClientLogin. This event is
called whenever a user needs to be authenticated and has a var (reference)
parameter called Verified that should be set to true or false depending on the result of
the authentication process.

In order to properly authenticate a user the event receives three parameters:
UserName, Password and AppName (which is the name of the application the user is
using to connect to the server). Based on this info you either grant or deny access to
the server by setting the Verified parameter.

In our example server, | decided not to enforce any rules for login control. Any
combination of user name and password is accepted. The OnClientLogin event for
this application actually does nothing more than always return true in the reference
parameter Verified, as you can see in the code bellow.

procedure TAst al MServer Mai nFor m Ast aServer d i ent Logi n( Sender: Thj ect;
User Nanme, Password, AppNane: String; var Verified: Bool ean);
begin
Verified := true;
end;

Relaying and Responding to Client Messages

The main functions of the our IM Server are: providing a list of available users and
relaying messages from one client application to another. We are now going to
examine how the messages get relayed through the server.

Receiving a Message

The first step in relaying a message is, of course, receiving the message. The IM
server receives all messages from the client applications through the
OnCodedParamList event.

When the OnCodedParamList event is called it receives several parameters.
Amongst these are: ClientSocket, MsgID and Params. The ClientSocket object
represents the connection through which the message was received and can be used
to send a return message back to the client who originally sent the message. MsgID
is a numeric identifier for the message. This parameter is used in a manner much like
Windows' message IDs. The Params object is an instance of the TAstaParamList
class and should contain a set of parameters. The exact number and the names of
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the parameters should be determined based on the value of MsgID. Each kind of
message will have it's corresponding set of parameters. You can see, bellow, the
code for the AstaServer object's OnCodedParamList

procedure TAst al MServer Mai nFor m Ast aSer ver CodedPar anli st (
Sender: TObj ect;
Client Socket: TCust omW nSocket ;
Msgl D. | nt eger,;
Par ans: TAst aParanLi st);
var
User: User Record;
begin
Case Msgld of
100: begin
Ast aSer ver . SendCodedPar anli st (
Ast aSer ver . User Li st. Socket Fr onlser Name(
PAr anms. Par anByNanme(' To' ). AsString),
200, Parans);
end;
500: begin
User := AstaServer. UserList. Get User Recor dSocket (
Ast aSer ver . User Li st . Socket Fr onlser Name(
PAr ans. Par anByNane(' User Nane' ). AsString));
Ast aSer ver . SendCodedPar anli st (Cl i ent Socket, 600,
User. FPar anii st) ;
end;
end;
end;

As you can see by examining the code just shown for the OnCodedParamList event,
the server only knows about the existence of two kinds of messages. These
messages are identified by the numbers 100 and 500.

Tip | When you are building your own server it is a good ideato return a
message to the client indicating an error condition, in case you
receive an unexpected message ID.

In our IM server the message identified by the number 100 indicates that a client
wishes to send a message to a specific user, also connected to the server.

Note | The use of the Asta message format provides you with a
consistent interface for the exchange of data between applications
in all supported platforms.

Relaying a Message

When the message identified by the ID 100 is received, the server uses its "TO"
parameter, contained in the Params object, (that is a TAstaParamList instance) to
identify the intended recipient for the message and then relays the message by calling
the SendCodedParamList method of the AstaServer object. To call the this method
of a TAstaServerSocket object you need to pass it the ClientSocket parameter. In
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order to pass the correct argument to this method you must determine the socket
which corresponds to the desired user. This is accomplished by the following line of
code:

User := AstaServer. UserLi st. Get User Recor dSocket (
Ast aSer ver . User Li st. Socket Fr onlUser Name(
PAr ans. Par anByName(' User Nane' ). AsString));

The TAstaServerSocket component has a property called UserList that holds a list of
records with information about the users connected to the server. This object has
method called SocketFromUserName which returns the Socket object that is needed
for the call to SendCodedParamList. All we have to do is supply this method with the
desired user name and it will return us the corresponding socket.

Once we have the appropriate socket object we can use it to relay the message to the
desired recipient through a call to the SendCodedParamList method of the AstaServer
object as shown in the code snippet that follows.

Ast aSer ver . SendCodedPar anli st (
Ast aSer ver . User Li st. Socket Fr onlser Name(
PAr ans. Par anByName(' To' ). AsString), 200, Parans);

Actually, the code above does all relaying in a single statement. This just goes to
show you the power of the Asta components.

Observe that the server is sending a message, to the client application, identified by
the ID 200. This, as we shall see further ahead, will be treated by the client in much
the same way we just saw the server treat messages.

The Instant Messaging Client

The Instant Messaging client application is almost as simple as the server. Actually, it
implements just the basic functions necessary for our example. Due its nature it must
contain more code and more than one form but, wherever possible, | tried to keep
from adding unnecessary complexity.

| tried to give the client application a familiar look n' feel by designing it as a thin and
tall form, much in the style of the generally available Instant Messaging applications.
Figure 3 shows the client application running and connected to a server that has two
users connected, one of which is the user of the application captured in the picture.

