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NMOAJEPXKA C++ MPU PASPABOTKE MPUNTOXXEHUW ONA WINDOWS PHONE 8

Paccmampusaromes acnekmul ucnonv3osanus asvika npospammuposanus C++ noo Windows Phone 8, a
makoice Hekomopbvie oodujue coodpad’icenus, KOmopviMu 0014ceH pykogoocmeosamucs moboti C++ paspabomuux
npu evibope yenesol naam@opmvl 01 paspabomxu npunodxcenuil. Ilpedcmagnensl ocHoHble XAPAKMEPUCTHUKU
VKA3aHHOU Naam@opmul, npeumyujecmsa ee uUcnonb3osanus paspabomuuxamu. OOCyacOaiomes 803MOHCHOCHU
omaaoku npunoxceruii noo Windows Phone 8, peanusayuu 3D-anumayuu u epaguxu.

Kmrouesvie cnosa: spagpuueckuil nonvzosamensckuil unmepdpeiic, niamgpopma, unmepgetic, kiace, Direct3D, DirectX,
ynpaensiemviii koo, API, C++ICX, SDK, mawmumnmwiii koo, snemenm ynpaenenus, XAML, nomoxu, cobvimus, memadanmovie,

pernoepune, koexyuu, COM-obvexmpi, wiabonbl, mun OaHHbIX

NocTaHoBKa NpoGnemsbl

Windows Phone 8 SDK nobaBnsier 1Ba HOBBIX
Habopa uHTepdeiicoB APl nust pa3paboTku MpUIoKeHHH,
HCTIONB3YIOMINX MAaIIMHHBIA KOJ. DTa CTaThs MOCBSIICHA
ncnojip3oBanuio C++ mog Windows Phone, a Taxoke
HEKOTOPBIM OOIIMM COOOpPaYKEHUSIM, KOTOPBIMH JIOJDKEH
pyKoBoAcTBOBaThcsl Jitoboi C++ paspaboTunk mpu
BEIOOpE TIeTIeBO TIAT(OPMEBI LTS pa3pabOTKH.

Windows Phone 8 SDK API cocrour u3 Tpex
B3auMocCBs3aHHBIX yactei (Puc.l) [1, 2, 3]:

e . NET - MPEeIoCTaBIsAeT JOCTYNl K
¢ynkumonansHoctn Windows Phone, nanpumep, Live
Tiles, ornpaBka SMS;

* Windows Phone Runtime (WinPRT)-
npoMexxyTouHbit API, nnst joctyna K HU3KOYPOBHEBOM
(YHKIMOHAIBHOCTH, TAKOH Kak TOJIOCOBbIE KOMaH/IpI,
VolIP;

* MamuHHBI KOJ - TPEeJoCTaBIseT NOCTYN K
Hu3KkoypoBHeBbIM API, Takum kak Socket, DirectX.
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Puc. 1. Windows Phone 8 SDK API
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NET (C# u VB)
. NET API — 310 opuruHansHblii GppeidMBOpK IIst
Windows Phone 8. OH mno3Bomsier pa3paboTaTh
rpaduaeckuit uHTepdeiic TIOJIb30BATEIIS c

ncnons3oBaHueM XAML-TexHoIOrHi, NOMy4yaTs 10CTYI
Kk ocHoBHOH ¢yHkuuoHampHocTH (Live Tiles, 3amaun,
ornpaBka 1odtsl, SMS) u XNA. D10 camblii Ba)KHBIH
¢peliMBopk I pa3paboTKH mpriiokeHuin Windows
Phone. [{ns pa3paOoTKu MOXKHO HCIOJIB30BaTh 361K CH
nm VB.

Ipumeuanue: XNA
nooodepoicusaemcs,  Ho onsa  paspabomxu
npunosicenuii Windows Phone 7. B Windows Phone 8 ona
3amenena Ha Direct3D.

WinPRT (C#, VB & C++/CX)

Otot API numeer cieayronryro GyHKITHOHATHHOCTB:

* obumii API ¢ Windows 8. IToaMHOXeCTBO 3TOTO
API ucnonb3yercst coBmectHo ¢ Windows 8§;

+ CMemmBaHue yNpaBIsieMOro W MalIMHHOTO KOJa.
VYrpanseMblii 1 MalIMHHBIA KOJIBI HECOBMECTHMBI IIO
cBoel mpupone, HO 3TOT APl MOXHO HMCHONIB30BATHCS

MmexHoJIo2us 6cez20a

moJlbKO

KakK C OIHUM, TaK U C JPYTUM.

