

    
      
          
            
  
Learn Zenet Repository [https://github.com/zeloot/Zenet/]


Network




using Zenet.Network;






	Async ✔️


	Host ✔️


	Callback ✔️





Package




using Zenet.Package;






	Compare ✔️


	Concat ✔️


	Encoding2 ✔️


	Event2 ❌ ↻ under maintenance


	GetPack.cs ❌ ↻ under maintenance


	Package2 ❌ ↻ under maintenance


	SetPack ❌ ↻ under maintenance


	Vec2 ✔️


	Vec3 ✔️





TCP




using Zenet.Tcp;






	TcpClient ✔️


	TcpServer ❌





UDP




using Zenet.Udp;






	AgentUDP ❌ ↻ under maintenance


	ClientUDP ❌ ↻ under maintenance


	ServerUDP ❌ ↻ under maintenance
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  # Zenet

> name `Cancat`

> type `static class`

> path `Zenet/Package/Concat.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Cancat" It is used to concatenate multiple data of type "string and byte[]",
takes infinite list of data as parameter
`

##### Español 🇪🇸
`
"Zenet->Cancat" Se utiliza para concatenar múltiples datos de tipo "cadena y byte []",
toma una lista infinita de datos como parámetro
`

##### 中国人 🇨🇳
`
“Zenet->Cancat” 用于连接多个“字符串和字节[]”
类型的数据，以无限的数据列表为参数
`

##### 日本 🇯🇵
`
「Zenet->Cancat」 これは、「string and byte []」
タイプの複数のデータを連結するために使用され、パラメーターとしてデータの無限のリストを取ります
`

##### Português 🇵🇹
`
"Zenet->Cancat" Ele é usado para concatenar vários dados do tipo "string and byte[]",
leva uma lista infinita de dados como parâmetro
`

## Namespace

`csharp
using Zenet.Package;
`

## Sample usage

#### Sample 1 - Cancat string
```csharp
using System;
using Zenet.Package;

string concats = Concat.String(“Hello”, ” “, “World”, ” “, “.”, “.”, “.”);    // add concats
Console.WriteLine(concats);                                                   // output: Hello World …

```

#### Sample 2 - Cancat bytes
```csharp
using System;
using Zenet.Package;

byte[] data1 = new byte[] { 1, 2 };
byte[] data2 = new byte[] { 3, 4 };
byte[] data3 = new byte[] { 5, 6 };

byte[] concats = Concat.Bytes(data1, data2, data3);   // add concats

#region SHOW DATA


string join = “”;

foreach(byte value in concats)
{


join += $”{value}”;




}

Console.WriteLine(join);                                // output: 123456




#endregion

```



            

          

      

      

    

  

    
      
          
            
  
Usage Examples


Encoding & Decoding Tokens with HS256

>>> import jwt
>>> key = "secret"
>>> encoded = jwt.encode({"some": "payload"}, key, algorithm="HS256")
>>> print(encoded)
eyJhbGciOiJIUzI1NiIsInR5cCI6IkpXVCJ9.eyJzb21lIjoicGF5bG9hZCJ9.4twFt5NiznN84AWoo1d7KO1T_yoc0Z6XOpOVswacPZg
>>> jwt.decode(encoded, key, algorithms="HS256")
{'some': 'payload'}







Encoding & Decoding Tokens with RS256 (RSA)

RSA encoding and decoding require the cryptography module. See installation_cryptography.

>>> import jwt
>>> private_key = b"-----BEGIN PRIVATE KEY-----\nMIGEAgEAMBAGByqGSM49AgEGBS..."
>>> public_key = b"-----BEGIN PUBLIC KEY-----\nMHYwEAYHKoZIzj0CAQYFK4EEAC..."
>>> encoded = jwt.encode({"some": "payload"}, private_key, algorithm="RS256")
>>> print(encoded)
eyJhbGciOiJIUzI1NiIsInR5cCI6IkpXVCJ9.eyJzb21lIjoicGF5bG9hZCJ9.4twFt5NiznN84AWoo1d7KO1T_yoc0Z6XOpOVswacPZg
>>> decoded = jwt.decode(encoded, public_key, algorithms=["RS256"])
{'some': 'payload'}





If your private key needs a passphrase, you need to pass in a PrivateKey object from cryptography.

from cryptography.hazmat.primitives import serialization
from cryptography.hazmat.backends import default_backend

pem_bytes = b"-----BEGIN PRIVATE KEY-----\nMIGEAgEAMBAGByqGSM49AgEGBS..."
passphrase = b"your password"

private_key = serialization.load_pem_private_key(
    pem_bytes, password=passphrase, backend=default_backend()
)
encoded = jwt.encode({"some": "payload"}, private_key, algorithm="RS256")





If you are repeatedly encoding with the same private key, reusing the same
RSAPrivateKey also has performance benefits because it avoids the
CPU-intensive RSA_check_key primality test.



Specifying Additional Headers

>>> jwt.encode(
...     {"some": "payload"},
...     "secret",
...     algorithm="HS256",
...     headers={"kid": "230498151c214b788dd97f22b85410a5"},
... )
'eyJhbGciOiJIUzI1NiIsInR5cCI6IkpXVCIsImtpZCI6IjIzMDQ5ODE1MWMyMTRiNzg4ZGQ5N2YyMmI4NTQxMGE1In0.eyJzb21lIjoicGF5bG9hZCJ9.DogbDGmMHgA_bU05TAB-R6geQ2nMU2BRM-LnYEtefwg'







Reading the Claimset without Validation

If you wish to read the claimset of a JWT without performing validation of the
signature or any of the registered claim names, you can set the
verify_signature option to False.

