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Using signal()
The signal function is prototyped in <signal.h> as

void (_USERENTRY *signal(int sig, void (_USERENTRY *func)(int sig[, int subcode])))(int);
and is used to determine how receipt of signal number sig will subsequently be treated.  The signal can be one of several different types of predefined signals.  For example, entering “Control-C” from the keyboard, receiving a floating-point arithmetic error, user-defined signals using raise, or a timer interrupt using sigsetjmp (in some compilers/architectures.)
Example:

#include <stdio.h>

#include <stdlib.h>

#include <signal.h>  // This program runs under Windows

typedef void (*fptr)();

int hits = 0;

//-----------------------------------------------------

void User1Handler(int *reglist)

{

   signal(SIGUSR1, (fptr)User1Handler);    //  reinstall handler

   printf("Waiting for Control-C...\n");

}

//-----------------------------------------------------

void ControlCHandler(int *reglist)

{  

  signal(SIGINT, (fptr)ControlCHandler);   //  reinstall handler

   switch (++hits)

   {  case 1:  printf("\tDo you really want to quit?\n"); 
               break;
      case 2:  printf("\tAre you sure?\n"); 
               break;
      case 3:  printf("\tAre you really, really sure?\n");
               break;
      case 4:  printf("\tNext time I'm gonna really quit.\n");
               break;
      case 5:  printf("\tO.K. I'm qutting...\n");  

               exit(0);
   }

}

//-----------------------------------------------------

void main(void)

{  int i, j;

   //  ****** install signal handlers ******** //

   signal(SIGINT, (fptr)ControlCHandler);  // If User decides
   signal(SIGUSR1, (fptr)User1Handler);    // Whenever I Decide
   while (1)

   {  raise(SIGUSR1);
      for (i=0; i<10000; i++) for (j=0; j<1000; j++) {}

   }

}

//-----------------------------------------------------
