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The Study and Development of Windows CE
for Cross-Platform Mobile Game Framework

Student: Min-Chia Hsu Advisor: 1-Chen Wu

Degree Program of Computer Sceinece
National Chiao Tung University

ABSTRACT

Accompany with mobile phone more and more popular, mobile
hardware capability enhancement and 3G wireless network prevalent,
more and more people take mabile phone hot only for phone function but
for entertainment function. The entertainment capabilities of mobile
phone become more and mare important. Game is one of important role
of entertainment. No matter-telecom; mobile device producer or game
developers are expanding business:in-it. However, since mobile phones
are multi-platform, so game developer needs to spend much resource on
the character of each platform. It is pity that resources focus on platform
characters not rich game functionality.

The focus of this thesis, we design two layers framework base on
platform characters and game development characters. By capsule
platforms differential with common interface, developer can implement
program by the common interface. By follow game development
framework, game developer can create their game quick and easily. We
hope this research can provide a solution for cross-platform mobile game
development.
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2.1 F T g

157 H A7 1 4 Canalys #F 2 & s LB 7 > 2007 # 4
EA L E ¢ > Symbian 7% & & fé'w;a 67/;}"6: gg & > Windows CE
LIS B B o kR G VR g6 L g T E st 2 2007
ER|E~ 2 ETE £ P iPhone Tk [1] -

2.1.1 Windows CE "e37kEL

Windows CE H_ic#cal & (T 4 3uvd & eniT ¥ L5 &P 5
R g R T R /mﬁi%@"“r&i;lmzfr, “iLov L3 Win32 +

2

{E‘e £ APl > £ 5 4% (2 Windows XP iT ¥ kst fim 7 ) ~ 2 &
5T (Multlthreaded) gFl o TV OEREETE R e
FRIA R F A AL FLHBE T WA a4 o 1Tk sehs
RS T KB 2] 64MB fRw vz > b e Ut & PDASAFEI S B
PR RRYFETIASE (1]

FEE L o v L 32-bit AR R o 2
=

L"'—/J é‘—
BRE* ANE L F R EES T UEL R 2N TR
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WO AR T o mRe a8 E b 0 U X 3% heaps ~ stacks ¥
% memory-mapped files < ¥ Windows XP #p i » v+ A ibs4 51
%4 (Preemptive multitasking) ™2 % $4 {7 eniv ¥ ko

£ 3% 4 >Windows CE % # % fd/ed® % >4 X86, ARM, SHx,

I A IFEE kAP W3 OAL (OEM Adaptation Layer) -

(IR R BT é‘Piﬂ" iR AL R 2B RS2 (80 T R
e e A 2B TR WAL s e T H MBS A

B fc R R e > B2 2R H %0 22 Windows ME ~ Windows XP 7 F& >
e B 3% 22 Win32 API % 4p % #£ API » # @ Windows % * A4z B
AR s @ B ) Windows CE T o P2 7R H - < R 5FF
HAFA 4 O pER o ptoh > vy £ 3% Windows (¥ ks * cha N
B > 4o COM (v ActiveX ~ DirectShow % ) ~ MFC ~ ATL ~ STL 2 2 | NET
(% Windows CE ® 7 - & P eNET4< 4 > 4 5 . NET Compact
Framework)[3][4] °

B 2-1 % Windows CE 3% & i 42 B % Windows CE ® B %
PRI I abgn&£n$[6] ° & AUfTI J ﬂz}\éfﬁ%rfv%,uig IR
AT AN R g L w5 (Message Queue) ° #2358 { # %rend
FEa L iFae el g o ¥ P iEiEp ¢ hEI2RE (Procedure) A
e ¥ eS8 K RIZ AR BE e & 0 F ARG et enanst s pes e
Windows CE g3k & 3% “DefWindowProc()” & md® o



— Message queue

Application —— Retrieved messages
e 2 H
! 1
! WinMain :
! 1
E o—— Message loop :

I
! 1
: Window :
I procedure l— Dispatched messages :
! 1
! i
! 1
i Message handler Message handler !
! i
(I

—— Unprocessed messages

B 2-1 ~ Windows CE 3 & /v 4218
2.1.2  Symbian it T

Symbian it % & A4 Symbian = £ #5 B ehivd ko @
Symbian = @ B] 5 Nokia ~ Ericsson ~ Sony Ericsson ~ Panasonic '
% Samsung = & #T+ 3 ° Symbian — B w&p,?u—l?\; 1A R AR
Flot e AT R BB oy o Y S e g R R
Mo BT B bR gR* ARM k5 o

Symbian £_ EPOC (€ _Epoch ¢ & @ & 3
koBF i L PARE kA Apio v AR ALBN T I uE FHEE

TR AR AR AR R e B R s [8] o

7 B Symbian (*¥ S { FXwins i G 5RBFRTRIET 53 F
e = [18] o



2.1.3 1Phone i*% % %t

iPhone 1* % & 5t &.d # % =@ (Apple Inc.) PTEE > TR
* % iPhone £ iPod touch % % ¢ > #.:317- %3¢+ ¥ iPhone 3G **
2008 # 7% Il p gD - o A%‘iélrﬁg&’ IR PR E L
R [1]:

€ (Core Services & : & ffu;%/é; Pow 2 H REE R -
& \Media & : 2D/3D B Bl > #5 ARBE ¥ A o
€ Cocoa Touch: B2/ m M ZE = &= R BB i o

1Phone # 3% * %%fi@%:‘? A WS G okt T EF N
vkt 20 @ 5 g i Multi=Touch) » @ #7# * Fykd®
BAlE ARM % 7 o