Note: It is generally ill-advised to use this functionality unless you
clearly understand what you are doing. Without digital signature information,
the integrity or authenticity of the claimset cannot be trusted.

>>> jwt.decode(encoded, options={"verify_signature": False})
{'some': 'payload'}







Reading Headers without Validation

Some APIs require you to read a JWT header without validation. For example,
in situations where the token issuer uses multiple keys and you have no
way of knowing in advance which one of the issuer’s public keys or shared
secrets to use for validation, the issuer may include an identifier for the
key in the header.

>>> jwt.get_unverified_header(encoded)
{'alg': 'RS256', 'typ': 'JWT', 'kid': 'key-id-12345...'}







Registered Claim Names

The JWT specification defines some registered claim names and defines
how they should be used. PyJWT supports these registered claim names:



	“exp” (Expiration Time) Claim


	“nbf” (Not Before Time) Claim


	“iss” (Issuer) Claim


	“aud” (Audience) Claim


	“iat” (Issued At) Claim








Expiration Time Claim (exp)


The “exp” (expiration time) claim identifies the expiration time on
or after which the JWT MUST NOT be accepted for processing.  The
processing of the “exp” claim requires that the current date/time
MUST be before the expiration date/time listed in the “exp” claim.
Implementers MAY provide for some small leeway, usually no more than
a few minutes, to account for clock skew.  Its value MUST be a number
containing a NumericDate value.  Use of this claim is OPTIONAL.




You can pass the expiration time as a UTC UNIX timestamp (an int) or as a
datetime, which will be converted into an int. For example:

jwt.encode({"exp": 1371720939}, "secret")
jwt.encode({"exp": datetime.now(tz=timezone.utc)}, "secret")





Expiration time is automatically verified in jwt.decode() and raises
jwt.ExpiredSignatureError if the expiration time is in the past:

try:
    jwt.decode("JWT_STRING", "secret", algorithms=["HS256"])
except jwt.ExpiredSignatureError:
    # Signature has expired
    ...





Expiration time will be compared to the current UTC time (as given by
timegm(datetime.now(tz=timezone.utc).utctimetuple())), so be sure to use a UTC timestamp
or datetime in encoding.

You can turn off expiration time verification with the verify_exp parameter in the options argument.

PyJWT also supports the leeway part of the expiration time definition, which
means you can validate a expiration time which is in the past but not very far.
For example, if you have a JWT payload with a expiration time set to 30 seconds
after creation but you know that sometimes you will process it after 30 seconds,
you can set a leeway of 10 seconds in order to have some margin:

jwt_payload = jwt.encode(
    {"exp": datetime.datetime.now(tz=timezone.utc) + datetime.timedelta(seconds=30)},
    "secret",
)

time.sleep(32)

# JWT payload is now expired
# But with some leeway, it will still validate
jwt.decode(jwt_payload, "secret", leeway=10, algorithms=["HS256"])





Instead of specifying the leeway as a number of seconds, a datetime.timedelta
instance can be used. The last line in the example above is equivalent to:

jwt.decode(
    jwt_payload, "secret", leeway=datetime.timedelta(seconds=10), algorithms=["HS256"]
)







Not Before Time Claim (nbf)


The “nbf” (not before) claim identifies the time before which the JWT
MUST NOT be accepted for processing.  The processing of the “nbf”
claim requires that the current date/time MUST be after or equal to
the not-before date/time listed in the “nbf” claim.  Implementers MAY
provide for some small leeway, usually no more than a few minutes, to
account for clock skew.  Its value MUST be a number containing a
NumericDate value.  Use of this claim is OPTIONAL.




The nbf claim works similarly to the exp claim above.

jwt.encode({"nbf": 1371720939}, "secret")
jwt.encode({"nbf": datetime.now(tz=timezone.utc)}, "secret")







Issuer Claim (iss)


The “iss” (issuer) claim identifies the principal that issued the
JWT.  The processing of this claim is generally application specific.
The “iss” value is a case-sensitive string containing a StringOrURI
value.  Use of this claim is OPTIONAL.




payload = {"some": "payload", "iss": "urn:foo"}

token = jwt.encode(payload, "secret")
decoded = jwt.decode(token, "secret", issuer="urn:foo", algorithms=["HS256"])





If the issuer claim is incorrect, jwt.InvalidIssuerError will be raised.



Audience Claim (aud)


The “aud” (audience) claim identifies the recipients that the JWT is
intended for.  Each principal intended to process the JWT MUST
identify itself with a value in the audience claim.  If the principal
processing the claim does not identify itself with a value in the
“aud” claim when this claim is present, then the JWT MUST be
rejected.




In the general case, the “aud” value is an array of case-
sensitive strings, each containing a StringOrURI value.

payload = {"some": "payload", "aud": ["urn:foo", "urn:bar"]}

token = jwt.encode(payload, "secret")
decoded = jwt.decode(token, "secret", audience="urn:foo", algorithms=["HS256"])





In the special case when the JWT has one audience, the “aud” value MAY be
a single case-sensitive string containing a StringOrURI value.

payload = {"some": "payload", "aud": "urn:foo"}

token = jwt.encode(payload, "secret")
decoded = jwt.decode(token, "secret", audience="urn:foo", algorithms=["HS256"])





If multiple audiences are accepted, the audience parameter for
jwt.decode can also be an iterable

payload = {"some": "payload", "aud": "urn:foo"}

token = jwt.encode(payload, "secret")
decoded = jwt.decode(
    token, "secret", audience=["urn:foo", "urn:bar"], algorithms=["HS256"]
)





The interpretation of audience values is generally application specific.
Use of this claim is OPTIONAL.