APl  WinPRT  OGasupyercss Ha  SBOJIOLUH
texHomorurn COM. UtobbI ncmons3oBath ero ¢ C++ u
nerko paspabatsiBath KommoHeHTs! WinPRT, Microsoft
coznana Visual C++ Language Reference (C + +/CX) [2,
5].

D10 pacmmpenue ao6apnser k C++ BO3MOXHOCTh
WCTIOJIb30BaHMS YIPABISIEMBIX JJIEMEHTOB, TaKMX Kak
CBOWcTBa, Jjenerarbl, coObITus. st  oOecriedeHus
BO3MOXXHOCTH HMCIIOJIb30BAHHUA B YIPaABIACMOM KOJIE,
paspaboransbii Ha C++/CX, reHepupyeT
MerasanHble.  Paxrtuueckn, HaOOp  MHCTPYMEHTOB
MEPEeBOIUT OTOT Kiacc B KOMIUIEKCHBIH kox C++ ¢
arHoTarsaMu WinPRT:

¢ C++/CX
public ref class Number sealed

KITace,



{
public:
Number() : _value(0) { }

int GetValue() {return _value; }

void SetValue(int value) { value = value; }
private:

int _value;
&

6e3 C++/CX

[exclusiveto(Number)]
[uuid(5b197688-2f57-4d01-92cd-a888f10dcd90)]
[version(1.0)]
interface INumber : lInspectable
{

HRESULT GetValue([out, retval]

value);
HRESULT SetValue([in] INT32 value);

INT32*

}
[activatable(1.0), version(1.0)]

runtimeclass Number

{
}

class Number : public RuntimeClass<INumber>

{

[default] interface INumber;

InspectableClass
(RuntimeClass_ WRLNumberComponent_Number,
BaseTrust)
public:
Number() : _value(0) { }
virtual HRESULT
STDMETHODCALLTYPE GetValue(INT32* value)

override {
*value = _value;
return S_OK;
}

virtual HRESULT
STDMETHODCALLTYPE SetValue(INT32 value)

override {
_value = value;
return S_OK;
1
private:
INT32 _value;
b

IIpu paspaboTtke Ha C++ BBI Bcerpa Oynere rae-To
MCIIOJIb30BaTh 3TO PACIIMPEHHE, MOTOMY YTO 3TO Balll
C++ xox wucnonedyercs ympasisieMmbiM APL, a He
Haobopot. Hanmprmep, Henb3s UCTIONb30BaTh 00beKT C++
HETIOCPEJICTBEHHO B mpwiokeHnn Ha C#. ChHauanma
HY’KHO Hanucarb komnoneHT Windows Runtime.

Native («PogHoi» C++)

B Visual Studio 2012 ectp oyeHb Xopoumias
noanepikka sizpika C++ 1 ero mnociietHel HOpMaTU3aLHH.

I moucka (PYHKIIMOHAIBHOCTH, IMOJIACPKHBAEMOM
Windows Phone, mone3us! cireayromnue ccbutki [1, 4, 51:

* S3pikm C/CH;

+ CripaBOYHMK 110 CTaHJAApTHOH Onbmmortekn C++;

* CripaBOYHHK 1O s3BIKY CH++.

C++11 nobaBisier MHOTO AEHCTBUTEIHHO XOPOIIHX
KOHIICTIIMH ¥ BO3MOKHOCTEH [5].

«Ponnoit» API pa3pabortan Ha C++ U mozeneH Ha
OUOIMOTEeKH:

* Win 32 u COM API - nogmuox)ecTBo Win32 APIL.
Ota OMOIMOTEKa MPEAOCTABIACT IOCTYI K (QHKIMSAM ISt
pabotsI ¢ ¢aitmamu, cokeramu 1 COM-00beKTaMu.

* Direct3D 11 - 3D-peHnepusr.

* Microsoft Media Foundation API - ¢pefimBopk
JUIL 3aXBaTa aynuo/Bumeo W peHpepunra. Windows
Phone peammsyet moamHoxecTBOo Windows 8.