HEZFEEE?Y Xcode FERBE " 3% & iPhone SDK & F* %

I
iPhone 1T % % LB » L3EefesiE 7 7 C/CHm 2
Objective-C/C++ °

2.2 MpMiRAS %

] 3‘1’: :}:ﬁ& %émlt‘$,1 wu’t‘ﬁ:}i‘i—‘&%l 5 mﬁi}\' PB]? mﬁ*’j_qs
Thzwzke 3 AERNT > AGERA LA 2wk Nz ko



2.2.1 ECDS

ECDS (Embedded Cross-Platform Development Solution) &_¢
R R PR BB P [16] 0 L5 S48
BER* AT RET ST R - ZREFHW - LERTFT 55
Symbian S60 1st/2nd/3rd - Pocket PC/SmartPhone 2003 4 2 Windows
Mobile 5.0 & 2+ 2 & Windows 2000/XP -+ & 1 3& {7 B 4F 11 2 i2 45 o
FRETRG B R EAG CRRISICE RFRESES AR
¥ 2 % 7 f% Symbian ~ Windows CE & 7 fe T % s sLendF 42 7 i (7

ARRNEE

Rmod st T 2 E ks (OpenSource) > fotv A B f250 g -
R AT o Ao SN R i@ (bugs) Tt U] AR B OB T Jo
[oo T B BN 52008 BRkA Bk AT A (AT -

2.2.2 MobileCore

MobileCore[5]® .~ # % & Jacco Bikker s jf & 42N B % £ R
%+ 2003 & A SourceForce[13 ]} B Exeh— B open source project °
P A iRFBE T o aiBal - 2@ R p T L
< en 55 Symbian > Windows CE and Windows PC o

v An g HE > Fej = B 1 & augul(class) ¢
Core—Ag2 T 5 enfgsl » v 1 3 3 & Gl T A750 o
Sample- e d® B+ 4p B 9%t it o

Surface-rJd2 8 W Ap b et 5t o

L AR 2R 2
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W

—nn\.
—Qu\,

- B IET SR EE 0 AR T ﬁﬂ,fﬁ»{Javao F% > Java
LE3BT st 0 R&RZT 55 & JW (Java Virtual Machine)
HBHEIFT ot 2T o JIMAESN? 254k Flpts g =
R

PREFRALT A AR AR AN B A
> gy e B 3 R0/ CHEE = BT ke

® C/CHE 5T 5ol A o
& e Java s 3 0 T INIRTT RS el e g 0 g m

Eian T ABRTLFOT R
€ C/CHFT&HT S md ditaad? » » FQtHH 73 8
59 B>t Java o



%= % ~ CCPKi=zE k3t

ARWP AHY R - BEEREF e (Framework) @ & &
% CYC Cross-Platform Kit (CCPK) - H i & ezt g2 » ¥ ¥ 3%
i CCPK R > & A ek 33 N s — & 52 T Spikk o #7 fp end
SRR FE- B RN V- BRI A E  K
P AR IR T SRR A AL

3.1 @A

L e S A TRt ek T R R P S S
AR AR 0 B APl #hA B B ek BT 5 APL s v oY
REASBEFAR AT TRDSL AT S b oa B &G ¥

H - T 5 APL o K0 FOLCS R RS B {5 { ARG o

Game Applications

Connect 6 Big2 Misc.

CCPK

Platform Independent Layer

Platform Dependent Layer

Different Platforms

Windows CE Symbian Misc.

B 3-1~ & * CCPK B 4 254k 28 1 Rl
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B 3-17° » 2Rt f258 @ * CCPK ee4=2% (Framework) »
g gL oApRE M E s\ o R E R - AR ’1&»?’ Atk
TL P HFEE o

3.2 T oApikk & (Design of Platform

Dependent Layer)

AGRP Ao B 2 SRE RN K EACPKY » 22 18T 2
AP ik Ay ¢k sigp rﬁg ch= BHE: e 428 #e (Application
Module) ~m®a;i¢ * % 4 & % (GUI Module) ~#R#icie (Network
Module) -

3.2.1 F i 5d s % (Event-Driven

Programming)

¥ B SR AR AL AR GG R st AR
ﬁ_ji’”{ﬁjx%%imﬁvm(&rﬁ—“fﬁ—ia ERC 4 15 o D E f
ARGt dgd s A F N W”? Y R S &
70 JPENT — AT KRR G P AR K (Batch
programming) ° H RN RARE P 2N B ’}" AR AT

1 E%fhﬁi \”/{ ‘Lm‘lf'i\‘«l—\r]ﬁ. 4 ?ﬁmj’% IF';B T\ Lr%'i’( » B T
LA sl -F—]//}m AN A S E RSB AN K F AR
v R Btk e gt b MARSNE A AR AT F SRS AR KR
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ﬁ%ﬁ”’%ﬁ*mﬁfﬁ%’ﬂ;zﬁﬁﬁﬂﬁa?+z{fﬁw
- BRESD L ¥ 22 E (Event handler) » Flpt #
IR GFRIERENEERANF F&@B"?/E’l (dhoie atl > =4 /iﬁ—t)
A BER o A 2 SR SR SR TR [T] -

3.2.1.1 ¥ EEe ANk 8058 (Event-Driven

Programming Model)

- BE 2GR AoB 3-2 17 0 kAR EaEN H R
FERF ARG ETERARATRFAY AN ET - B
N B RO AT Y AEgd AR AF 5 BEAH
® (Dispatcher) fedtif &% Epbd® B, > 2 EJLp 4t (7 o

Events Source

!