If the audience claim is incorrect, jwt.InvalidAudienceError will be raised.



Issued At Claim (iat)


The iat (issued at) claim identifies the time at which the JWT was issued.
This claim can be used to determine the age of the JWT. Its value MUST be a
number containing a NumericDate value. Use of this claim is OPTIONAL.

If the iat claim is not a number, an jwt.InvalidIssuedAtError exception will be raised.




jwt.encode({"iat": 1371720939}, "secret")
jwt.encode({"iat": datetime.now(tz=timezone.utc)}, "secret")








Requiring Presence of Claims

If you wish to require one or more claims to be present in the claimset, you can set the require parameter to include these claims.

>>> jwt.decode(encoded, options={"require": ["exp", "iss", "sub"]})
{'exp': 1371720939, 'iss': 'urn:foo', 'sub': '25c37522-f148-4cbf-8ee6-c4a9718dd0af'}







Retrieve RSA signing keys from a JWKS endpoint

>>> import jwt
>>> from jwt import PyJWKClient
>>> token = "eyJ0eXAiOiJKV1QiLCJhbGciOiJSUzI1NiIsImtpZCI6Ik5FRTFRVVJCT1RNNE16STVSa0ZETlRZeE9UVTFNRGcyT0Rnd1EwVXpNVGsxUWpZeVJrUkZRdyJ9.eyJpc3MiOiJodHRwczovL2Rldi04N2V2eDlydS5hdXRoMC5jb20vIiwic3ViIjoiYVc0Q2NhNzl4UmVMV1V6MGFFMkg2a0QwTzNjWEJWdENAY2xpZW50cyIsImF1ZCI6Imh0dHBzOi8vZXhwZW5zZXMtYXBpIiwiaWF0IjoxNTcyMDA2OTU0LCJleHAiOjE1NzIwMDY5NjQsImF6cCI6ImFXNENjYTc5eFJlTFdVejBhRTJINmtEME8zY1hCVnRDIiwiZ3R5IjoiY2xpZW50LWNyZWRlbnRpYWxzIn0.PUxE7xn52aTCohGiWoSdMBZGiYAHwE5FYie0Y1qUT68IHSTXwXVd6hn02HTah6epvHHVKA2FqcFZ4GGv5VTHEvYpeggiiZMgbxFrmTEY0csL6VNkX1eaJGcuehwQCRBKRLL3zKmA5IKGy5GeUnIbpPHLHDxr-GXvgFzsdsyWlVQvPX2xjeaQ217r2PtxDeqjlf66UYl6oY6AqNS8DH3iryCvIfCcybRZkc_hdy-6ZMoKT6Piijvk_aXdm7-QQqKJFHLuEqrVSOuBqqiNfVrG27QzAPuPOxvfXTVLXL2jek5meH6n-VWgrBdoMFH93QEszEDowDAEhQPHVs0xj7SIzA"
>>> kid = "NEE1QURBOTM4MzI5RkFDNTYxOTU1MDg2ODgwQ0UzMTk1QjYyRkRFQw"
>>> url = "https://dev-87evx9ru.auth0.com/.well-known/jwks.json"
>>> jwks_client = PyJWKClient(url)
>>> signing_key = jwks_client.get_signing_key_from_jwt(token)
>>> data = jwt.decode(
...     token,
...     signing_key.key,
...     algorithms=["RS256"],
...     audience="https://expenses-api",
...     options={"verify_exp": False},
... )
>>> print(data)
{'iss': 'https://dev-87evx9ru.auth0.com/', 'sub': 'aW4Cca79xReLWUz0aE2H6kD0O3cXBVtC@clients', 'aud': 'https://expenses-api', 'iat': 1572006954, 'exp': 1572006964, 'azp': 'aW4Cca79xReLWUz0aE2H6kD0O3cXBVtC', 'gty': 'client-credentials'}









            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Async`

> type `class`

> path `Zenet/Network/Async.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Async" is used to run a "System.Action" in
background ie it uses " System.Threading.ThreadPool"
to perform heavy tasks or choking
outside the main "Thread".
`

##### Español 🇪🇸
`
"Zenet->Async" se utiliza para ejecutar un "System.Action" en
fondo, es decir, utiliza " System.Threading.ThreadPool"
para realizar tareas pesadas o asfixia
fuera del "hilo" principal.
`

##### 中国人 🇨🇳
`
“Zenet->Async”用于运行“System.Action”
背景，即它使用“System.Threading.ThreadPool”
执行繁重的任务或窒息
在主“线程”之外。
`

##### 日本 🇯🇵
`
「Zenet->Async」は、「System.Action」を実行するために使用されます
背景、つまり「System.Threading.ThreadPool」を使用します
重い仕事や窒息を実行するには
メインの「スレッド」の外側。
`

##### Português 🇵🇹
`
"Zenet->Async" é usando para rodar uma "System.Action" em background
ou seja ela usa " System.Threading.ThreadPool" para executar tarefas pessadas
ou bloqueante fora da "Thread" principal.
`