* Windows Runtime C++ Template Library -
BCIIOMOratenbHass OHOMHOTEKa Ui HCIOJB30BAHUS U
coszganug komnonentos COM mimm Windows Runtime Ha
C++. 3amenster crapeiii ATL APL. C Windows Phone,
9Ta OMOJIMOTEKa, KaK MPABHIIO, MPUMEHSETCS] TOJIBKO JJIst
ncnons3oBanust komrmorneHToB COM u WinPRT.
mabJIoHOB -

+ bubnnorexka mnapanieabHBIX

BBICOKOYPOBHEBas MHOTOIIOTOYHAs O6ubanoTexa
AITOPUTMOB C MAPAIIICIH3MOM.

B HEKOTOpBIX cCIy4asx MOXKHO HCIIOJIB30BaTh
HenocpeactBeHHO COM-00beKT:

* PacimpeHHslii JOCTYI K KaMepe;

* PacimpeHHsbIi JOCTy K ayAuo.
Native application/«PogHblie»

npunnoXxeHuns

Windows Phone 8.0 mommep:kuBaetr 1Be Momemu
MIPUJIOKEHUH [4]:

- DirectX MoeT 3armycKarh NpUIOKEHHUS], KOTOPbIE
MOJHOCTBhIO Hamucanbl Ha CH++ misg urp wim OusHec-
JIOTHKH, TpPa(uKH ¥ BBOJIA TAHHBIX;

- XAML + C# npuinoxeHHs: MOTYT HCIIOJIb30BaTh
koj C++, Hamucannblii B DirectX u oToOpaxkaemblii ¢
TIOMOIIBIO OJTHOTO U3 IBYX 00BhekToB XAML

- XAML + C# npunoxeHus MOTYT HCIOJIb30BaTh

ko Ct++, CcKOMOMIMpOBaHHBII B  compute-only
oubmuorekn  C++  mox  HasBamueM — «WinPRT
componentsy.

He momnepKuBarOTCS MPHUIOKEHHs], HaIHCAHHBIC
uckmrounTeabno Ha C++ u XAML. Cunraercs, 4To 3TO
ynoBinerBopsier nmorpedHoctu 80% coodmectea WPDev:
MOJHASl TOMACP)KKA POMHBIX HWIP U  IMOBTOPHOIO
WCIIONIb30BAaHUsI  KOAA JUISl  TNPWIOKCHWH © WP,
MIpeAHA3HAYCHHBIX JITS1 HECKOJIBKHX TAaT(opM.

YroOsl 3amyctuth npwiioxeHue, Windows Phone
HEOOXOIMMa  «TOYKa  BXOAa», KOTOPYH  MOXHO
HCTOJIb30BaTh. UTOOBI BBIMOJHUTH TPHJIOXKEHHE, 3Ta
"Touka Bxoaa" MOJDKHA OBITh paspaborana Ha C++/CX, a
¢yakmmsa main C++ 3amenena Bepcueid C++/CX:

[Platform::MTAThread]

int main(Platform:: Array<Platform::String">")



auto factory= ref new myFactory();
CoreApplication::Run

(direct3DApplicationSource);
return O;

}

Platform::MTAThread - METaIaHHbIC 0
MHOTOIIOTOYHOM OKPYKE€HHUHN TPHUITOKEHUS.

myFactory () - peammuzyer IFrameworkViewSource.
ITOT KJIacc SBISETCS q)a6p1/11<0171, KOTOpasi UCIOJIb3YETCA
JuTst co3anus ax3emiuipa Iframeworkview.

ref class myFactory sealed : Windows::

ApplicationModel::
Core::IFrameworkViewSource
{
public:
virtual Windows::
ApplicationModel::Core::
IFrameworkView” CreateView()
{
return ref new myView();
b

k

CoreApplication::Run - ¢pyukims C++/CX, kotopas
3arpanmBaet Iframeworkview u3 (babpuxu
IFrameworkViewSource.

IFrameworkView sBiseTcs mpoBaiepoM s
obecnieuenus: penaepunra Direct3D.

