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Disclaimer

ǒ These slides are provided free of charge at http://www.symbianresources.comand are used 
during Symbian OS courses at the University of Applied Sciences in Hagenberg, Austria 
( http://www.fh -hagenberg.at/)

ǒ Respecting the copyright laws, you are allowed to use them:

for your own, personal, non-commercial use

in the academic environment

ǒ In all other cases (e.g. for commercial training), please contact andreas.jakl@fh-hagenberg.at

ǒ The correctness of the contents of these materials cannot be guaranteed. Andreas Jakl is not 
liable for incorrect information or damage that may arise from using the materials.

ǒ Parts of these materials are based on information from Symbian Press-books published by John 
Wiley & Sons, Ltd. This document contains copyright materials which are proprietary to Symbian, 
UIQ, Nokia and SonyEricssonΦ ά{слϰέ ƛǎ ŀ ǘǊŀŘŜƳŀǊƪ ƻŦ bƻƪƛŀΦ ά¦Lvϰέ ƛǎ ŀ ǘǊŀŘŜƳŀǊƪ ƻŦ ¦Lv 
Technology. Pictures of mobile phones or applications are copyright their respective 
ƳŀƴǳŦŀŎǘǳǊŜǊǎ κ ŘŜǾŜƭƻǇŜǊǎΦ ά{ȅƳōƛŀƴ ϰέΣ ά{ȅƳōƛŀƴ h{ ϰέ ŀƴŘ ŀƭƭ ƻǘƘŜǊ {ȅƳōƛŀƴ-based marks 
and logos are trademarks of Symbian Software Limited and are used under license. © Symbian 
Software Limited 2006. 
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The Horizon

ǒ Project: MP3/AAC-Player

ǒ Features:

Play and stop audio

Comfortablefile selection

Optional: Status display

ǒ Referenceimplementation:

Carbide.c++ 1.2

Template: 
S60 3.x GUI Application
(youcanusethe UI-designeras
well, but youhaveto addthe
file selectiondialogmanualy)
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Strategy

ǒ MP3 played by: CMdaAudioPlayerUtility

Format recognized automatically, plug-ins!

Use SDK help for required includes and libraries

ǒ Implement an engine class for controlling audio player

Owner of the audio player

Implements callback interface

ǒ Dialog for file selection:

AknCommonDialogs:: RunSelectDlgLD ()

Required definition in the .rss-file:
RESOURCE MEMORYSELECTIONDIALOG r_file_select_dialog {

locations = {  LOCATION { root_path = "C:\ \Data\ \Sounds\ \ "; },
LOCATION { root_path = "E:\ \ "; }};

}
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Include Directory

ǒ ¸ƻǳ ƳƛƎƘǘ ƎŜǘ ǘƘƛǎ ŜǊǊƻǊ ǿƛǘƘ ǘƘŜ ά{сл оrd9ŘΦΣ awέ-SDK:

ǒ Add the following directory to the system include paths:
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Find the /include/mmf/plugin-
directorywithin your SDK 
installation

Example screenshots: Carbide.c++ 1.2



Implementation ςMenu

ǒ /ǊŜŀǘŜ ŀ ƴŜǿ ǇǊƻƧŜŎǘ όƴŀƳŜΥ άAudioPlayerέύ

ǒ Adapt the menu:

AudioPlayer.rls: rename strings qtn_command1/2 and 
ǘƘŜƛǊ ǘŜȄǘ ǘƻ ǊŜŦƭŜŎǘ ά{ǘŀǊǘέ ŀƴŘ ά{ǘƻǇέ

AudioPlayer.hrh: Use more appropriate command 
names (e.g. ECommand1 EStartPlaying)

AudioPlayer.rss: Adapt to our new names

CAudioPlayerAppUi::HandleCommandL(): Replace 
commands with new names, delete demo-code
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Manual steps
ƛŦ ȅƻǳ ŘƻƴΩǘ 
use the UI 
designer



ImplementationςLibraries

ǒ Libraries in the .mmp-editor:
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StrategyςEngine
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Createfile player

Callback: 
MapcInitComplete

Start playing

Callback: 
MapcPlayComplete

Cleanup



ImplementationςEngine

ǒ CreateEngine-class

CAudioPlayerEngine, derivefrom CBaseand 
MMdaAudioPlayerCallback

2-Phased Construction, as usual

Instancevariable:
CMdaAudioPlayerUtility* iAudioPlayer;

Requiresthe include:
#include<MdaAudioSamplePlayer.h>

Implementcallbackmethods:
voidMapcInitComplete(TIntaError, const

TTimeIntervalMicroSeconds&aDuration);
voidMapcPlayComplete(TIntaError);
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ImplementationςEngine

ǒ Definestatusvariable iState, e.g. with enum:
enumTState{

EIdle,
EPlayFilePrepare,
EPlayFilePlaying

};

ǒ Functionfor playing
a file setsthe
statusaswell:
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void CAudioPlayerEngine::PlayFileL(const TDesC&aFile)
{
if (iState== EIdle)
{
iState= EPlayFilePrepare;
iAudioPlayer= 

CMdaAudioPlayerUtility::NewFilePlayerL(aFile, *this);
}

}

void CAudioPlayerEngine::StopPlay()
{

Cleanup();
}



ImplementationςCallbacks

ǒ Callbackfor init complete-event:
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voidCAudioPlayerEngine::MapcInitComplete(TIntaError, const
TTimeIntervalMicroSeconds&aDuration)
{
if (aError)
{
Cleanup();
return;

}
if (iState== EPlayFilePrepare)
{
iState= EPlayFilePlaying;
iAudioPlayer->Play();
return;

}
}



Implementation ςCleanup

ǒ Cleanup ςŘƻƴΩǘ ŦƻǊƎŜǘ ǘƻ Ŏŀƭƭ ƛǘ ŦǊƻƳ ǘƘŜ ŘŜǎǘǊǳŎǘƻǊ
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void CAudioPlayerEngine::Cleanup()
{
if (iAudioPlayer)
{
iAudioPlayer->Stop();
iAudioPlayer->Close();
delete iAudioPlayer;
iAudioPlayer= NULL;
iState= EIdle;

}
}



ImplementationςCallbacks

ǒ Whenplayingiscomplete, simplydeletethe whole
player:
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void CAudioPlayerEngine::MapcPlayComplete(TIntaError)
{
Cleanup();

}



ImplementationςDialog

ǒ Definethe file selectiondialog:
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AudioPlayer.rss

#include<CommonDialogs.rh>
Χ
RESOURCE MEMORYSELECTIONDIALOG r_file_select_dialog

{
locations=

{
LOCATION { root_path= "C:\ \Data\ \Sounds\ \ "; },
LOCATION { root_path= "E:\ \ "; }
};

}



Implementation ςAppUi

ǒ AppUi takes care of handling:

Create AudioEngine in ConstructL()
iAudioEngine = CAudioPlayerEngine::NewL();

Delete it in the destructor!

If you used the S60 3rd Ed.-template without the UI 
designer: Remove demo text loading code from 
ConstructL()
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ImplementationςStartup

ǒ Show the dialogand start playing:
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AudioPlayerAppUi.h

#include<akncommondialogs.h>
#include"AudioPlayerEngine.h"
_LIT(KTitle, "Selectaudiofile");

AudioPlayerAppUi.cpp

void CAudioPlayerAppUi::PlayFileL()
{

TFileNamefile(KNullDesC);
if (AknCommonDialogs::RunSelectDlgLD(file, R_FILE_SELECT_DIALOG, KTitle))
{

iAudioEngine->PlayFileL(file);
}

}




