Non-Windows Developer Protocol Guide:
Source on GitHub: https://github.com/Derrick-/FeenPhone

OVERVIEW / DEFINITION OF FeenPhone:

FeenPhone is free open-source (BSD 3-clause) P2P true-duplex mono decentralized VoIP software designed with highest quality audio in mind. FeenPhone uses Opus codec over TCP. Default Opus 24KHz (32kbps). 

FeenPhone uses Opus codec and NAudio, plus a bunch of original code. The only component that is imperative to use in porting the functionalities in other OSes is the Opus Codec and the packet protocol. 
FeenPhone is made for people who wish to produce broadcast-quality conversational spoken audio with people in remote locations. 

Unlike most other VoIPs, FeenPhone contains no echo cancellation and no noise reduction. This helps make the audio quality higher than with other VoIPs, but also means that FeenPhone must be used with headphones. The headphones should be closed-ear headphones to prevent echo. 

FeenPhone will work with any microphone, but is designed for, and sounds best with, a good cardioid dynamic USB mic, with a windscreen, on a stand, near the mouth of the user, in a quiet sound-conditioned room. 

Low buffer sizes for input and output are important for low latency, so audio drivers which work closest to the hardware are preferred. FeenPhone is client-server, and currently the server is responsible for redistributing the audio from each client to the others. The server will have the lowest audio latency, but require the most bandwidth and processing power.

<
(incomplete section):
Currently the packet writers are defined in FeenPhone\Packets\Packet.cs 

Readers can probably be inferred from them. The Packet readers/writers could use some cleanup and that is intended to be done before the next release.

The complete packet guide will have a description of each packet, and whether they are server, client or both.

Generic Packet:

[byte packetId][ushort payloadLength][byte[] payload]

packetId bytes’s:

· Chat = 2,

· LoginStatus = 5,

· LoginRequest = 6,

· UserList = 12,

· UserLogout = 14,

· UserLogin = 15,

· Audio = 16,

· PingReq = 22,

· PingResp = 23,

Chat: 

 [(byte)2][ushort payloadLength][UserData][AsciiEncodedText]

>
I think FeenPhone could be built for many of different platforms, but on some of them it may make more sense to just rebuild from scratch. A lot of the work on FeenPhone itself was concerned with interfacing with the audio system and handling system level audio device stuff, this won’t likely translate well to other systems.

The networking engine may work well on Mono, but the audio system will not.
=-

Please let us know if you're working on a non-Windows version so people can coordinate. And we're available for testing your version over the Internet, and will offer feedback free. Thank you!
rightarmofwyoming@gmail.com

derrick@alienseed.com

