Dynamix Starsiege TRIBES

Master Server and Game Server packet query and response formats.

Master Server

The Tribes Master Server(s) will respond to the following query packet:


Byte
:
Version number (the master will list only versions newer than this number)


Byte
:
Type (0x03 = Master Server Query)


Word
:
Key (this value will be echoed back so that out of sequences responses can be




dealt with)


Byte
:
Packet number (0xff requests all packets)


Byte
:
unused

A response can be comprised of several packets.  Each packet will have the following header:


Byte
:
Version number


Byte
:
Type (0x04 = Master Server Response)


Word
:
Key (echoed from query key)


Byte
:
Packet number


Byte
:
Packets total

Following this header, packet number 1 will contain additional data in the following format:


Pascal String
:
Master server name (31 chars max)


Pascal String
:
Message of the day string (255 chars max)

Following this info will be a list of server addresses.  Packets other than packet number 1 will not have the above name/message info.  All response packets include the following server list:


Word

:
Number of servers

Followed by info for each server:


4 Bytes

:
IP Address (i.e. byte1.byte2.byte3.byte4)


Word

:
Port number

Game Server

Tribes provides an interface for 3rd party “ping tools”.  Each Tribes server of version 1.1.2 or later will respond to the following queries with uncompressed data.  The response format is also specified below.

Query Packets:


Each query packet consists of 3 bytes.


Byte 0
:
query type (0x60 = GameSpyPing, 0x62 = GameSpyQuery1)


Byte 1
:
sequence byte 1


Byte 2
:
sequence byte 2

The sequence bytes will be included in the returned packet so that out of sequence packets can be processed.

Response Packets:


Each response packet has a 4 byte  header followed by variable length data (max. 1400 bytes).


Byte 0
:
response type (0x61 = GameSpyPingResponse, 0x63 = GameSpyQuery1Response)


Byte 1
:
sequence byte 1 (from query packet)


Byte 2
:
sequence byte 2 (from query packet)


Byte 3
:
GameSpyQuery1 (0x62)


Following the header, both responses contain the following info:


Pascal String
:
game string (in this case “Tribes”)


Pascal String
:
version (“1.1.2” or later, “x.x.xd” indicates a debug version)


Pascal String
:
server name (32 chars max)


Byte

:
dedicated / not dedicated bool


Byte

:
password protection bool


Byte

:
current player count


Byte

:
max player count


GameSpyQuery1Responses contain additional info as follows:


Int16

:
CPU speed (unsigned)


Pascal String
:
list of any mods running on this server (32 chars max)


Pascal String
:
Mission  type (i.e. CTF, D&D, etc.) (8 chars max)


Pascal String
:
Mission name (16 chars max)


Pascal String
:
Server info (usually admin name, email, etc.)


Byte

:
number of teams


Pascal String
:
Team score heading (64 chars max, see description below)


Pascal String
:
Client score heading





Each heading string consists of a series of column headings separated





by tabs (i.e. “\t”).  In addition, each tab character is followed by a byte





specifying the width of the column in pixels.  (64 chars max)


For each team the following data is included:


Pascal String
:
Team name (32 chars max)


Pascal String
:
Score string, which specifies how to format the team score output.





Each score string contains a %t, which should be replaced with





the team name, some whitespace (tabs and/or spaces) and the





team score. (32 chars max, see example code)


For each player the following data is included:


Byte

:
Ping  to server (divided by 4 to fit into a byte)


Byte

:
Packet loss (this is a percentage)


Byte

:
Team number (-1 indicates an observer)


Pascal String
:
Player name (18 chars max)


Pascal String
:
Score string, similar to the team score string above.  The player Score





String contains the player’s score and the following wildcards:





%n – replaced by player name





%t – replaced by team name





%p – replaced by ping





%l – replaced by packet loss





(32 chars max, see example code)

