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Building a file transport application
The purpose of this exercise is to build a peer to peer file transfer application.  You will be provided with the code to do this on a single machine; your task is to alter the code to integrate this with a peer to peer topology.  When a file is sent from one client, all other clients should have the option to receive that file.  
Create a new Windows forms application.
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        private void buttonBrowse_Click(object sender, EventArgs e)
        {
            OpenFileDialog dlg = new OpenFileDialog();
            dlg.Filter = "Text Files(*.txt)|*.txt|All files (*.*)|*.*";
            dlg.FilterIndex = 0;
            dlg.Multiselect = false;
            dlg.RestoreDirectory = true;

            DialogResult dr = dlg.ShowDialog();

            if (dr == DialogResult.OK)
            {
                try
                {
                    textBoxFileLocation.Text = dlg.FileName;
                }
                catch (Exception ex)
                {
                    MessageBox.Show("Error: " + ex.ToString());
                }
            }
        }


















        public byte[] SendFile()
        {
            if (textBoxFileLocation.Text.Length < 1)
            {
                MessageBox.Show("No file selected.");
                return null;
            }

            try
            {
                FileStream fs = new FileStream(textBoxFileLocation.Text, FileMode.Open, FileAccess.Read);

                byte[] fileArray = new byte[fs.Length];

                fs.Read(fileArray, 0, System.Convert.ToInt32(fs.Length));

                fs.Close();

                return fileArray;
            }
            catch
            {
                MessageBox.Show("File not readable.");
                return null;
            }
        }

v        public void ReceieveFile(string fileName, byte[] receivedFile)
        {
            if(MessageBox.Show("Received file: " + fileName + ".  Would you like to save this?", "Save file?", MessageBoxButtons.YesNo) != DialogResult.Yes)
            {
                return;
            }

            SaveFileDialog dlg = new SaveFileDialog();
            dlg.Filter = "All files (*.*)|*.*";
            dlg.FilterIndex = 0;
            dlg.RestoreDirectory = true;

            DialogResult dr = dlg.ShowDialog();

            if (dr == DialogResult.OK)
            {
                try
                {
                    File.WriteAllBytes(dlg.FileName, receivedFile);
                }
                catch
                {
                    MessageBox.Show("Failed to write file.");
                }
            }
        }


























        private void buttonSend_Click(object sender, EventArgs e)
        {
            byte[] fileArray = SendFile();

            if (fileArray != null)
                ReceieveFile(textBoxFileLocation.Text, fileArray);
        }




Exercise
· Modify this code to use the WCF peer to peer mesh.  You will almost certainly need to look back over the SimpleChat tutorials to achieve this.
· The ultimate aim is for any client to be able to send a file, and for each other client in the mesh to be able to receive and save that file if they so wish.
· The program should prompt the user as to whether or not they wish to receive the file being sent.
· Modify this code such that a peer will not receive a file from itself.
· [bookmark: _GoBack]Modify this further to not send the file until the client accepts.  At present the byte array is sent regardless, and simply disposed of if the client declines.  Change this so that the client’s acceptance is required to receive the file.  This will be complicated – consider previous technologies we have studied to aid you.
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