## Namespace

`csharp
using Zenet.Network;
`

## Sample usage

#### Sample 1
```csharp
using Zenet.Network;

Async.Thread(() =>
{


Console.WriteLine(“hello world, on background”);





});

#### Sample 2
```csharp
using Zenet.Network;

void Callback()
{


Console.WriteLine(“hello world, on background”);




}

Async.Thread(Callback);
```

#### Sample 3
```csharp
using System.Threading;
using Zenet.Network;

void Callback(int delay)
{


System.Threading.Thread.Sleep(delay);
Console.WriteLine(“hello world, on background”);




}

Async.Thread(() => Callback(50));

Async.Thread(() =>
{


Callback(10);
Callback(20);






});




            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Callback`

> type `static class`

> path `Zenet/Network/Callback.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Callback" It is a static class, which (Publish, Emit, Dispatch) event for the API to receive.
the event (Publish, Emit, Dispatch), the Trigger process can be through the one that issued it or a different
process ("Thread") "Also solving the MainThread problem in some cases. like in a game engine"
`

##### Español 🇪🇸
`
"Zenet->Callback" Es una clase estática, que (Publicar, Emitir, Despachar) evento para que reciba la API.
el evento (Publish, Emit, Dispatch), el proceso Trigger puede ser a través del que lo emitió o un proceso
diferente ("Thread") "También resolviendo el problema de MainThread en algunos casos. Como en un motor de juego"
`

##### 中国人 🇨🇳
`
“Zenet->Callback” 它是一个静态类，API 接收它的（Publish、Emit、Dispatch）事件。 事件（Publish、Emit、Dispatch），
Trigger 进程可以通过发出它的进程或不同的进程（“Thread”）“在某些情况下也解决 MainThread 问题。就像在游戏引擎中一样”
`

##### 日本 🇯🇵
`
「Zenet->Callback」 これは静的クラスであり、APIが受信するイベント（Publish、Emit、Dispatch）です。 イベント（公開、送信、ディスパッチ）、
トリガープロセスは、それを発行したプロセスまたは別のプロセス（「スレッド」）を介して実行できます。「ゲームエンジンの場合のよう
に、場合によってはMainThreadの問題も解決します。」
`

##### Português 🇵🇹
`
"Zenet->Callback" É uma classe estática, que (Publica, Emite, Dispacha) evento para a API receber.
o evento (Publica, Emite, Dispacha), o processo Trigger pode ser através daquele que o emitiu ou um processo
diferente ("Thread") "Resolvendo também o problema do MainThread em alguns casos. como em um motor de jogo"
`

## Namespace

`csharp
using Zenet.Network;
`

## Sample usage

#### Sample 1
```csharp
using Zenet.Network;

// All events that api receives will be “Releasing, dispatching, dispatching” through “the same process and on this Thread that published the event”
// Todos los eventos que recibe api serán “Lanzamiento, envío, envío” a través del “mismo proceso y en este hilo que publicó el evento”.
// apiが受け取るすべてのイベントは、「イベントを公開したのと同じプロセスで、このスレッド上で」「リリース、ディスパッチ、ディスパッチ」になります。
// api接收到的所有事件都将通过“同一进程和发布事件的线程”进行“释放、调度、调度”
// Todos os eventos que api recebe será “Liberando, despachando, despachando” através “do mesmo processo e neste Thread que publicou o evento”
Callback.Manual = false;
```

#### Sample 2 - On Async “ThreadPool”
```csharp
using Zenet.Network;

// enable unity “machine” manager, zenet callbacks
// habilite el administrador de “máquina” de Unity, devoluciones de llamada de zenet
// ユニティ「マシン」マネージャー、zenetコールバックを有効にする
// 启用统一“机器”管理器，zenet 回调
// permitir o gerenciador de “máquina” da unidade, retornos de chamada do zenet
Callback.Manual = true;

// Docs: https://github.com/zeloot/LearnZenet/
Async.Thread(() =>
{


// “Releasing, dispatching, resolving” all events. All events that api receives will be “Releasing, dispatching, dispatching” through “this process and this thread”
// “Liberar, despachar, resolver” todos los eventos. Todos los eventos que recibe api serán “Lanzamiento, envío, envío” a través de “este proceso y este hilo”
// すべてのイベントを「解放、ディスパッチ、解決」します。 APIが受け取るすべてのイベントは、「このプロセスとこのスレッド」を介した「リリース、ディスパッチ、ディスパッチ」になります
// “释放、调度、解决”所有事件。 api接收到的所有事件都会通过“这个进程和这个线程”进行“释放、分派、分派”
// “Liberando, despachando, resolvendo” todos os eventos. Todos os eventos que api recebe será “Liberando, despachando, despachando” através “deste processo e neste Thread”
while(Callback.Manual)
{


Callback.Update();




}





});

#### Sample 3 - On unity
```csharp
using Zenet.Network;

private void Awake()
{


// enable unity “machine” manager, zenet callbacks
// habilite el administrador de “máquina” de Unity, devoluciones de llamada de zenet
// ユニティ「マシン」マネージャー、zenetコールバックを有効にする
// 启用统一“机器”管理器，zenet 回调
// permitir o gerenciador de “máquina” da unidade, retornos de chamada do zenet
Callback.Manual = true;




}

private void Update()
{



	/*
	What this code does is nothing more than something known as “Run On Main Thread”. making the unit “manage, spread, dispatch”
the event using the main thread. with that, our code “manage, spread, dispatch” will be able to interact with unity components since
it was the “owning thread” that ran it. if you don’t do this process, your “foreign code doesn’t can handle unit components like:
GameObject, UI, Rigidbody”, why? simple your code is on a different “Thread” “A different thread is a different process that is a different program”
so that says the unit will rewrite the “Action” and execute itself by becoming part of the unit execution, with that your action code
you can manipulate “GameObject, UI, Rigidbody”.