— Event Queue

A 4
Dispatcher
Handler 1 Handler2 |+ * * Handler n

Bl 3-2 ~ F & mbo AR
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3.2.1.2 Windows CE ¥ # & £7. 7% 2% 2+ 30

% Windows CE ¥ ¥ 5~ 425 3 4 5%d (Message -
Driven) - 4B 3-3 #75¢ » Windows #23 chr v 5 “WinMain()”

"=

%18 “WndProc()” #-$Jit 4 A4 F I § AdZ izt o § k SLRE

’

AR amrL St 4 =A@ (Message Queue) o AENP € F -

B Beirs|ae B2 drd B iR 2 d A e B ARJEHE R
;9[2] o

Events Source

L

— Event Queue
Kernel I
WinMain()
Dispatcher — WndProc()
Handler 1 Handler2 |+ * * Handler n

@B 3-3 ~ Windows CE % # Bg# 4278 3% - 50

NN

WinMain() 3 & chrd wc &3 A 2 - B2 BARE 1T 33

FrHEow B FER LA RN ET
int WINAPI WinMain(HINSTANCE hinstance,...)
{

= NN =)

MSG msg;
// Create main frame window

RegisterClass(hInstance, szWindowClass))

13



HWND hWnd = CreateWindow(szWindowClass, ...);
ShowWindow(hWnd, ...);

// Main message loop:

while (GetMessage(&msg, NULL, 0, 0))

{

TranslateMessage(&msg);
DispatchMessage(&msg);

}

return (int) msg.wParam;

WndProcOR| 5 A fe Berd & » v fiif 3 BALT 2 Y
(RegisterClass()) epFiz » BBAL T E 2 B (h o 2 {6 - L f2 5V Bon

,3, A {s 0 & ‘fuij%g RS NI A B i f)@mﬂ oo B A
738 A IRz g o pleted k Sien API-DefWidowsProc() o H & # 4%

;“ Ao o

LRESULT CALLBACK WndProc(HWND,hWnd, UINT message, WPARAM wParam,
LPARAM |Param)

{

switch (message)

{
case WM_COMMAND:

break; //do something you want when menu was selected
case WM_CREATE:

break; //do something you want when the window just created
case WM_PAINT:

break; //do something you want when windows need repaint
default:

return DefWindowProc(hWnd, message, wParam, IParam);

}

return O;

14



3.2.1.3 Symbian ¥ i* Zg# 258 2% 2 50

d +* & Symbian[13] % %@ » 4 =2 (Framework) © &
WK i e AP R ERNES AR R o oR] 34 #r

Events Source
L 4
— Event Queue
A 4
Symbian Dispatcher
Framework / >
Handler 1 Handler2 |* * * | Handlern

B 3-4 ~ Symbian ¥ * Sgdhs 2 3 % 0

FiEsfe®e 5d Symbian Framework #7 f F > Flut 4255 B 3 4
B ¥ & Symbian Framwork #7# & e8¢ » F (T8 B2V 4 o M
W { FwehSymbian ¥ B SEH SR E T RE Y F 8 TR
> [18] o

3.2.1.4 CCPK % i Bpé 7 78 2% 2+ BN

RPpE EERE AR K > Windows CE & 3% 4 8 eraws 5y 1 2
Symbian Framework 7 ;% » A%< #& ) CCPK % & Bpé» #2575 W - 12

15



0 AeB 35 1m0 AP AIE B RS E R A L B &
B i o @ 1 RIS R T F AG G A ﬁoqzaﬂi-5 &
FrRhE P bldoR  F T R AR R BES AR e
NEFES E o VP RTHR RRACE K T R é‘b ) T ¥ ;Q’* e
B * F 2 5d Y (fnOnRecv()) K3 Ardg ;¢ Fopl o it
¥ -z cB35HP e aiie TR LARNEFARET A
CCPK Framework ® #t# & e #8903 (Virtual Functions) [14] >
4 fnOnKey() ~ fnOnDraw() % » #£ 8 A ¢ AN 78 T & 2 3|5 k5

IEE R AR REEBT SRR G T e R

Events Source

— EventQueue

Application
I

A

Dispatcher

CCPK z///// ‘\\\\\\\\\\\*
Framework N
fnONnRecv

fnOnKey fnOnDraw

\ J \
|

GUI Network

B 3-5 ~ CCPK ¥ 2 5 A2 7% 2k 2- 50

3.2.2 CCPK % stfife 3+ (Design of CCPK)

e CCPK # > A sk = Bl ¥ BB B " 4 4
G Rl R R 0T 0L B IR R - B

16



B nBEAG R EFFRAE AR HEATE FREI-

TER - B AEF LA TR kL o

CCPKFrameWnd

#m_pApp : CCPKApp CCPKApp
: 1 1
#LI:CCYCLabel #m_pFrmWnd : CCPKFrameW nd

#Gll:CCYCimage %#m_pNetwork:CCPKNetwork

+fnONCommand() #m_envSystem : CYCEnv
+fnONPoint()

+fnONKey()
+fnONDraw()

+fnRun() : void

1

CCPKNetwork

#m_pApp : CCPKApp

+fnSetup()
+fnConnect()
+fnSend()
+fnOnReceive()
+fnClose()

B 3-6 ~ CCPK- & SLii ‘a hf 75 R

Bt A2 e p ¢ 3 ehiclasses 7@ CCPKApp ™ 2 CYCEnv » 3%
23.2.2.1 & - @A * —‘F’T fi o e ¢ 7 ¢hclasses F :
CCPKFrameWnd ~ CYCLabel ~ CYCButton ~ CYCGraphicContext 1 %
CYCImage > 32 3.2.2.2 & - gzl CCPKNetwork wi s A #
# 9] (base class) > I ##2 415 i classes @ CCPKSocket 14 %
CCPKBluetooth » 3% 3.2.2.3 & -

3.2.2.1 Bt 2 42 (Application Module)
e S AR ena e o o AW ER CCPK cnfr e fitle » TR

SR e AR e LR G e

17



L R R 2

AALARRE N o dos R kIR FEHR AL E o

o-aféiaﬁﬁm#%& ARk IR B A A 1 o

P ke s & dclass & CCPKApp @ 4 & eh @ K40 ;

