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struct HEADER{

Sint16 head;
Sint16 command_type;
Sint16 command_size;
2
#define HEADER_SIZE sizeof(HEADER)

1

struct COMMAND_TEAM_CYCLE : HEADER {

Sint16
Sint16
Sint16
Sint16

cycle;
season;
series;
worldNo;

COMMAND_TEAM_CYCLE(){

%

1

head
command_typ
command_size

struct COMMAND_TEAM_CYCLE : HEADER {

Sintl6
Sintl6
Sintl6
Sintl6
Sintl6

cycle;
season;
series;
worldNo;
userNo;

COMMAND_TEAM_CYCLE(){

head
command_type
command_size

I
1
1
)

= HEADER_STARTCODE;
= ZC_TEAM_CYCLE;
= sizeof( COMMAND_TEAM_CYCLE );

I
1
1
)
1

= HEADER_STARTCODE;
= ZC_TEAM_CYCLE;
= sizeof( COMMAND_TEAM_CYCLE );
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