OyHKIMK HHTEpdetica:

Initialize() - dyukius nanimanusanuy. [Ipuanmaer
CoreApplicationView ~ kak  mapamerp. MosxHO
ucrions3oBath coObiTHe CoreApplicationViewActivated
JUIA TOJTYYCHUS YBECAOMJICHUS O aKTUBAILIUU IIPHUJIOKEHUA
1 HUCIIOJIB30BATh OTY (byHKHI/IIO JUI pErucTpanunu CBOEro
[FrameworkView ¢ coosrtmsimu CoreApplication s
O6pa6OTKI/I W3MEHEHHM COCTOSTHHS TMPUJIOKECHU .

void myView::Initialize(CoreApplicationView”
applicationView)

{

applicationView->Activated +=
ref new

TypedEventHandler<CoreApplicationView”,
IActivatedEventArgs™>(this,
&myView::OnActivated);

//00padaThIBATH NPHOCTAHOBJICHUS
//m BO300HOBJICHHSI COCTOSIHUI MPUJIOKCHHUS.
CoreApplication::Suspending +=
ref new
EventHandler<SuspendingEventArgs”>(this,
&myView::0OnSuspending);
CoreApplication::Resuming +=
ref new
EventHandler<Platform::Object”>(this,
&myView::OnResuming);
}

SetWindow() -  ycraHaBmuBaeT  TeKyLIWii

CoreWindow. Hcrmomp3yiite ero minsi  oOpabOTKH
COOBITHH, TAaKUX KaK 3aKpbITHE, N3MEHEHHUE BUIUMOCTH,
KaCaHuC U T.A.:
void myView::SetWindow(CoreWindow”
window)
{
window->VisibilityChanged +=
ref new TypedEventHandler<CoreWindow”,
VisibilityChangedEventArgs”>(this,
&myView::OnVisibilityChanged);
window->Closed +=
ref new TypedEventHandler<CoreWindow”,
CoreWindowEventArgs™>(this,
&myView::OnWindowClosed);
window->PointerPressed +=
ref new TypedEventHandler<CoreWindow”,
PointerEventArgs”~>(this,
&myView::OnPointerPressed);
window->PointerMoved +=
ref new TypedEventHandler<CoreWindow”,
PointerEventArgs”~>(this,
&myView::OnPointerMoved);
window->PointerReleased +=
ref new TypedEventHandler<CoreWindow”,
PointerEventArgs”™>(this,
&myView::OnPointerReleased);
}
Uninitialize() : MHuIManu3aims pecypcos.
Run(): 3amyck npencrapnenus. Peammzanus
CO6BITI/II>1 JKU3HCHHOI'O UKJIA MPUIOXKCHUS.
void myView::Run()
{
[/l oTcuer Bpemenun
BasicTimer” timer = ref new BasicTimer();
while ('m_windowClosed)
//moKka NpuJiIoKeHne He 3aKPbITO
{
if (m_windowVisible)// npuio:xenune
//BuaHO, 00HOBJIeHUe Direct3D pennepunra
{
timer->Update();
CoreWindow::
GetForCurrentThread()->
Dispatcher->ProcessEvents
(CoreProcessEventsOption::
ProcessAlllfPresent);
// 06paBoOTKHN TEKYIHMX COOBITHIA CHCTEMBI
m_renderer->Update
(timer->Total, timer->Delta);
// 0GHOBUTDH CCHLIKH.
m_renderer->Render();
/I Direct3D pennepuHr
m_renderer->Present();
// ITOT BHI30B CHHXPOHU3UPYET AUCIIEH
//c yacTOTOM KAAPOB.

}



else // npuio:keHHe He BUIHO
{
CoreWindow::GetForCurrentThread()->
Dispatcher->ProcessEvents
(CoreProcessEventsOption::
ProcessOneAndAllPending);
/loskuaaHMe HOBOrO COOBLITHSI.

}
}

«Ponubie»
cBoiicTBA [2, 4]:

o JInst oToOpaskeHUs] JaHHBIX MOXKHO HCIIOJIB30BaTh
tonmbko Direct3D. Pomnoii APl He umeeT cpencts uis
coszmanus GUI;

* BbI 10/KHBI 00pabaThIBaTh CHCTEMHBIE COOBITHS;

* He umetor nocryna k ¢ynkiuonansaoct NET.
Henb3s ucnonb3oBaTh KUBYIO IUNIUTKY, OTHPaBIATE SMS

MPpUJIOKCHUA HUMCKOT TPpU BaXHBIX

U T.IL

be3 ¢ynkimonansuoctr .NET, poanbie
MIPUJIOKEHUS HE TaK COBEPIICHHBI U BBl OTPaHUYEHBI
pa3zpabotkoii Direct3D. Ho momHuUTE, 9TO BEI MOXKETE
pa3pabateiBath KoMoHeHTH WIinPRT na C++/CX. Tak
YTO BO3MOXKHO MHKarcynupoBars ko C++ B C++/CX u
HCIIONB30BaTh €TI0 C YIPABIAEMBIM KOIOM.