Basic Usage

The main form, as shown in Figure 3, has a list of online users and three buttons.
These three buttons have the following functionality, from left to right:
Connect/Disconnect, retrieve user info and configure application parameters.

On startup our client does not connect immediately to the server. This must be done
manually by clicking the "Connect" button. When clicked the button's caption will
immediately change to show "Disconnect" and the list of currently online users will be
displayed. By clicking the same button, now showing the caption "Disconnect”, you
will disconnect from the server and the list of users will be cleared.

In order to configure your client IM application you should click on the "Options"
button. This will bring up a dialog where you can input your configuration parameters.
These parameters include connection information such as your user name and
password and the host and port to which you wish to connect. In this dialog you can
also enter some personal information as your full name, the department where you

-16 -



work, your phone extension and email address.
The options dialog can be seen in Figure 4.

s Asta IM Clienk

=101 x|

People Online

192168.0.144: &
b auricio 192.168.0.1:31

m o

Disconnect | Irfa... | Options. .. |

|C-:unneu:teu:| ko SE| | s

Figure 3 - The Instant Messaging Client showing 2 online users.

Through the use of the Options dialog you can configure your client application to
connect to any Instant Messaging Server that you may have setup on your network, or
on the Internet.

+[" Options -0 |

LConnection | Personal I

Uzer name: IMauriu:i:::

Paszward: I"“"“

Server Ihl:lmedesktnp

Port: |EIEIIIIIII

Ok Cancel
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Figure 4 - The Options dialog of the Instant Messaging Client.

Note |It is important to keep in mind that these client and applications
were designed to work together and with no other applications.
You should not expect this client application to connect to any
other server application, but the one | have created and explained
in this document.

By selecting a user in the client's list of online users and clicking the "Info..." button
you will bring up a small dialog with the personal information that was entered by that
user in his Options dialog.

Establishing a Connection and Sending Personal Information

Establishing a connection to the server is quite simple, as we will see. In our example
the code associated with the click event of the "Connect” button is responsible for
establishing the connection. Most of the code in this example is related to setting up
the user's personal information to be sent to the server, The event's code is shown
bellow.

procedure Tfrm MJ i ent Mai n. bt nConnect d i ck( Sender: Thject);
begin
if not AstaCient.Active then
begin
AstaClient.dient Socket Parans. Cl ear;
AstaCl i ent. d i ent Socket Par ans. Fast Add("' Ful | Nane' ,

ConfigFile. ReadString(' Personal', 'FullNane', ''));
AstaCl i ent. d i ent Socket Par ans. Fast Add("' Depart nent',
ConfigFile. ReadString(' Personal', 'Departanent', ''));
AstaCl i ent. d i ent Socket Par ans. Fast Add(' Extention',
ConfigFile. ReadString(' Personal', 'Extention', ''));
AstaCl i ent. d i ent Socket Par ans. Fast Add(' emai | ',
ConfigFile. ReadString(' Personal', '"email', ''));
AstaCl i ent. UserName := ConfigFile.ReadString(' UserData',
"UserNane', '');
Astad ient. Password := ConfigFile.ReadString(' UserData',
"Password', '');
AstaCient.Host := ConfigFile. ReadString(' ServerData',
"Host', '');
AstaClient.Port := StrTolnt(ConfigFile. ReadString(' ServerData',
"Port', "'));
AstaClient.Active := true;
end
el se
begin
bt nConnect . Caption : = ' Connect';
AstaClient.Active := fal se;
end;

/lat this point the Socket WII NOT be activel!!
//event driven sockets! use the events!
end;

You should observe that most of the code in this event is related to reading user
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configuration options from an INI file and assigning this information to the appropriate

properties of the AstaClient component. AstaClient is a component of the class
TAstaClientSocket.

Tip | Notice that in the example code for the connect button, several
parameters are inserted into a TAstaParamList that is a property
of the AstaClient object. When a component of the
TAstaClientSocket connects to a server it sends this list as
additional information. This is how we send our personal
information to the server.

Once again, the procedure seems too simple. Actually, it's because a lot is done for
you in the background by the Asta components.

Receiving the User List

Once you are connected the server will send you the list of currently online users.

This list will arrive in the form of a TAstaParamList component in the
OnCodedParamlList event.

The code that deals with this message in the OnCodedParamList event is shown
bellow.

300: begin

User Dat aSet . Di sabl eControl s;
try

if not UserDataSet.Active then

User Dat aSet . Qpen;

User Dat aSet . Enpt y;
for Index:=0 to Parans. Count-1 do

User Dat aSet . AppendRecor d(

[ Par ans[ | ndex] . Nane, Par ans[ | ndex] . AsString]);

finally
User Dat aSet . Enabl eCont rol s;
end;
end;

This message will arrive with an Id off 300. The message ID is used in a case
statement to determine what course of action the application should take.

This code uses a TAstaDataset component as the repository of the information and

since the DBGrid component references a DataSource which in turn references the
AstaDataset, the list is refreshed.

Sending a Message

Once you have established a connection to the server, you can choose one of the
users from the list to send a message. You do this by double-clicking on the user's
name in the list. A pop-up dialog will appear so that you can type your message. This
dialog is shown in Figure 5.
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Figure 5 - The Instant Message dialog where you type your message.