*/


	/*
	Lo que hace este código no es más que algo conocido como “Ejecutar en hilo principal”. haciendo que la unidad “gestione, difunda, despache” el evento
usando el hilo principal. con eso, nuestro código “Administrar, difundir, enviar” podrá interactuar con los componentes de Unity, ya que fue el “proceso
propietario” el que lo ejecutó. si no realiza este proceso, su “código extranjero no puede manejar componentes de unidades como:
GameObject, UI, Rigidbody”, ¿por qué? Simplemente su código está en un “Subproceso” diferente “Un subproceso diferente es un proceso diferente que es un
programa diferente” por lo que dice la unidad reescribirá la “Acción” y se ejecutará convirtiéndose en parte de la ejecución de la unidad, con eso su código
de acción puedes manipular “GameObject, UI, Rigidbody”.





*/


	/* このコードが行うことは、「メインスレッドで実行」として知られているものにすぎません。ユニットを「管理、拡散、発送」する メインスレッドを使用したイベント。
	それで、私たちのコード 「管理、拡散、ディスパッチ」は、それを実行した「所有スレッド」であったため、Unityコンポーネントと対話できるようになります。
このプロセスを実行しない場合、「外部コードは実行されません GameObject、UI、Rigidbodyなどのユニットコンポーネントを処理できます。なぜですか？単純なコードは別の
スレッド」にあります。「別のスレッドは別のプロセスです。別のプログラムです」と言うので、ユニットは 「アクション」を書き直し、その一部になることで自分自身を実行します
ユニットの実行、それであなたのアクションコード 「GameObject、UI、Rigidbody」を操作できます。





*/


	/*
	这段代码所做的无非就是所谓的“在主线程上运行”。使单位“管理、传播、调度” 使用主线程的事件。 这样，我们的代码 “管理、传播、分派”将能够与统一组件进行交互，
因为它是运行它的“拥有线程”。 如果您不执行此过程，则您的“外来代码不会 可以处理单元组件，例如：GameObject、UI、Rigidbody”，为什么？
简单你的代码在不同的“线程”上“不同的线程是不同的进程，是一个不同的程序”，所以该单元说 将重写“Action”并通过成为 单元执行，带有你的动作代码 您可以操作“GameObject、UI、Rigidbody”。





*/


	/*
	Oque esse codigo faz nada mais e doque algo conhecido como “Run On Main Thread”. fazendo com que a unidade “gerencie, espalhe, despache” o evento usando o thread principal.
com isso, nosso código “manage, spread, dispatch” poderá interagir com os componentes do unity já que foi o “thread proprietário” que o executou. se você não
fizer esse processo, seu código “estrangeiro não pode manipular componentes de unidade como:  GameObject, UI, Rigidbody”, por quê? simples seu código está em um “Thread”
diferente “Um thread diferente é um processo diferente que é um programa diferente” então isso diz que a unidade reescreverá a “Ação” e se executará tornando-se parte da
execução da unidade, com isso o seu codigo da ação poderá sim manipular “GameObject, UI, Rigidbody”.





*/
Callback.Update();






}




            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Host`

> type `class`

> path `Zenet/Network/Host.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Host" It is an abrastation that facilitates the creation of an endpoint,
using: "string ip & int port", "IPAddress ip & int port", "EndPoint" and "IPendPoint"
as different parameters to create a valid endpoint.
as it makes the backend much easier because it just needs
of a class that abstracts everything. and the data can be
queried or consumed the following properties: "IPAddress", "Port", "AddressFamily" and "IPendPoint"
`

##### Español 🇪🇸
`
"Zenet->Host" Es una abrasión que facilita la creación de un punto final,
usando: "string ip & int port", "IPAddress ip & int port", "EndPoint" y "IPendPoint"
como diferentes parámetros para crear un punto final válido.
ya que hace que el backend sea mucho más fácil porque solo necesita
de una clase que abstrae todo. y los datos pueden ser
consultó o consumió las siguientes propiedades: "IPAddress", "Port", "AddressFamily" y "IPendPoint"
`

##### 中国人 🇨🇳
`
“Zenet->Host” 这是一种促进端点创建的磨损，
使用：“string ip & int port”、“IPAddress ip & int port”、“EndPoint”和“IPendPoint”
作为不同的参数来创建一个有效的端点。
因为它使后端更容易，因为它只需要
抽象一切的类。 并且数据可以是
查询或消费了以下属性：“IPAddress”、“Port”、“AddressFamily”和“IPendPoint”
`

##### 日本 🇯🇵
`
「Zenet->Host」これは、エンドポイントの作成を容易にするアブレーションです。
使用：「stringip＆int port」、「IPAddress ip＆int port」、「EndPoint」、「IPendPoint」
有効なエンドポイントを作成するためのさまざまなパラメータとして。
必要なだけなので、バックエンドがはるかに簡単になります
すべてを抽象化するクラスの。 そしてデータはすることができます
次のプロパティを照会または消費しました：「IPAddress」、「Port」、「AddressFamily」、および「IPendPoint」
`