CCPKApp

#m_pFrmWnd : CCPKFrameW nd
#m_pNetwork : CCPKNetwork
#m_envSystem : CYCEnv

+fnRun() :

void

ﬂﬂ‘@iﬂﬁiﬁﬁﬁﬁﬁmO’ﬁ$%%4ﬁ?§§

(Overrlde) SIS R fﬂ]‘fb{CCPK Framework =4% ;% »

o RN E AR T AN SE R P s BRI A i RN o ¥
"Pr%”)a—lﬁfﬁ' & 7 e -CYCEny > ¢ 5 f F k siip B F o
2R EET p#‘r*ﬁ 4~ 4R B ebnicerelass 0 ' Windows CE & m] ’
£ pe COM &t AU gt o ac 5 0 g8 2 548 CYCEnv % L4~ 4 COM & L%
B i el IR B ’%&dﬁ@ﬁéww%ﬁ%m\uﬁh

3.2.2.2

A

* & & i GUL =~

Brie P 4B e fgde it

‘:;J/’JFFH %E °

® Fi

Events):

* /Ao fice (GUI Module)

18



@B 3-7 2 Windows CE &3k 8 & 7+ CCPK ¥ GUI ~ & ez & o
He GUl e~ 23 242284 % (Frame Window) > = F % ¥
(Label) v e (Button) 32 H (Menuw) ° 2% (Image) o

Point for touch panel
Frame Window

Label
Button
Image
Menu
Key

A CCPK 7 2 &4 T enGUI F 2 R FRMEF AR NG AT
(Overrlde)CCPK T_#& s S ;8 (Virtual function) v Jz 3
% GUI  # 1 ¢ ELR SR S TR bl T

W 4% 2 (Key Event): # * FHRT AERE L o R

m m#E e (Point Event): # * % A gh¥ ’ér_ﬁ% FEEL -

W e/ FEHE® (Button/Menu Event): # FEERT R
BEEE o wCCPK? - Mt BRI s TR
(Command Events) °

B B %2 (Draw Event): § & 3L apt 4850 5 304 & 230
&%'Qﬁi’ﬁgﬁﬁﬁﬁwiko??nﬁﬁﬁiﬁ%

Bode B ARV A AR IR B AR AR 4 T
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-

[l

e

BN

i‘-%@# BT SR 2 FRB
=2 % (Frame Window): f F#idw i &

P RET 22 E (Event Handler) s 230 5% - 3 4z 50
B4 R R (Override) » 1 & i RS0 34 4o

fnONCommand(): % & * F,:fﬁ’»ggﬁ i{%{?ﬁﬁ
sk dade i g > CCPK € #-pt F g i eed gL 50 5 3 ¥
IV SV R V- & KJ}%LW’I;%\-VJ] B o
fnONPoint()s & & % —‘ﬁ iy R e AR AT
pF > CCPK € %0t B ot vk vl pb 50 > 1 0 {8 8L o
A AEh 2 ZE ARG F A AR RE RS e
% Windows CE E’ﬂi"‘i%_ 3 fv‘@ FHEER APCHETF
N ERYEIR APCHRT IR L A FiEa
’Fi‘“r—é‘«ufﬁ‘"f‘“i%@ AE =t & RiREL (0, 0)idp
A -
fnONKeyO): § @& * F& 7™ (7 KB b ofl 4P - 4o
S et H_Enter 485 > CCPK ¢ #-pt 3 i o et vl b
*’ﬁy@”@%?ﬁ%ﬁﬁwﬁﬁuﬂﬁﬁﬁﬁﬁ{
FeT A AR A -
anNDraw()' AL SN ARG A - AL
SAdwFNCHAFA P T s (1) §4853% - <&
BB (2) 7 Wi ~ 2 _E‘H IEELBRL
%:wﬁiﬁi}\f"”ﬁ"ﬁ% NEFTRER LR
r1 CCPK #74% ik e 3¢ anrawNow()o ERLR U AREE S 2=
CCPK ¢ H#igt F g Xeded gl o3t > T v @ rF4 22

\\1

20



*

22

3

(% CCPK g ¥ % CYCGraphlcContext Pt ) AR
Bl artds P BERE -

CCPK % i class & CCPKFrameWnd > & & % & 4cF ;

CCPKFrameWnd

#m_pApp : CCPKApp
#L[]: CCYCLabel
#G[]: CCYCImage

+fnONCommand()
+fnONPoint()
+fnONKey()
+fnONDraw()

W dz (Button): #EiARsNB 4 A R Adp T g F ik
B #4e it > CCPK 9 17 class % CYCButton ° ué; p i
AR R A R T et B a5 fnCreate() @ 4p T8 i}
i B A R g I R R et

€ vted b em fnONCommand () e #8530 53¢ ©
CCPK,T*Q Led bt e fpONC (@) g

F % B (Label) AT R LR Adp LR T 2R
il B~ 3 o CCPK# it class = CYCLabel » #c A& 24 =~
e BEF AR T Vi"—'“'l}i &3¢ fnCreate() » 45 TH g

Eehiz% ¥ P i H 50 fnSetCaption() e $ & 1 ch2 3

S HOPK B el A AT A2 BABRSLRAT
AL ARNRT R Y Rk P FRAS R F T B

g B~ (Graphics):

B % % (Graphic Context): *~ 2 AL Fog Ry L id o
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AR FEOCCPKR fFp A2 REELTSREEFEXYFE
Weage 22 5 k- im0 & CCPK » ¢ iTeaclass 2
CYCGraphicContext o 2 & # st 4o F

@ BEFEHT: AIARFAR AL AR BEFAEREH
FERMEMBE &L o

® i AAdgRa: #ixdB(fnSetPixel()) ~ F 4
(fnDrawLineTo()) 1 2 & H.¢ 423 o (fnDrawRect) s
Voo g o F]JJ v et 549 (Pen) 2 4 5] (Brush) e

