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The goal of this assignment is to write programs that can communicate using both TCP
and UDP, you are tasked to implement a simple two-player online game. The assignment
is divided into two parts. The first part is the game invitation: Player A should send an
invitation to Player B using UDP. Player B should then inform Player A that they have
received and accepted the invitation. After receiving Player B's response, Player A should
send their port information back (the entire invitation process must be done using UDP
communication). The second part is the online game. Once Player B knows Player A's IP
address and port number, Player B should connect to Player A using TCP, and they can
play a game together through TCP (the type of game is not restricted, as long as it is a
two-player game, e.g., rock-paper-scissors, chess, etc.).
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When Player A sends an invitation, they must know Player B's UDP server IP address and
port. To simplify things, Player B is required to run on CSIT servers (there are a total of
four servers as shown below), and the UDP server's port must be above 10000. Before
sending the invitation, Player A must check all the servers to see if any players are
waiting for an invitation, after searching all players who are waiting, choose one player to
send the invitation.

Server Host Name IP

linuxl.cs.nycu.edu.tw  140.113.235.151
linux2.cs.nycu.edutw  140.113.235.152
linux3.cs.nycu.edu.tw 140.113.235.153

linux4.cs.nycu.edutw 140.113.235.154
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When Player B receives the invitation, they should be able to choose whether to accept
it. If Player B declines the invitation, no connection will be established between Player A
and Player B, and Player B will return to waiting for other players' invitations. If Player B
accepts the invitation, they must inform Player A that they have accepted it. After
confirming that Player B has accepted the invitation, Player A will set up a TCP server and
send the TCP server's port information to Player B.
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Now that Player B has Player A's IP address (which can be obtained when Player A sends
the invitation) and the TCP server port information, Player B must use the IP address and
port to connect to Player A's TCP server. Once the connection is successful, they can
proceed with the two-player online game.