CwmewaHHble npunoXxeHuA

Bel  MoxeTe  paspabaThiBaTh
TPUJIOKEHHNS, B KOTOPBIX YIIPABISAEMBIH KOJ UCTIONB3YET
kommoneHTel WinPRT. [lns paspabotku nHa C++,

HeoOxomumo co3math komMmnoHeHT WInPRT, kortopsrit

CMCIIIaHHBIC

B3aUMOJCHCTBYET ¢ YacThio Koma Ha C++ ¢ IMOMOIIBIO
0O0IIEIOCTYITHOTO  «3armeyaraHHoro» kimacca C++/CX.
BaxxHO, TpOYMTATh JOKYMEHTALMIO MO PACIIUPESHHIO
C++, 9T0OBI MOHATH ero ocodbenHoctH [1, 3]:

» kiacc wim crpykrypa C++/CX oObsBisercs c
KITFOYEBBIM CII0BOM [ef;

* BBIJICJICHUE MTAMSITH TPOU3BOUTCS C IOMOIIbIO ref
new;

* ctpykTypbl CH++/CX MOXHO HCIIOJB30BaTh Kak
POD;

* Ha 9K3EMIULIP KJacca CChUIAIOTCS IOCPEICTBOM
- «yMHOT0» yKa3aTes C IOJICUYETOM CCHUIOK, Harmo1o0ue
std :: shared_ptr:

myclass * myClass = ref new myclass ();

* Platform::String Class 3amensier std :: wstring.
C++/CX ucnonwyet crpoku Unicode;

* kosuekiun C++/CX coBmectumbl ¢ STL;

* OCHOBHBIE THIIBI CXOXKH;

* CBOHCTBO MOXO0’Ke Ha getter/setter B C++;

e nenerar - (QyHKIMOHATBHBIA 00beKT. OH MOXeT
nHKancyaposatb C++/CX wim ynpasiseMblid KO

e coObITHE SBJISCTCS KOJUICKIIMCH JIEJIETaToB,
KOTOPBIE BHITIOJTHSIOTCS TIPH BOSHUKHOBEHUN COOBITHS;

* KITF0OYeBOe CJI0BO Sealed: «3amedaTaHHbIH» Kiacc

Wi  «3ancdyaTtaHHas» (byHKHI/ISI HE MOXET OBbITh

TiepeornpeieeHa.

Jis MCroNb30BaHMS B YHPABISIEMOM KOZE, KOJ
C++/CX renepupyer HaOOp METaIaHHBIX. ITOT MPOIIECC
3aBUCHUT OT MoauQUKaTopa aocryna (Tadm. 1).

Ta6mmma 1
Mopudukarops! goctyna
obapJisieTcst
Moauduk A
3HaveHue B
aTop o
MeTaJaHHbIe?
private YpoBeHb A0CTYyNa MO YMOIYAHUIO. Her
Hwmeert TOT e CMBICI, 4TO U B C++.
protected YpoBeHb A0CTYyNa MO YMOIYAHUIO. Ha
Wmeer ToT %€ cMbIc, 9to ¥ B C++
BHYTPHU TNPUIOKEHHUSI, KOMIIOHEHTA
WM METa/IaHHbIX.
public Mmeer TOT ke CMBICI, uTO U B C++ Ha
public protected - B MeTamanHbIX, public - Jla
protected BHYTpH TIPUJIOXKEHUS WIH
or KOMIIOHEHTa
protected
public
protected He BuauM B MeTaJaHHBIX; Her
private or protected - BHYTPU NPHIIOKEHHS
private WJIM KOMIIOHEHTa
protected
internal or He BunuM B Mertananusix; public - Her
private BHYTpH TIPHIIOKESHHS WITH
public KOMITOHEHTa
MertananHble TEHEPUPYIOTCS TOJIBKO TSt