The code for the double-click event of the DBGrid component used to list the users is
the following:

procedure Tfrm MJient Mai n. DBG i d1Dbl d i ck(Sender: Thject);
var

MsgForm Tf r mlypeMessage;

Paranli st: TAstaParanii st;

begin
MsgForm : = TfrnTypeMessage. Creat e(sel f);
Paranli st := TAstaParanli st. Create;
try

MsgFor m Showivbdal ;

i f MsgForm Modal Result = nrCk then

begin
Par anlLi st . Fast Add(' To', User Dat aset. Fi el ds[ 0] . Val ue);
Par anlLi st . Fast Add(' Fromi, Astad i ent. User Nane);

Par anlLi st . Fast Add(' MsgText', MsgForm MsgMeno. Li nes. Text);
Ast adl i ent . SendCodedPar anli st (100, Paraniist);
end;
finally

FreeAndNi | (MsgForm ;
FreeAndNi | ( Par anii st);
end;
end;

This code is quite straight forward. First, the message acquisition dialog (fancy name
for the dialog where you type your message) is displayed. Second, assuming the user
has clicked the ok button, a TAstaParamList object is configured with three
parameters which are: destination user, sender user and the message text itself.

This data is sent to the server through a call to the SendCodedParamList method of

the AstaClient component, there to be relayed - as we have already seen - to the
destination user.

Requesting Personal Information

The process used to request personal information about a user is very similar to the
processe of sending a message to another user. Basically, we are just sending a
pre-determined message that will be replied automatically by the server, returning
whatever personal information the user has entered. The code that initiates a request
for personal information is shown in the example that follows.
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procedure Tfrm MJ i ent Mai n. bt nl nfod i ck(Sender: TObject);
var
Par anmli st: TAst aPar anii st ;
begi n
Par anmlLi st : = TAstaParanLi st. Create;
try
Par anlLi st . Fast Add(' User Nanme' , User Dat aset. Fi el ds[ 0] . Val ue);
Ast adl i ent . SendCodedPar anili st (500, Paraniist);

finally
FreeAndNi | ( Par anii st);
end;
end;

Receiving a Message From the Server

Since the client application should be all that is necessary for two people to
communicate it needs to handle the messages it receives from the server. So far we
have sent a message to another user and requested a user's personal information.
Both of these things were done by sending messages to the server.

When another user sends you a message or the server replies to your request for the
personal information of a user, you receive a message. This is treated in an event of
the the AstaClient object - OnCodedParamList. This totally analogous to what was
implemented in the server.

The code that treats the OnCodedParamList event is shown bellow.

procedure Tfrm M i ent Mai n. Ast aCl i ent CodedPar anli st ( Sender: TObj ect;
Msgl D I nteger; Parans: TAstaParaniist);
var
I ndex: integer;
begin
Case Msgld of
300: begin
User Dat aSet . Di sabl eControl s;
try
i f not UserDataSet.Active then
User Dat aSet . Open;
User Dat aSet . Enpt y;
for Index := 0 to Parans. Count-1 do
User Dat aSet . AppendRecor d([ Par anms[ | ndex] . Name,
Par ans[ | ndex] . AsString]);
finally
User Dat aSet . Enabl eCont r ol s;
end;
end;
200: begin
ShowMessage(' From '+ Parans. ParanByNane(' Froni ). AsString
+#10#13+Par ans. Par anByNane(' MsgText'). AsString);
end;
600: begin
ShowMessage(' Ful | nane: '+
Par ans. Par anByNane(' Ful | Nane' ). AsStri ng+
#10#13+' Department: '+
Par anms. Par anByNanme(' Departnent' ). AsStri ng+
#10#13+' Extention: '+
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Par ans. Par anByName(' Extention' ). AsStri ng+#10#13+
"email: '+ Parans. ParanByName(' ermail').AsString);
end;
end;
end;

This event treats three different kinds of messages, identified by the numbers 300,
200 and 600. The message identified by the number 300 brings, from the server, the
list of connected users and is received just after the client's logon information is
validated by the server.

The messages identified by the numbers 200 and 600 bring, respectively, a user sent
message and the response, from the server, to a request for a user's personal
information.

Wrapping it All Up

What we have seen in this document is a basic example of how to put together
applications that use Asta Messaging as the basic communication infrastructure in a
Client/Server system.

Asta is a very powerful tool for the creation of applications in a Client/Server
architecture. This is true in more than one way and the Asta Messaging features are,
generally, under used, since most such applications are database-related and Asta
offers an incredible quantity of features specially designed for this kind of
development.

It is important to note that the availability of Asta Messaging support for several
different platforms, such as Windows, Linux, Windows CE and Palm, offers you a
tremendous opportunity for making applications exchange data. As new platforms
and new technology, such as XML, are integrated into the Asta family, your options for
application inter-operability grow.

It is important that you, as an Asta user, know that there is a lot more that you can do
and other kinds of applications that you can create through the use of this technology
that is already available to you.
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