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Infroduction

This document describes how to make connection from 3rd
party application to recording servers. The server of this 3rd party
application will act as TCP Server role and MainConsole will act as
TCP Client role. The diagram is as follows:
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Integration Steps

Following are the steps to make MainConsole receive data:

1. In the server of 3rd party application, create a TCP Server and
listen to a specific port in order to transmit transaction data.

2. Open MainConsole.

3. Create a new Metadata Source. In Metadata Source setting, use
POS as Metadata Type, TCP Client as source type and fill the IP
address/port which the TCP Server listen to. If the TCP service build
correctly, “Test Connection” will return success.
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4. TCP Server sends metadata, then MainConsole receives metadata.

Using tag filter to configure page to check sending data. Press
“New' to create a new filter.
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After press “Connect”, MainConsole will connect to TCP Server,



receive data from TCP Server.

~General
~ Transaction Definition
Criginal Data Filtered Drata: R & £
<18 BB <1 B <B4 <825 <1 B> < B4 < B35 <1 8> <B4 < Illj]llll-llllthllthll!l! ﬁ@s}‘( i
ca1 MCH#a1 BBe3638
o
1 APPLE JUICE 93
| LB (I
ip
AN NEEEE WEREREtEERECENtE? %ﬁsﬁ
(5] MC#a1 883638 [i]
EAN| (2] J=1 m | (]
ot Substitute Add Mew Line Cash Drawer Dpened
Start End i & 3 i
Filter Substitution |
Encoding: Default j
Transaction timeout: |1D seconds
[\/ oK ] [x Cancel ]




TCP Server Sample

class CSocketHelper
{

// Use specific port to allow tcp client connect
bool Listen(int port, int maxUser);

// Send data to a connected socket
void Send(const char *buf, int len);

SOCKET __socket;
}
bool CSocketHelper::Listen(int port, int maxUser)
{
int nRet;
SOCKET listeningSocket = socket (AF INET, SOCK STREAM, IPPROTO TCP);

int err = WSAGetLastError();
if (listeningSocket == INVALID SOCKET) {
return false;

}

// Use SOCKADDR IN to fill in address information
SOCKADDR _IN saServer;

saServer.sin family = AF INET;

saServer.sin addr.s_addr = INADDR ANY;
saServer.sin port = htons (port);

// Bind the socket to our local server address
nRet = bind(listeningSocket, (LPSOCKADDR) &saServer, sizeof (struct
sockaddr)) ;
if (nRet == SOCKET_ERROR) {
closesocket (1listeningSocket) ;
return false;

}

// Make the socket listen
nRet = listen(listeningSocket, maxUser) ;
if (nRet == SOCKET_ERROR) {
closesocket (1listeningSocket) ;
return false;

if (_socket)

{
ASSERT (0) ;
closesocket

(_socket);
_socket = 0;

_socket = listeningSocket;
_bAutoClose = true;
return true;

}

void CSocketHelper::Send (const char *buf, int len)



while (len > 0)
{

int s = send( socket, buf, len, 0);

if (s <= 0)
throw WSAGetLastError () ;

buf += s;
len -= s;

// This class is to monitor which TCP Client connect in and send metadata when

there is new data
class CMetadataTCPResponder : public Thread, public CSocketHelper
{
public:
virtual void Do();

Std::vector< SOCKET> m_ConnectedSockets;
}i
// This class maintain the TCP Service, to start or stop
class CTCPSessionMgr : public Thread
{
friend class CMetadataTCPResponder;
BOOL StartService ()
BOOL StopService ()=
BOOL ResetService ()

r

0;

o~

CSocketHelper service;
}

void CMetadataTCPResponder: :Do ()
{
//someone connected to this TCP server,
//send data when there is data. Need to remember who connect in
SOCKET socket;
Delegate (socket);
m ConnectedSockets.pushback (socket) ;

while (..) // If there is new data, send to all connected clients

{

Send (socket , strMetadata, strMetadata.GetLength());

}
catch (...)

{

// can’t send data the current socket, the socket may not exist

// remove this socket from vector



BOOL CTCPSessionMgr:: StartService ()
{

// start to listen someone conntect
if (! service.Listen( port, 10))
return FALSE;

return CNuThread: :Create():;