SN Bt e B S  r

® RERFIGP F: HEH & fBitBIt(O) - 7 By 2
B fom g ek Rk o

® g% (Double Buffering): +# & ¥ ®WpF > -
WP kg BlE T RBIRIRE T RF Y R
A AL n PP Rt Ri-CCPK 7 177 % % ahrt i
F1#* ¥ - i % B buffer (0Of fscreen buffer) » #73
fg W TR iER fgtoffscreen buffer > § - @ ¢ ihig
Rl T2 idvigt- BE@LAMy Ly o

P (Image): L& i 5 F B % » CCPK 9 Tenclass
» CYCImage - 1* # &3¢ fnCreate()dp T3 » P2 ifdh %
I ig {7 f245 (decode)fs }ﬁd FEREEG N FARI K

p a CCPK % Windows CE T 5+ £ 3 BMP » PNG 12 2 JPG =
R ARt > & Symbian T 5 F 232 BMP ® ijAh R 50 o

A * CYCGraphicContext P« fp i & eh¥_» CCPK % iB

fnONDraw( ) #-p+ ~ i eip (Pointer) i@ » pF» i * iﬂ" BE e
At oh A AR TEAB T ERERY o F]L My
i & = Draw ¥ 23 2 pF > CCPK ¢ 2 2 3% Draw ¥ i e

CYCGraphicContext 4p 1% F1#* % fnONDraw() &3t ed ez 415 >

ZAp T A e
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€ 7R (Resources):

RAFREIRTLZD RS E A F ARFRT £ EL
ﬁii\“ﬁtf’?% '&3&’._ mﬁz&’mp /)»%17}% (
Ez&vﬁv%;&%ﬁ%? ¥ A dll &

P& & 5 rsc~aif ™% mbm) °

Windows CE ¢ » gt

% mui > A Symbian ® B4 =

Bt e TR ALY LT 5 E (Compiler) iy & £ 4 2
DF RR S DT R R MR 2 Flpt CCPK Azt TRk D)
IR - ;’%jﬁiﬁf;— TR Lo A1 BV HiEdef B &
el ch TR R £ AENHET &9 F 7 R %i;‘ 2
AR TR L TR E R T S R 7

Windows CE * Resourceﬂ]a k) F BT RGEA > A Data. re

Ale 7735 % Jﬁmt% £ 4 & %«x‘r%? [2] - % Symbian * -

% Data.rss ¥ T_&

f;sﬂf@m 3¢ (8] -

/ ’F\/}g[ ml% * F % ) %E‘D 7:'-"'--3

@38%ﬁwﬁ¢lff

n
File
[x]
IDR_MERL
ThEES:
EE Huig

B 3-8~ Fihdd1 L

4oB] 3-9 #7 » & Windows CE T 57 » Fikh &>
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resource.h " %2 .rcfhx " o

(In Resouce.h file)

Welcomg! #define CmdExit 40019
#define CmdBT 40020

#define CmdAl 40021

(In CCPK.rc file)
IDR_MENU MENU
BEGIN
POPUP "Options”
BEGIN
MENUITEM “Exit", CmdExit
MENUITEM "Bluetooth”, CmdBT
Bluetooth MENUITEM "Al", CmdAl
Al END
. END

Options

B 3-9 ~ mﬁ\ﬁki(mﬁws@ié)

.
]
-l

3.2.2.3 e p e (Network Module)

AEWP R e EE 2 R EGE DI ERNEE AR
Fgﬁﬂ}“nbx%? PP T RP P RRA R T ESEB SR
FALEE R SEP A WindowsCE T 5@ 4o & F 2 Sd it o

COPK e ook 3+ F = 74 & 45k

L 4 :T;é:}%}é] v&'ﬁ’z??/— ? F '3\P57§4ﬁﬁ§1§m@.}\ 2 gy A%
I‘E‘.,:];\‘-ﬁﬁf‘_i,}4 Hb o

& JU E EERE B W ArAEst o T RIS i R WL
#2355 e % (block) & B> aaF 4l dst o
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€ CCPK %3 TCP/IP 2 3 Bluetooth » CCPK g ir&class &
CCPKNetwork » & ® #7424 41 &J2 TCP/IP ¥ Bluetooth = i
classes: CCPKSocket ¥2 CCPKBluetooth -

CCPKNetwork

IVANNVANE.

CCPKSocket CCPKBluetooth

CCPKNetwork i & e & 40  ;

CCPKNetwork

#m_pApp : CCPKApp

+fnSetup()
+fnConnect()
+fnSend()
+fnOnReceive()
+fnClose()

CCPKNetwork # #endngion @ @42 N 3 A it fgf§ g enig +
Beche e m 3 F LA RE RS AR R T o RE LR

Moo T AR L B SN e Ay

& fnSetup(): § F PEBIHARL T o350 5 ¥ PR
F - BrEet gt o $Fkaclass 7 CCPKSocket pF o gt 35t ¢
B DVEEAER Y F ¥ O g fLe0 [P address ™ % port
number ° ¥ & class # = CCPKBluetooth p¥ > gt nom € B ) 4
o St éj’%lp}sv serve @ & 4_client #% > & E # client
o RIH0F AT Bluetooth B T3 @ * o E 8 4rid g oy
4 o

€& fnConnect(): T ppeiidd > I3V 5 @ % eRALERF > % =
Brded g N o fagp b it en fnSetup(O) ek T % > B4 7
FLr it 0 F 5 oserver @ P& F client @ anud ~ o F 5 client

A E FE server i & o
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€ fnSend(char *pBuf, int nLen) EEFTHRGE-ED o F
fnConnect(D = = {6 » A28 ¥ FHiFe J A FEFTHREHS o

€ fnOnReceive(char* pBuf, int nLen)' i «fr'?‘ﬂ?f B fen®
oo gt L CCPK -3 b T At 422K ; » FEERE S DS 0 f2
AR ARY RT (Override) ¢ anst 1 i e jlpRIc
T ke o i i FRHE ,’fﬂt_’f\im.ﬁxygg#g&ﬂgo