ompezaeneHupix 00bekToB CH++/CX. Kmace C++/CX
MOXeT OOBSBUTH 00beKT C++ TONBKO B TOM CIydae,
eciau wieH/ (YHKIUS WUMEET YpOBEHb JOCTyma private
wim internal. TTone3oBarensckuii public-kmace/cTpyKTypa
JIOJDKHBI KCIIOJIb30BaTh Momudukarop sealed, moromy
YTO YIPABISIEMBIN KO HE MOXKET IePEOIPEACIUTD €T0.
public ref class MyClass sealed
{
private : // C++ object moxker ucnoIb30BaTHCH
std::string aString:
std::vector<uint32_t> aFunction();
public : // O0bekT M (YHKOUH HOCTYNHBI B
/lynpaBiisieMbIM KOA. €CJIHd HCIOJb3yeTcsl 00beKT
/IC++, oiuoKka.
property Platform::String ~ anotherString;

Windows: :Foundation::Collections::1Vector<uint32>
anotherFunction();

/...

k

VYposens gocryma public ouens crporuii, u ero
MOT'YT HCIOJB30BATHCS TOJBKO OMpE/eIeHHbIE 0OBEKThI
C++/CX: pyHKUMs, CBOWCTBO, ACNEraT, COOBITHE.



Ot
CIICIYIOLINM THIIAM:

* OyHIaMCHTAIIBHBIC TUIIBI;

» O6bexTel WinPRT API;

* Ccputka Ha mnpocTpancTBo mMmeH C++/CX ¢
orpaHnueHueM. Ecim kmace He coBMecTHM, TO B 00IIeM
cliydae OH peannsyeT HHTepdeiic, OOBSBICHHBIA B
WInPRT API;

 TIlonp3oBatensckuii public sealed xmacc wmm
CTPYKTYypa.

Kak TOJMBKO B  yOpaBisSeMOM  TIPHIOKCHHUS
HOSIBIIICTCS  CCBUIKA Ha Balll KOMIIOHCHT, MOXKHO
HCIIONIb30BaTh €r0 aHAJIOTHYHO IPYrOMY YIPaBISIEMOMY
o0bekTy. Takum o6pasoM, MOxHO cBsizath public-
cBoiictBa ¢ XAML u moaximountses K public-coOprrusm.

Ipeoynpeoicoenue: Windows Phone peanusyem
MONLKO NOOMHOICECME0 npocmpatcme umen Windows 8
C++/CX. Hekotopsie 00BEKTHI HE TOCTYITHEL.

00BEKTHI JOJIKHBI COOTBCTCTBOBATH

Konnekuun

WinPRT API He peammsyerT KiIacchl KOJUICKITHIA.
Jlnst mepemaud KONJIGKIMM MEXIY VYIpPaBIsIEMBIM U
MAIlIMHHBIM ~ KOJIOM OIpeZieiicH Habop HHTepdercoB
KOJUIEKIMI. OTH WHTep(elCchl MUMEIOT SKBHBAJICHTHI B
ympasisiemoM kone. Hampumep [Vector cranoBures IList
B C#.

Komnexuuu C++/CX ucnonb3ytoT anements C++ u
HE MOTYT HENOCPEICTBEHHO  HCIOJIB30BaThCsl B
ynpasisieMoM koze [5]. Tak Kak 3TH Kiacchl peau3yroT
uHTepdeiic WinPRT, MOXHO HCII0JIb30BAaTh
npeoOpa3oBaHue K THUITY COOTBETCTBYIOIIIETO
uHTepdeiica.

Windows::Foundation::Collections::

IVector<int>" Classl::GetInts()

{

auto vec = ref new
Platform::Collections::Vector<int>();

return vec;
// HesiHoe npuBenenue k WIinPRT unrepdeiicy.
/[YnpaBJjisieMbIii KO MOKeT UCI0JIb30BATH
//KoNNeKH, KOTOpbIe BO3BPAILEHBI

}

Ipumeuanue: xomnexyuu STL mocym  Ovimb
npeobpazoeanvt 6 ux C++/CX osxeusanenm. Ilpu
npeobpaz0eanuu  GPEMEHHOU  KOLIeKYUY,  MOICHO
ucnonvsogams  STD move, umobul  u3bexcamo
HEHYJICHO20 BHYMPEHHE20 KONUPOBAHUSL.