##### Português 🇵🇹
`
"Zenet->Host" É uma abrastacao que facilita a criação de um endpoint,
utilizando: "string ip & int port", "IPAddress ip & int port", "EndPoint" e "IPEndPoint"
como parâmetros diferentes para criar um endpoint válido.
pois isso torna o backend muito mais fácil porque ele só precisa
de uma classe que abstraia tudo. e os dados pode ser
consultado ou consumido as seguintes propriedade: "IPAddress", "Port", "AddressFamily" e "IPEndPoint"
`

## Namespace

`csharp
using Zenet.Network;
`

## Sample usage

#### Sample 1
```csharp
using System;
using Zenet.Network;

Host host = new Host(“0.0.0.0”, 80);

Console.WriteLine($”port: {host.Port}”);         // output: 80
Console.WriteLine($”address: {host.IPAddress}”); // output: 0.0.0.0
Console.WriteLine($”family: {host.Family}”);     // output: -
Console.WriteLine($”endpoint: {host.EndPoint}”); // output: 0.0.0.0:80
```

#### Sample 2 - Using IPAddress/Port
```csharp
using System;
using System.Net;
using Zenet.Network;

Host host = new Host(IPAddresss.Any, 80);        // IPAddress.Any is 0.0.0.0
Console.WriteLine(host);                         // output: 0.0.0.0:80
```

#### Sample 2 - Using EndPoint
```csharp
using System;
using System.Net;
using Zenet.Network;

EndPoint endpoint = new IPEndPoint(IPAddress.Any, 80);  // IPAddress.Any is 0.0.0.0
Host host = new Host(endpoint);
Console.WriteLine(host);                                // output: 0.0.0.0:80
```

#### Sample 2 - Using IPEndPoint
```csharp
using System;
using System.Net;
using Zenet.Network;

IPEndPoint endpoint = new IPEndPoint(IPAddress.Parse(“127.0.0.1”), 80);
Host host = new Host(endpoint);
Console.WriteLine(host);                         // output: 127.0.0.1:80
```



            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Compare`

> type `static class`

> path `Zenet/Package/Compare.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Compare" It is a class that transposes some functions to
data comparison and "Compare.Bytes(byte[], byte[])" compares if both data has the same value.
`

##### Español 🇪🇸
`
"Zenet->Compare" Es una clase que transpone algunas funciones a
comparación de datos y "Compare.Bytes(byte[], byte[])" compara si ambos datos tienen el mismo valor.
`

##### 中国人 🇨🇳
`
“Zenet->Compare” 它是一个将一些函数转换为
数据比较和 "Compare.Bytes(byte[], byte[])" 比较两个数据是否具有相同的值。
`

##### 日本 🇯🇵
`
「Zenet->Compare」 いくつかの機能をに置き換えたクラスです
データ比較と「Compare.Bytes（byte []、byte []）」は、両方のデータの値が同じかどうかを比較します。
`

##### Português 🇵🇹
`
"Zenet->Compare" É uma classe que transpõe algumas funções para
comparação de dados e "Compare.Bytes(byte[], byte[])" compara se ambos os dados tem o mesmo valor.
`

## Namespace

`csharp
using Zenet.Package;
`

## Sample usage

#### Sample 1 - Compare bytes
```csharp
using System;
using Zenet.Package;

byte[] data1 = new byte[] { 10, 20, 30 };
byte[] data2 = new byte[] { 10, 20, 30 };
byte[] data3 = new byte[] { 05, 10, 15 };

bool compare1 = Compare.Bytes(data1, data2);     // compare bytes
bool compare2 = Compare.Bytes(data2, data3);     // compare bytes

Console.WriteLine(compare1);                     // output: True
Console.WriteLine(compare2);                     // output: False

```

#### Sample 2 - Compare byte
```csharp
using System;
using Zenet.Package;

byte data1 = 10;
byte data2 = 10;
byte data3 = 20;

bool compare1 = Compare.Byte(data1, data2);      // compare bytes
bool compare2 = Compare.Byte(data2, data3);      // compare bytes

Console.WriteLine(compare1);                     // output: True
Console.WriteLine(compare2);                     // output: False

```

#### Sample 2 - Compare int
```csharp
using System;
using Zenet.Package;

int data1 = 1000;
int data2 = 1000;
int data3 = 2000;

bool compare1 = Compare.Int(data1, data2);       // compare bytes
bool compare2 = Compare.Int(data2, data3);       // compare bytes

Console.WriteLine(compare1);                     // output: True
Console.WriteLine(compare2);                     // output: False

```

#### Sample 3 - Compare string
```csharp
using System;
using Zenet.Package;

string data1 = “zeloot”;
string data2 = “zeloot”;
string data3 = “zenet”;

bool compare1 = Compare.String(data1, data2);    // compare bytes
bool compare2 = Compare.String(data2, data3);    // compare bytes

Console.WriteLine(compare1);                     // output: True
Console.WriteLine(compare2);                     // output: False

```



            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Encoding2`

> type `static class`

> path `Zenet/Package/Encoding2.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Encoding2" It is a simple alternative to "System.Text.Encoding"
to transform "string to bytes" and "bytes to string". It uses "System.Text.Encoding behind the scenes"
`

##### Español 🇪🇸
`
"Zenet->Encoding2" Es una alternativa simple a "System.Text.Encoding" para transformar
"cadena a bytes" y "bytes a cadena". Utiliza "System.Text.Encoding detrás de escena"
`

##### 中国人 🇨🇳
`
“Zenet->Encoding2” 它是“System.Text.Encoding”的一个简单替代方案，可以将“string to bytes”和“bytes to string”转换。
它在幕后使用“System.Text.Encoding”
`