& fnClose(): S FRuil sl o F 2 T & ¢ 7L gt ApF > v v

3 3¢ CCPK ¢ -yt s is d 3 fcip M enflih o

B 3-10 #p? CCPK # 13kt enie i fice T 2 5 % o § R e
2R > v gl recvO R FY - S BE TGk o - LR
Bl DI 2 NFOR P v g P IR B S F SR
P %m0 fnOnReceive(DilFmdR 7 B~ 17 4 = chjif

fnSend() send()

Program

fnOnReceive

Eventtrigger

Bl 3-10 ~ Prafice® & 5d 5t

% Windows & F A iF ¥ ks> v - ¥ 2tk % (Asynchronous)
ssocket AP ¥ M EBENEF A B SEE F a2 E (Event Handler)
> PEJZ socket T o XA fcdc i 7 &4k SARN ehs ) o Tt
% Windows CE = 5 F » B~j)" 7 2L % e socket API » » ,Th{;fuér_
Windows CE *+ - 1 WSAAsyncSelect()[10]2 #g e API » i 72

I
3P T P RIEEY K AJIE recv() e
¢ ** Windows CE * # & 324k ¥ cisocket API[4] > ¥ 3 H %
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rsend()/recv()/select()2-#g e API ¥ * » sru Adh2 01— (2
e g o doBl 3-11 95 0 A RRHCE P ATH - BE 2RI
(Receiver) » ¥ * &2 4 - BE 3 74 (Monitor thread) o § # i
Bre e f- R P P TR GFHT € select() r F 3
FEFBPFTHROETEAL o FIF EFREFTHROFEFAF L
BEREET 877 nF 2l of g R 2R E - FERIE Ik
3 FERF e recvORBFHR AR » S mE
1 7% fnOnReceive( )i 4rfg 8 B8 R F o p 7 o

=

Main thread
A
[ )
fnSend() Send()
Program _
T
4. fnOnReceive, 3. recv()
= | s 1. select()
2.Put events |p.§3ven¢ ggeu‘es Monitor
bi L thread

B 3-11 ~ Windows CE it e g T
bk Windows CE e iT9 » £ % 2503 34 4250

2?2 CCPKNetwork % rt b — BRFHE LA EF AR IR p 785
B TR o RRH B RN GEIRER -

3.3 Mz gtk & (Design of Platform

Independent Layer)

Ao K S EEE B ol B g %) a2
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Az — B ARIEAR A MR AR B AR B RN B R AR
AE g T LFENE T AR 0 $5F £ ot CCPK #2302t i Az 7 4e
» g ER LR % (Rule Module)#2 #5541 i #-%2 (State Module)

B Bebiiiehit 0 SRR R R R 5B R (18] -

3.3.1 HELEFILAR

Yo B 3-12 #77m » 3V 47 PHENE (T AR ART A

EN - R 3 o A

Stage 0
Initialize

}

Stage 1
Set up i

}

Stage 2
Play

}

Stage 3
End

B 3-12 ~ 52N (7 A2 [

® [FE0: ARNAAT AL AR R BN CAIEEART
PEEVALR] L R RN B R X b RO AR (7 A e U s (F o
BFFEpRTA Qe ko]

v R ) E B2
AE o
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Options

B 3-13 -~ 25— E 0F @

® L KA X ERBNAF e WEDER)
TR KRR N (R R R L e
IIAFEHR)

[12.168.2.13 |

Seqvee pot:
[es J

Bluetooth Setting

B 3-14 ~ FHEvnAe-Fr B 1 F &
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€ [FE2: HERFE S RBRIERARD E BN T
#\%_}L"J °._|ﬂ.€\‘ "L‘..g.ﬁ]% ;*Z-o'%m"l ‘\T.’j-;%ﬁ‘éi—}-ééo

e | CCPREIgE o Ty dx X

Computer

B 3-10~ Bk e -FF K 2 2 &

& FPE3: RIRERRA] o SR o FERLE B SR L i

it * H uE B AR

ﬁ\?—

CR N

—\
G

Mew Game
Send

Pass

Reset Sel
Socket
Eluetooh
“irtual player
Exit

Options

ll:}?‘;s\lemﬁ-fjv‘]‘bﬁ;‘&ﬂ}"r %vaﬁ%iﬁﬁlﬁﬁ_‘gj\é }HVJ'E_,E]J
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13 PEEk ? s

o

& SR E (RuleModule): §
FERSSEN A A F RSN g dﬁ’%‘}'] o
& HRF A e (State Module): 2w PREN RS R B PR EL

4ol 3-12 #7771 »CCPK #7# # B classes: CCPKRule # CCPKState
P < AT WU RS < YA S b Al T

CCPKFrameWnd

#m _pApp : CCPKApp CCPKApp
. 1 1
#Ll:CCYCLabel #m_pFrmWnd : CCPKFrameW nd

#G[]: CCYCImage .#mipNelwork:CCPKNetwork ‘ #m_nStage : int

#m_nNetworkType :int
+fnONCommand() #m _envSystem : CYCEnv — Je
+fnONPoint()

CCPKState

+fninit
+fnRun() : void ninit()

+fnONKey() )
+fnONDraw() 4 .— :
1 1 |
|
|
0..* 1 <<call>> |
|
|
CCPKNetwork CCPKRule :
#tm _pApp : CCPKApp #m_pState : CCPKState [ __ |
+fnSetup() +fnlsGameOver()
+fnConnect() +fnGetWinner()
+fnSend()
+fnOnReceive()
+fnClose()

Bl 3-12 ~ CCPK 25s% i ke Bl 75 ]

