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Disclaimer

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

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

- for your own, personal, norcommercial use

-~ In the academic environment

In all other cases (e.g. for commercial training), please contaulireas.jakl@fhhagenberg.at

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.

Parts of these materials are based on information from Symbian #asss published by John
Wiley & Sons, Ltd. This document contains copyright materials which are proprietary to Symbiar
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TheHorizon

s Project:MP3/AACPlayer

s Features:

- Play and stoaudio
- Comfortablefile selection

Play sound
~ Optional:Statusdisplay EEP playing
s Referencamplementation: Select

- Carbide.e¢+ 1.2
Template' Select audio file
S60 3.x GUApplication ! aalsounds
(you canusethe Uldesigneras I FrankSinatra - My W...
well, butyou haveto addthe ol 4 Back

file selectiondialogmanualy
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Strategy

s MP3 played byCMdaAudioPlayerUtility

- Format recognized automatically, pHmg!
- Use SDK help for required includes and libraries

s Implement an engine class for controlling audio player
- Owner of the audio player

- Implements callback interface
s Dialog for file selection:

- AknCommonDialogs:: RunSelectDIgLD ()

- Required definition in the .rsdile:

RESOURCE MEMORYSELECTIONDIALOG r_file_select_dialog {
locations = { LOCATION { root_path ¥\'ata\Sounds\"; },
LOCATION { root_ path \E; };
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Include Directory

<

0]

o 2dz YA3IKI

WARNING:

S0 (KMaR®KNEBIKNE ¢

Can't find following header=s in System Include Path

<mmfPluginIinterfacelUlD=s.hrh>

s Add the following directory to the system include

Overview

Lse this editor to view and modify the Symbian project definition. The settings
Active build configuration: Emulator Debug (WINSCW) [S60_3rd_MR]
Target information

This section contains general settings for the output executable,
Target name: | AudioPlayer.exe

Target type:
Target path:
I 2:

uID 3:

EXE
0x100039ce
0x053b0a7c

Common tasks

Add a user indude path

Add a system indude paa

naths:

. 'Edit Include Path Elﬂ
Choose a praoject directory, browse for a file system directary, or type the path below, For
relative paths use the Carbide project as the reference point, not the MMP file location.

Browse,.. |

Indude directory: MP./Epoc32/indude fmmf/plugin¥s

Ok Cancel |

Find the /includemmf/ plugin

directorywithin your SDK
installation

Example screenshotSarbide.¢+ 1.2
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Implementation ¢ Menu -

Manual:tgpsz R>2'
A s A use the U)
s/ NBFEGS || ySg Amm@aaé ﬁus.gneo Yl

> Adapt the menu: o

- AudioPlayer.rlsrename strings dtn_commandl/2 and
UKSANI OSEGO (02 NBTFESOU da{d

- AudioPlayer.hrh Use more appropriate command
names (e.g. ECommandi EStartPlaying

- AudioPlayer.rssAdapt to our new names

- CAudioPlayerAppUi.:HandleCommar(fiLReplace
commands with new names, delete demode
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Implementation ¢ Libraries

s Libraries inthe .mmp-editor:

Libraries

+ Libraries
Specify import libraries to be used in all builds.

euser Add
apparc
cone Edit
eikcore
avkon ]

Ccommonengine
mediadientaudio B fuff ]
efsry

estor BEemove
commondialogs

-
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Strategyc Engine

Createfile player

Callback
MapclnitComplete

Startplaying

Callback
MapcPlayComplete

Cleanup

Andreas Jakl, 2008



Implementation ¢ Engine

s CreateEngineclass

- CAudioPlayerEngina@lerivefrom CBasend
MMdaAudioPlayerCallback

- 2-Phased Constructiomasusual

- Instancevariable:
CMdaAudioPlayerUtilityiAudioPlayer

- Requiresthe include
#include<MdaAudioSamplePlayerh

- Implementcallbackmethods
void MapclinitCompletéTIntaError, const
TTimelntervalMicroSecondsaDuratior);
void MapcPlayCompletdIntaErro;
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Implementation ¢ Engine

s DefinestatusvariableiState, e.g.with enum

enumTState]
EP ayFiIePrepa,re }{/md CAudioPlayerEngindPlayFile(constTDes&.aFile
EPlayFilePlaying if (iState==Eldlg
, {
}’ iIState= EPlayFilePreparte
] . IAudioPlayer
5 FUﬂC'[IOI’]fOI’ play”’]g CMdaAudioPlayerUtility::NewFilePlayef@File *this);
: }
aflle setsthe )
Statusaswe I I i }/oid CAudioPlayerEngingstopPlay)
\ Cleanu);
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Implementation ¢ Callbacks

s CallbacKor init completeevent

void CAudidPlayerEngineMapcinitCompletéTIntaError const
TTimelntervalMicroSecondsaDuration
{
If (@Erro)
{
Cleanuyp);
return;
}
If (IState==EPlayFilePrepaye
{
IState= EPlayFilePlaying
IAudioPlayer>Play);
return;

}
}
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Implementation ¢ Cleanup

.\

s CleanucR2 Yy QU FT2NAS

void CAudioPlayerEngine::CleanQp
{
If (IAudioPlaye)
{
IAudioPlayer>Stof);
IAudioPlayer>Closé);
deleteiAudioPlayer
IAudioPlaye=NULL,;
|IState=Eldle

}
}
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Implementation ¢ Callbacks

s Whenplayingis complete simplydeletethe whole
player.

void CAudioPlayerEngine::MapcPlayComplétentaError

{
Cleanuyp);

}
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Implementation ¢ Dialog

s Definethe file selectiondialog

AudioPlayer.rss

#include<CommonDialogs.rh

X
RESOURCE MEMORYSELECTIONDIAEOSlect_dialog
{
locations=
I{_OCATIONn{)ot_path: "Ci\Data\Sounds\"; },
LOCATIONrfot_path="E\"; }
3
}
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Implementation ¢ AppUil

s AppUi takes care of handling:

— Create AudioEngine in ConstructL()
IAudioEngine = CAudioPlayerEngine::NewL();

— Delete it in the destructor!

- If you used the S60 3rd Emmplate without the Ul
designer: Remove demo text loading code from
ConstructL()
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Implementation ¢ Startup

s Showthe dialogand startplaying

AudioPlayerAppUi.h

#include<akncommondialogs. b
#include"AudioPlayerEngine.h
_LITKTitle "Selectaudiofile");

AudioPlayerAppUi.cpp

void CAudioPlayerAppUi::PlayFilgL

{
TFileNamédile(KNullDes§;

if (AknCommonDialogsRunSelectDIgLffile, R_FILE_SELECT_ DIAKJ#Hg)
{

}
}
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IAudioEngine>PlayFileffile);






