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AAFRIEMO_LIET

struct FRIEMO_LIZET{
int NKindOfsHE:
char+ plD:
char+ email:?
char+ phoneMo:
char+ name:;
FRIEHMO_LIST* pPrewv:
FRIEMO_LIST+ pHe=t:

3
AAfcall _FriendList
woid call_FriendList{int nKindOfsMs i
switchinkindOfSHs I
case KIND_SNS_FACEBOOK:
facebook_FriendList( );
break:
case KINOD_SMS_TWITTER:
twitter_getFriendList( 3;
break:

H

AAlnterface cal lback
vwoid onRecwFriendList(FRIEND_LIST+ pFriendList ){
save_FriendList{
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INPUT: USERID.

SELECT IDA, IDB FROM FriendList IDA=USERID
OR IDB=USERID.

IF MYID == IDA THEN IDB -> RETURN-ID.
ELSE IF MYID == IDB THEN IDA -> RETURN-ID.
SELECT SCORE FROM SCORE-LIST WHERE ID =
RETURN-ID ORDER BY SCORE.
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