Bz Bt g 0 ATH L A R S R AR e 2
AEEARE *ﬁé’rﬁw’ﬂ FEEF R B R B g e R P e T
L 2 fﬁ&'* fe itk F ¥ GameApp class » H %k p CCPKApp » * 3%
7 Core Method » i 7€ 4 &8 A7 & 85 18 g wf et o 35t Jpp

-*'5’ Rule r % State #i-ie sz (Fen g 2 (0 & Sk anfg B4
Foogtehod vt s HAEst P o Fp AT ARk e
LT E BET P IS I 5 R P e
%37 — B 33N RecvMessage() @ % # 4 #5HC2 & fnOnReceive()

Fzv P @ FEefed o

S TR

10
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® B iﬂ" o itk F 1% GameFrameWnd class » H #ip
CCPKFrameWnd - #% & Show & ;8 % R A7 B IAEF @ &I o
phob s BaEH Y e g WP o 4o New Game ~ Socket 4 %
Bluetooth % » ¢t #ick%e + #%& =4 OnNewGame () ~OnSocketConnect ()
2 2 OnBTConnect() s s\ » ;R i@ * ﬂ_ﬁ_#}fﬁ * oo

\\

L*fﬁ‘i WA IFERN L R ERe (Al Module)
R frogfthiaI f> R EFL1IFEFeT NE
I R %s_ W m Syt o P B ARRENE Y o B 3-13 TR
1A IR e B e R e R T

CCPKNetwork

#m_pApp : CCPKApp

+fnSetup()
+fnConnect()
+fnSend()
+fnOnReceive()
+fnClose()

JTL

|CCPKSocket| |CCPKGameAI| |CCPKBIuetooth|

Bl 3-13 ~ 4 3 A £ de 2 e i e B 55 )
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V33

LA hn) 2
PR~ RIPEHREY lF?om

ARORGLE LT ARG TR SRR A 6 R E T
2B TR A & o

4.1 AN A % K HIT

AT LkitAes \/}@Eﬁ,ﬁiigfuﬁjﬁ‘&{iiﬂ?g—ﬁ)’zéﬁq«‘ﬁ"\
s ‘—L;rﬁvi-& B W] o i l‘«uf‘i’é‘_\gﬁb; .;Hif“})I*zkg T b end B o A & 48\ i
BF TR TR fE A NI AT

€ C/CHaAAAG: o At oE i C/CH FItE &
#* C/CHengk A 45| > 4e char ~ wchar t ~ int ™ % bool % -
BT R AR B A R ARIFELER KA w o

¢ TERAMIH: LENFED - BF P DTR a‘«;# aa
BN ENEGEE AP FRAEFHRLEL S LG

CYCSIZE ~ CYCRECT »2 2 CYCCOLOR % CCPK #7 /& % #2L. é’—t& » T
Bt Lend ive JI* CHiEE 3 (Operator) e it o f§ i e
T LA R TR SR

¢ &7 73] (Polymorphism): *% 7 i class R P ® 5 4484
#EAES R ARk CCPK p § fFehclass & 4o
(Override) H m4gdi;% o BT B ¥ LT LA 2R T ¥
O Hm %r.iiu\ » 4o fnONKey () 12 2 fnONDraw()--- % o v #-2 T
o EHEBEEC SRR REIN O BEANEF AR T Y

R (Override) &£ ¥ # &2 % (Event Handler)
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EFRLZEME: aF 7Y ¥ @R LT oo EFAT B EAA
Ao E SRl ki S F T SRR SRE SR kA
7 ER A ACCPK cnfest A ¢ o Mgy C3E7an- B

A AF M -void* > FEE A 5 void* > TR 7 EX LN
# et e classes g > @ CCPK & 1’{ $t void 4p ¥
(Pointer) F#» &F i®¢ ¥ p T4 = 2 3 «Jr“L TR B
g classes k& * o

SEREE LN 3 EpT
%a%gi;ﬂ?ﬁﬁrﬁ%‘%¥*
(v A PR T “is-a”
&%M,AY“”mmwm@mpxgéi“ﬁﬁ*%@ﬁ?
LT kLA R e S CCPK avR g i o4 Fpt CCPK eh
TR BA LA T AL F 2R CCPK
PR RN A G R SR p st H v e CCPK i 0 #
7

e
S
i
\—A
\}W
g
.
Q
i

- CCPK e 2 /i 5 > $3030 0 fi e
o WER AR %Jf %o AP P~ “has-a”
EL 0 4 ,TJD{;/H_, i Al CCPK hclass #7F 32T &
e 12 4 1F class “member data > @ #25% B3 4 R %8 CCPK
sriclass $ i£3% 47 ¢ o & CYCGraphicContext ~ CCPKSocket 2 %
CCPKBluetooth # » v ig £ % gL 337 > ot ¥~ tyiFeT o B
AR e AR o

[

\»’:'74 ks % Tos g 4
LA \:"m'ﬁ:'
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4.2 =%

% 2 Windows CE & & pF > 2V ik * 98 _Windows Mobile 5.0
Pocket PC SDK #7B 4 &} ke * A2.5% o & #4 7 HTC P3470 (CPU:
OMAP850 201MHz > ROM % 256MB » RAM % 128MB > # % % 240x320 f§
R E S FE ki Windows Mobile 6 Professional @ /& e
Windows CE 4% 173 & %L i 5.2 5k )ept ¢k 72 ¥ 2 73t Mobile 5. 0 SDK
vt G e PC 5 % (Windows XP > Intel 1.5GHz > 1G RAM) » ¥ ¥ 7=
% 240x320 -

¥ B ITED Jfar%4$<i:,éﬁﬂw1 BRI

Bk g Mg iR e de A EAE
4o PEEN 1S > TTRF IUE B SR R D ‘{Eﬁ&gg}\[}fﬁ, 5 - 5E

'e | CCPKBigZ2 - Tedx X

Welcome!

