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Server Design

The Server will contain multiple Engines, each of which manages a particular activity within the server.  The list of Engines in the initial implementation are below.  Each engine has a ConfigInfo element in it that contains engine parameters.  The ConfigInfo object can be loaded via property files only in the first implementation.

· EngAuthenticator – responsible for exposing the connection manager of the server to the clients/consoles.  This engine will accept connections from the clients/consoles and create a Handler (ClientHandler, ConsoleHandler).  The Handler will be used from then on for communication between the server and client/console.  

· EngAvatarMan – responsible for requests having to do with Avatars on the Server.  Not fully implemented.

· EngZoneMan – responsible for starting and managing the zones.  Not fully implemented.

· EngLog – handles internal server logging.  Not fully implemented.

· EngMonitor – monitors the server process and sends stats updates to any registered listeners.  This currently will send memory stats on the server to any attached console sessions on a configurable interval.

This initial implementation of the server requires that the client and console be able to connect to the server and be able to login.  The client is sent a rudimentary list of avatars, based on the login ID, and the console is connected to the Monitoring Engine so that it receives and shows updates every second (configurable) of the current memory usage on the server.

The communication between client/console and server is simple:

1. When server is started, the EngAuthenticator shares the ServerEventProcessor object, which is what the client/console will initially connect to.

2. When the client/console is started, it connects to the server and gets the ServerEventProcessor’s interface.  It calls a method from this interface passing itself as a parameter.  

3. Inside the ServerEventProcessor, the method call is marshaled back to the parent engine, EngAuthenticator.  EngAuthenticator then creates a new ClientHandler or ConsoleHandler respectively.  

4. EngAuthenticator sends the response to the client indicating which ClientHandler / ConsoleHandler that the client/console can use to communicate.  

5. The client/console gets a reference to it’s copy of the ClientHandler / ConsoleHandler.  Then communication can take place both ways.  The client / console can call methods on the ClientHandler / ConsoleHandler, and the ClientHandler / ConsoleHandler can call methods on the client.

The once communication is established, the client/console can send a login request to the server at its will (when the user hits “login”).

The process is depicted below:
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