Build Process - Project #3 Prototype

Multi-Threaded STA Server – Only one thread does COM

Responds to Client Inputs and Internal Events
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1. Create a workspace named prj3.  Using ATL COM AppWizard create an exe-based server named server.

2. Select server project in Class View, right-click, and add a simple object named Request, checking the check box with attributes: Apartment, Custom, and No Aggregation.  All checkboxes should be clear.

3. Add a method to the IRequest interface by right clicking on the interface in Class View and selecting Add Method option.

4. Name the method Request and add an [in] BSTR parameter reqStr.  This method will simply send a string to the server whenever client invokes it.

5. Right click on server project in Class View and insert a dialog from New ATL Object\Miscellaneous menu options.  Name the dialog serverDlg.

6. You will now be looking at the dialog resource editor with version #1 of your dialog.  Remove the OK and Cancel buttons and add an edit box and group box to the dialog.

7. Request.cpp file:

· Include serverDlg.h at the top

· Add the contents of CRequest::Request(BSTR reqStr), as in code on class account. Add the declaration extern CserverDlg *pDlg; at the top of Request.cpp.  This completes the client response part of the server.

8. ServerDlg.h:

· include Windows.h and Process.h at the top.

· #define WM_USER_EVENT and declare thread processing function void __cdecl doTime(void* idThread); near the top.

· Manually add MESSAGE_HANDLER(WM_USER_EVENT,OnUserMsg) to the message map.

· Create a thread in CserverDlg::OnInitDialog, as shown in the code on class account.

· Declare the message handler CserverDlg::OnUserMsg.

· Precede the EndDialog call with PostQuitMessage(0) in OnCancel.  You can remove OnOk from both the inline code in class declaration and message map.

9. ServerDlg.cpp file:

· Include sstream at the top

· Insert the thread processing function and contents of OnUserMsg, as shown in the code on the class account.

· Add global declaration extern HWND hDlg; near top.

10. Server.cpp file - the only tricky part of all this is what you have to do to this code:

· Include Request.h and serverDlg.h at the top

· Add global declarations: HWND hDlg; and CserverDlg *pDlg = NULL;
The dialog will be created in this file, and these global items allow the thread processing function and IRequest::Request method to access the dialog’s edit box.

· All the other changes are after the last #endif, just above the message loop.  Add the statement _Module.Lock().  This keeps the server alive until the dialog shuts down, even if the client calls its final release.

· Declare a CserverDlg instance called dlg.  Store its address in the global pDlg.

· Create the dialog window with dlg.Create(NULL) and make calls to ShowWindow(...), MoveWindow(...), and SetWindowText(...).  The last call provides a title to the dialog window.

· I inserted a Beep(2000,200); statement in the message loop while I was trying to figure out why it wasn’t working in the beginning (I wasn’t posting the messages properly).  It beeps every time a user defined message is being dispatched.

· After the message loop insert the call _Module.Unlock() so that the server can shut down.  We only get here when the user clicks on the dialog’s kill button via OnCancel(...).

11. Right-Click on server.idl in File View and select compile

12. Go to the command line and run nmake /fserverps.mk to build the IRequest interface proxy/stub.

13. run regsvr32 serverps.dll to register the proxy/stub dll.

14. In Project Settings:

· Select C/C++\Code Generation\Use run-time library and select Debug Multithreaded.  

· Select C/C++\Category and select C++ Language and check Enable exception handling.

15. That is EveryThing.  Now you just build and run.

16. I’ve provided a client which does virtually the same thing that other clients we’ve already discussed also do.

Finishing Project #3

Modify This Server to Meet Pr#3 Requirements

1. Using the ATL Object Wizard to provide other methods on the IRequest interface to send the client’s initial file name collection and receive the server’s updates.

2. Provide the method contents to search the specified directory and compare against the client’s list.  Using the STL set container and my fileInfo object (in the Catalog folder) should help you do that fairly quickly.

3. Replace my simulated events with FindFirstChangeNotification and FindNextChangeNotification calls and WaitForSingleObject call on the handle returned.

4. Call the client’s notification interface to send the changes.  Then go back to waiting.

Build an ATL-Based COM “Client”

1. Create an ATL-based EXE COM “client” using the ATL COM wizard.  Add a simple object to provide the incoming interface.

2. Add a dialog, like we did for the server.

3. Add a listbox or whatever control you want to use for reporting changes.

4. Provide the “client” with the means to read and write its current list of files to an intialization file.

5. If you are uncomfortable with windows programming at this level you can use a console application with a message loop.  Perhaps the easiest way is to adapt the outproc3 project from the class account.  It is a console based application with a windows message loop (imagine that!).  I think you will just have to make relatively small modifications to get this to work.

