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Hi there,

SystemDraw has been there for a bit of time now, but it's only implemented for the major
backends, Win32 and X11 on linux.

beeing on linux embedded, one often has no X11, so bare /dev/fb0 is what we have. no problem
though, one might start at that point.

so my intention is here to port the SystemDraw layer (of which i have no pretty clue for now) to the
famous framebuffer.

now here is the problem, i might need to look around for quite a time in the code, finding out which
are the vital parts of the SystemDraw, and where to settle to write to fb. 

If you could simply give a short overview of how SystemDraw is logically set up, meaning what is
layer down to device, what is facing U++ layer.. so i know where i am. not filtering unneeded
function in the code wasting time. 

Or is there a (even short) description of the SystemDraw class..

So far i have understood that the class is splitet itself in 2 parts, beeind the destination draw for
the GUI, and using some function to update data in the destinated layer, well, thats quite logical.

any help greatly welcome, or even if anyone has started already, i might join.

saludos
kostah
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