Mew Game
Send

Pass
Reset Sel
Socket
Blugtooh
wWirtual player
Exit

DI B b (R R R N A
QiR S 2T 8 30 £ - SN A % o 5 - SRR B e
60 RFFT ERER S B RR SR Fags 0 ¥ 2
SER IR FA PTG o LSRN R L IRTE S B TR TR
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#2 7 # 7] Windows CE } %hi¥m = o

CrndBluetooth
Crdal
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CCPK #_##%~ ¢ #74& I enFramework: * kf3/ipT S i7d 58
EEC BB P AT G Er'iljﬁv&“%g—% EHR ARSI NAA ARELAT S0
;}é}‘lt}_ sy 11X ‘l‘(["f E'. }g‘k} Fq%'? %ﬁ“ EE‘}%E‘ o

‘.mﬂ

BRGNP R T LAk o T At kA S Y 2 e B
%%?%ﬁﬁﬁﬁ97£$yﬁm°ﬁﬁ¢rlh$*ﬁ@’ﬁ$W%‘
PR fRpE e R bl BN G o B E R YT TE g
2R f’fﬂ'l&%ii' oefeN Ao HiEAE? 3 F RIBfE BT SRk
ZCCPK & &2 T SRFFehi B %ﬁd T

B H ST AR AR B A e - BB SRRV o
AR B RF AN EE AR RS RRK AR E HR SN
gV ik e B AR e SE A e AR o

BoAREEE oA FIET S S - AR A R - ek
fBhE A P13k D Framework ¥ 70 i3 B R (TR AT E B ehS S
%20 R4 ES 0 B CCPK { £ 4 45 B 5B 431 2 24 chfg st
hd o

B hhh AT EARY AP AP TR - BASA
AL PR SRR PR SN § SRS S

4vag b Framework ek 25 > 3 7 & 49 B e R A o

CCPK #$48 g 5 B> B2 AR 7 3 4o 4 3] & 5% B (defiedr 0 MFC[6])

FRE-EE > e g e gk Bl 2 ks NR kg e ol o
PisEFFH e fep chclass ) 40 { § éhWidgets ~ 2 > {7 R %

GBS o b PAT DEFE AR VHEED AT TR TR
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U IR iémi &4 M 3E3 0 4o iPhone 1T % % 5 ~ Palm 1T ¥ %

BE LR R R ARG

p o CCPK ¥ 4 %7 A % & Socket £ Bluetooth & iv »*% 7 &
MR R RE P PRRE A o Aol R E 2 T
v B o ik HTTP & & £+ F * cnWAP i s 2> AV B
FARRY {5 AN amd i e

d3 2T g F 2Ry & Ft T R -—}m ¥
A8 SR 6 T O e S i e B A R R Y T

TRt AE I s B S IR gl A TR S TR <
f 5 B R4 e S AR JpERRS, o2 0 @ % double buffering
GENE 8 LR & 1 J%‘]E%Fl“%fﬁﬁﬂr’p“%g’ »7 g B £ 4 OpenGL &
DirectX £ { B g W3 s

~
©
B

=
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Hidk s T 5 4p 2 & A Windows CE 2. #.p

AR #4524 Windows CE + enB # B K T E T Sdpikk
Windows CE e 3% B 2 0 e fo £ % — g5 b R3p 4ofe & * CCPK -

1.1 R EE
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7 PC i ® o pt o d 2> B A % Windows Mobile % % 42
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Foip - CCPK e T2 % = static library > #f & &
CCPKCore. lib » i * ?T i% i CCPKCore. 1ib 2 % #13 & CCPK class
z’v’ﬁ%ﬁ'ﬁﬁ%fr&? BindE B izl om CCPK enk sl 4+ & 2 CYC.he

%3t = static library &% 3 40T

® T iHEw A% static library ¥ M EE P 047V A5 o
REALD ZEHRERIBIGRRT > EANEF LR TR

41



CCPK - @ 258 B 4F « B+ 1 3 &g 462 CCPKCore. 1ib 7 = if
erig * CCPK ¢ Framework -
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® # 2= . 4 CCPK «hApplication # Frame Windows 7 classes
* 2 p e dclasses ¥ F ¥ 12 override £ & &J2 i event
handler » 4r fnONCommand() ° § G423 £§ 4o #77 o

class CMyApp : public CCPKApp

{
public:
CMyApDp();
virtual ~CMyApp();
Y
Class CMyFrmWhnd : public CCPKFrameWnd
{
public:
CMyFrmWnd();
virtual ~CMyFrmwnd();
/--- override CCPKFrameWnd event handler function
virtual bool fnONCommand(int nID);
Y

¢ H2=: & VWinMainO& 5 # #-p @ hApplication 2 Frame
Windowclass &2 # 1%k » ¥ ¥ 2= = B85 > & {5 vfvd Application
class 7 fnRunO) ¥ BN ERGII e > 0 & 5 F 2 5H
Bost o BERY F T o PR BT T o
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int WINAPI WinMain(HINSTANCE hinst, HINSTANCE hPrevinst,
LPTSTR pCmd, int iCmdShow)
{
I prepare CCPK major component-Application
CMyApp *pApp = new CMyApp ();
if (\pApp) return -1;
pApp->m_envSystem.fnSetinstance(&hInst);
Il prepare CCPK major component,-Frame Window
CMyFrmWnd *pMainFrm = new CMyFrmWnd ();
if (\pMainFrm) return -1;
if ('pMainFrm->fnCreate(L"CCPKBIig2", IDR_MENU)) {
return -1, \
¥ IDR_MENU £ resource
_ FITESpY menu (A5
/1 set relation of CCPK component
pApp->fnSetFrmWnd(pMainFrm);
pMainFrm->fnSetApp(pApp);
/[ start program in event-driven mode
pApp->fnRun();
/I after program terminated, release resources
delete pApp;
delete pMainFrm;
return 0;
¥
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