##### 日本 🇯🇵
`
「Zenet->Encoding2」 「stringtobytes」および「bytestostring」を変換するのは「System.Text.Encoding」
の簡単な代替手段です。 「舞台裏でのSystem.Text.Encoding」を使用します
`

##### Português 🇵🇹
`
"Zenet->Encoding2" É uma alternativa simples para "System.Text.Encoding"
para transformar "string em bytes" e "bytes em string". Ele usa "System.Text.Encoding nos bastidores"
`

## Namespace

`csharp
using Zenet.Package;
`

## Sample usage

#### Sample 1 - string to byte[]
```csharp
using Zenet.Package;

byte[] data1 = Encoding2.Bytes(“my string”); // default is UTF8

byte[] data2 = Encoding2.Bytes(“my string”, Encode.ASCII);

byte[] data3 = Encoding2.Bytes(“私の文字列 is (my string) in japan”, Encode.UTF8);

byte[] data4 = Encoding2.Bytes(”❤️ zenet”, Encode.UNICODE);

```

#### Sample 2 - byte[] to string
```csharp
using Zenet.Package;

byte[] messageASCII = new byte[] { 104, 101, 108, 108, 111, 32, 119, 111, 114, 108, 100 }; // is (hello world) in ASCII
string data1 = Encoding2.String(messageASCII);  // default is UTF8
string data2 = Encoding2.String(messageASCII, Encode.ASCII);

byte[] messageUTF8 = new byte[] { 227, 130, 188, 227, 131, 141, 227, 131, 131, 227, 131, 136 }; // is (ゼネット) in UTF8
string data3 = Encoding2.String(messageUTF8, Encode.UTF8);

byte[] messageUNICODE = new byte[] { 100, 39, 15, 254, 32, 0, 122, 0, 101, 0, 110, 0, 101, 0, 116, 0 }; // is (❤️ zenet) in UNICODE
string data4 = Encoding2.String(messageUNICODE, Encode.UNICODE);

```



            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Vec2`

> type `class`

> path `Zenet/Package/Vec2.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Vec2" It is a form of vector2 encoding. This only makes sense when used with
"Zenet.Package.Package2" as it creates and retrieves a byte[] Vector2
`

##### Español 🇪🇸
`
"Zenet->Vec2" Es una forma de codificación vector2. Esto solo tiene sentido cuando se usa con
"Zenet.Package.Package2" ya que crea y recupera un byte[] Vector2
`

##### 中国人 🇨🇳
`
“Zenet->Vec2” 它是vector2编码的一种形式。 这仅在与
“Zenet.Package.Package2”一起使用时才有意义，因为它会创建和检索 byte[] Vector2
`

##### 日本 🇯🇵
`
「Zenet->Vec2」 これは、vector2エンコーディングの形式です。 これは、
「Zenet.Package.Package2」と一緒に使用した場合にのみ意味があります。これは、byte[]Vector2を作成および取得するためです。
`

##### Português 🇵🇹
`
"Zenet->Vec2" É uma forma de codificação vector2. Isso só faz sentido quando usado com
"Zenet.Package.Package2", pois cria e recupera um Vector2 de byte[]
`

## Namespace

`csharp
using Zenet.Package;
`

## Sample usage

#### Sample 1 - Create Vec2
```csharp
using System;
using Zenet.Package;

Vec2 position1 = new Vec2();      // X=0, Y=0
Vec2 position2 = new Vec2(1, 2);  // X=1, Y=2

Console.WriteLine(position2.X);   // output: 1
Console.WriteLine(position2.Y);   // output: 2

```

#### Sample 2 - Convert Vec2 to byte[]
```csharp
using System;
using Zenet.Package;

Vec2 position = new Vec2(1, 2);  // X=1, Y=2

byte[] array = Vec2.ToBytes(position);

```

#### Sample 3 - Convert byte[] to Vec2
```csharp
using System;
using Zenet.Package;

#region Vec2 to byte[]

Vec2 position = new Vec2(1, 2);  // X=1, Y=2
byte[] array = Vec2.ToBytes(position);

#endregion

#region byte[] to Vec2

Vec2 other = Vec2.ToVec2(array);

#endregion

```



            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `Vec3`

> type `class`

> path `Zenet/Package/Vec3.cs`

## Utility

##### English 🇺🇸
`
"Zenet->Vec3" It is a form of vector3 encoding. This only makes sense when used with
"Zenet.Package.Package2" as it creates and retrieves a byte[] Vector3
`

##### Español 🇪🇸
`
"Zenet->Vec3" Es una forma de codificación vector3. Esto solo tiene sentido cuando se usa con
"Zenet.Package.Package2" ya que crea y recupera un byte[] Vector3
`

##### 中国人 🇨🇳
`
“Zenet->Vec3” 它是vector3编码的一种形式。 这仅在与
“Zenet.Package.Package2”一起使用时才有意义，因为它会创建和检索 byte[] Vector3
`

##### 日本 🇯🇵
`
「Zenet->Vec3」 これは、vector3エンコーディングの形式です。 これは、
「Zenet.Package.Package2」と一緒に使用した場合にのみ意味があります。これは、byte[]Vector3を作成および取得するためです。
`

##### Português 🇵🇹
`
"Zenet->Vec3" É uma forma de codificação vector3. Isso só faz sentido quando usado com
"Zenet.Package.Package2", pois cria e recupera um Vector3 de byte[]
`