Windows::

Foundation::Collections::IVector<int>"
Classl::Getlnts()
{
st::vector<int> vec;
for(inti=0;i<10; i++)
{
vec.push_back(i);

}

// HesiBHOe IpeoOpa3oBaHue B [Vector

return ref new
Platform::Collections::Vector<int>
(std::move(vec));

}
OTnagumuk

Henmp3st  omTnmaxkuBaTh  YOpaBIACMBIA  KOJ U
MaIIMHHBIA KO OZHOBpeMeHHO. J{is1 BbIOOpa oTIaaurKa,
KOTOPBIN BBl XOTHTE HCTIONIB30BaTh (Puc. 2):

* OTKpOHTE CBOMCTBA MPOEKTA;

* OTKpOHTE BKIAAKY OTJAIKH U BBIOEPUTE PEXUM
otnamunka (Puc. 2).

Application
T
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Build Events [] Tombstone upon deactivation while debugging

Reference Paths
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Native Only
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Puc. 2. Pesxum Debugger
Direct 3D

YrpaBiseMblii KOJl HE MMEET HEIOCPEACTBEHHOTO
noctyna k Direct 3D. Bwl nomksbsl  pa3paboTaTh
xkommoneHT WinPRT, ucnosesyromuii Direct3D B kogae
C++.

Direct3D MokeT 0TOOpakaThCsl TByMs IICMEHTaMHU
ynpasnenns XAML [1, 2, 3]:

. DrawingSurface. Direct3D Oynmer
BOCIIPOM3BOAUTRCA B obmactu DrawingSurface. 3toT
ANIEMEHT HCIOJB3YeTCsl aHAJIOTHUYHO JpPYyrHe 3JIeMEHTaM
YIIpaBJICHUS ITI0JIB30BATEIIHCKOTO MHTEpdenca U MOXKHO
BBITIOJIHATH NTPE0OPa30BaHMsl, AHUMALHIO H T.I1.

*  DrawingSurfaceBackgroundGrid:  Direct3D
BOCIIPOM3BOANTCS Ha (hOHE BamIero MPIIIOKEHHS. JTa
KOMIIOHOBKa  JIOJDKHA  YIIPABISATBCS ~ KOPHEBBIM
aneMeHTOM ynpasiieHus B XAML. MoxHo 100aBisTh
3JIeMEHTHI ynpasienus Harmogooue Grid.

K coxanennto, unterpamus ¢ XAML sBusercs
Gonee cnoxHOM. [l moctyma x ycrpoiictBy Direct3D
HEoOXoanM CcIoi B3aUMO/ICHCTBUS (cm.
Direct3DContentProvider.h class in VS project) [1, 3].

SDK conep:xut aBa madaoHa IpoeKTa:

* Visual C# => Windows Phone XAML wu Direct
3D: 3TOT NPOEKT HCIMOJB3YeT A BOCIPOWU3BEICHUS
Direct3D o6bext DrawingSurface;

* Visual C++ => Windows Phone Direct 3D c
XAML: 3TOT MPOEKT UCIIONB3YET IJIs1 BOCIIPOU3BEACHUS



Direct3D o6wext DrawingSurfaceBackgroundGrid.

OTH TIPOCKTHI COBMECTHO WCIIOJB3YIOT BayKHBIHN
KOJ:

* Direct3DContentProvider.h - COM-knacc
ucronp3yronmid  6mbmuoreky WRL ©u  peammsyrommit
clon B3aUMOJEUCTBUSI MEXIy
IDrawingSurfaceContentProvider u COM- unTepdericom
IDrawingSurfaceContentProviderNative;

e Direct3DBase.h - BcrmomorarensHsli  Kjacc,
kotopblid uHMIManu3upyetr DirectX API-unrepdeiichr
qutst peraepunra 3D. Mo)KHO MCHOJIB30BaTh €r0 B BaIlIEM
Direct3D-knacce;

o XXX::CreateContentProvider() - mo0aBisier cioit
COBMECTHMOCTH u BO3BpAIlIAET
IDrawingSurfaceBackgroundContentProvider un
IDrawingSurfaceContentProvider.