## Namespace

`csharp
using Zenet.Package;
`

## Sample usage

#### Sample 1 - Create Vec3
```csharp
using System;
using Zenet.Package;

Vec3 position1 = new Vec3();          // X=0, Y=0, Z=0
Vec3 position2 = new Vec3(1, 2, 3);   // X=1, Y=2, Z=3

Console.WriteLine(position2.X);       // output: 1
Console.WriteLine(position2.Y);       // output: 2
Console.WriteLine(position2.Z);       // output: 3

```

#### Sample 2 - Convert Vec3 to byte[]
```csharp
using System;
using Zenet.Package;

Vec3 position = new Vec3(1, 2, 3);  // X=1, Y=2, Z=3

byte[] array = Vec3.ToBytes(position);

```

#### Sample 3 - Convert byte[] to Vec3
```csharp
using System;
using Zenet.Package;

#region Vec3 to byte[]

Vec3 position = new Vec3(1, 2, 3);  // X=1, Y=2, Z=3
byte[] array = Vec3.ToBytes(position);

#endregion

#region byte[] to Vec3

Vec3 other = Vec3.ToVec3(array);

#endregion

```



            

          

      

      

    

  

    
      
          
            
  # Zenet

> name `TcpClient`

> type `class`

> path `Zenet/Tcp/TcpClient.cs`

## Utility

##### English 🇺🇸
`
"Zenet->TcpClient" It is a library that facilitates the use of "Socket Tcp Client"
using ultra faces syntax and modern C# programming like "Events, Lambda expressions".
Its strong point is its ease of use.
`

##### Español 🇪🇸
`
"Zenet->TcpClient" Es una biblioteca que facilita el uso de "Socket Tcp Client"
utilizando la sintaxis ultrafaces y la programación C# moderna como "Eventos, expresiones Lambda".
Su punto fuerte es su facilidad de uso.
`

##### 中国人 🇨🇳
`
“Zenet->TcpClient” 它是一个便于使用“Socket Tcp Client”的库
使用超面孔语法和现代 C# 编程，如“事件、Lambda 表达式”。
它的强项是它的易用性。
`

##### 日本 🇯🇵
`
「Zenet->TcpClient」 「SocketTcpClient」を使いやすくするライブラリです。
ウルトラフェイス構文と「イベント、ラムダ式」などの最新のC＃プログラミングを使用します。
その長所は使いやすさです。
`

##### Português 🇵🇹
`
"Zenet->TcpClient" É uma biblioteca que facilita o uso de "Socket Tcp Client"
usando sintaxe ultra faces e programação C# moderna como "Eventos, expressões Lambda".
Seu ponto forte é a facilidade de uso.
`

## Namespace

`csharp
using Zenet.Tcp;
`
## Warning

`
If you import or use module "System.Net.Sockets" and also "Zenet.Tcp" both contain "TcpClient"
then you must specify which of "TcpClient" you want to use, the example below shows how to do this.
`

#### If you want to use “TcpClient” from “System.Net.Sockets”

`csharp
using System.Net.Sockets;
using TcpClient = System.Net.Sockets.TcpClient;
`

#### If you want to use “TcpClient” from “Zenet.Tcp.TcpClient”

`csharp
using Zenet.Tcp;
using TcpClient = Zenet.Tcp;
`

## Sample usage

#### Sample 1 - Get events
```csharp
using System;
using Zenet.Package;
using Zenet.Network;
using Zenet.Tcp;
using TcpClient = Zenet.Tcp.TcpClient;

TcpClient client = new TcpClient();
Host host = new Host(“127.0.0.1”, 8080);

// preset event callback
client.OnOpen(OnOpen);
client.OnClose(OnClose);
client.OnError(OnError);
client.OnData(OnData);
client.OnEvent(OnEvent);

// close connection
client.Close();

// open connection
client.Open(host);

void OnOpen()
{


Console.WriteLine(“[CLIENT] OnOpen”);




}

void OnClose()
{


Console.WriteLine(“[CLIENT] OnClose”);




}

void OnError(Exception e)
{


Console.WriteLine($”[CLIENT] OnError: {e}”);




}

void OnData(byte[] data)
{


Console.WriteLine($”[CLIENT] OnData: {Encoding2.String(data)}”);




}

void OnEvent(string name, byte[] data)
{


Console.WriteLine($”[CLIENT] OnEvent: {name} & {Encoding2.String(data)}”);




}

```

#### Sample 2 - Lambda expressions [docs](https://docs.microsoft.com/dotnet/csharp/language-reference/operators/lambda-expressions)
```csharp
using System;
using Zenet.Package;
using Zenet.Network;
using Zenet.Tcp;
using TcpClient = Zenet.Tcp.TcpClient;

TcpClient client = new TcpClient();
Host host = new Host(“127.0.0.1”, 8080);

// preset event callback
client.OnOpen(() =>
{


Console.WriteLine(“[CLIENT] OnOpen”);




});

client.OnClose(() =>
{


Console.WriteLine(“[CLIENT] OnClose”);




});

client.OnError((exception) =>
{


Console.WriteLine($”[CLIENT] OnError: {exception}”);




});

client.OnData((data) =>
{


Console.WriteLine($”[CLIENT] OnData: {Encoding2.String(data)}”);




});

client.OnEvent((name, data) =>
{


Console.WriteLine($”[CLIENT] OnEvent: {name} & {Encoding2.String(data)}”);




});

// close connection
client.Close();

// open connection
client.Open(host);

```
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