Bam knacc momKeH peanin3oBBIBAThH (DYHKIIHH,
KOTOpBIC BBI3BIBAIOTCS npoBaiinepom
Direct3DContentProvider:

/I 1DrawingSurfaceContentProviderNative

HRESULT STDMETHODCALLTYPE Connect

(_In_ IDrawingSurfaceRuntimeHostNative*
host);

void STDMETHODCALLTYPE Disconnect();

HRESULT STDMETHODCALLTYPE

PrepareResources(_In_ const
LARGE_INTEGER* presentTargetTime, _Out_
BOOL* contentDirty);

HRESULT STDMETHODCALLTYPE

GetTexture(_In_ const DrawingSurfaceSizeF*
size, _Out_

IDrawingSurfaceSynchronizedTextureNative**
synchronizedTexture, _Out_

DrawingSurfaceRectF* textureSubRectangle );

Oror METOJ BEI3BIBACTCS IIpoBanIepoOM
Direct3DContentProvider JUTS TOTO, YTOOBI
npenoctaButh Direct3D-KOHTEKCT 115 peHIepHHTa.

IDrawingSurfaceBackgroundContentProvider u
IDrawingSurfaceContentProvider —sBISIOTCS IMyCTBIMH
naTepdeiicamn. OHM  UCTIONB3YIOTCS  TONBKO IS
acconanuu Kiacca ¢ renessiM Ul Controler.

Ho XXX::CreateContentProvider ()
Ba)KHBIM:

IDrawingSurfaceContentProvider”

Direct3DInterop::CreateContentProvider()

{

SIBJIACTCA

ComPtr<Direct3DContentProvider>
provider =
Make<Direct3DContentProvider>(this);
return
reinterpret_cast
<IDrawingSurfaceContentProvider™>

(provider.Detach());

}

. Make<Direct3DContentProvider>(this);
HWHKAICyJsAnus 3K3EMIUIApa BalICro Kijacca B 00BEKT
COM Direct3DContentProvider.

* Ilpuseaute THm obObekta COM & wuHTEpdEiy
IDrawingSurfaceContentProvider. Uro0bl accounpoBath

Bam  peHnmepunr ¢ Ul  Controler, HeoO0Xoaumo
HCIIOJIb30BATh 3TOT BO3BPALIAEMBbIN SK3EMILISIP.
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MIATPUMKA C++ ITPHU PO3POBII TOJATKIB A1 WINDOWS PHONE 8
10.E. ITapdronoB, B.M. denopueHKo

Posenaoaromeca acnekmu guxopucmautna mosu npoepamysanus C++ nio Windows Phone 8, a maxooc Oesaxi 3azanvHi
MIPKYBAHHS, AKUMU NOBUHEH Kepyeamucs 6y0b-axkui C++ po3pobHuk npu eubopi yinbogoi niamgopmu 014 po3pooKu 000amkis.
Haseoeni ocnoeni xapakmepucmuku 3azHauenol niamgopmu, nepesacu ii euxopucmanta po3pobnuxamu. 0620680piomsvcs
MoxcIU80Cmi Hana200xceHHa 0ooamkie nio Windows Phone 8, peanizayii 3D-animayii ma epagixu.

Knmrouosi cnosa: cpagpiunuii  kopucmysanvHuybkuil inmepgetic, niamgpopma, inmepgetic, xaac, Direct3D, DirectX,
xeposanuii k00, API, C++/CX, SDK, mawunnuii koo, eremenm ynpaeninus, XAML, nomoxu, nooii, memaoaHi, peHoepune,
ronekyii. COM-00'exmu, wabnonu, mun 0anux.

SUPPORT C++ WHEN DEVELOPING APPLICATIONS FOR WINDOWS PHONE 8
Y .E. Parfyonov, V.M. Fedorchenko

The paper is related to the aspects of using C++ programming language under Windows Phone 8. Some general
directions, which any C++ developer should guide to choose the development platform, are considered as well. The paper
discusses main characteristics of the platform, the benefits of using it by developers as well as application debugging under
Windows Phone 8 and the implementation of 3D animation and graphics.

Keywords: graphical user interface, the platform, interface, class, Direct3D, DirectX, managed code, API, C++/CX, SDK,
native code, control, XAML, streams, events, metadata, rendering, collections. COM-objects, templates, data type.



