C++ for Gamebryo: Review for the Introductory/Beginners’ Track

References:

e |lvor Horton's Beginning Visual C++ 2008 (available on-line) and
e Programming (Principles and Practice Using C++) by Bjarne Stroustroup.
e Emergent’s Gamebryo Tutorials and Code Samples

= Lecture Six: NiApplication

#include <NiApplication.h>
#include <NiLicense.h>

NiEmbedGamebryoLicenseCode;

class One : public NiApplication {
public:

One () ;
}i

One::0ne() : NiApplication("Tutorial: Looking at NiApplication",
DEFAULT WIDTH,
DEFAULT HEIGHT,
true)

{
}

NiApplication* NiApplication::Create()
{

return NiNew One;

}

Our main file test.cpp for the project Six (names are completely random).

Solution Explorer - Solution 'Six' (L project) + & X
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| ool Solution "Six' ject

?;IBEUS.IDH o (1 project) [ #include <Nihpplication.h®

(= ke e $include <NilLicense.h>
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El [ Resource Files

- (=4 MiApplicationResource.rc
5 [ Source Files
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HiEnbedGamebryvolicenzselCode;
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[[]class One : public Nidpplicat:
public:
Mme -

]

Basic configuration for the project.




Now let’s review the settings. First, choose the general Tools / Options:

@ Six - Microsoft Visual Studio

- - 3 e | B 9 -
SR bh e lEE| =206

File Edit View Project Build Debug | Teols | Test Window Help

Solution Explorer - Selution 'S’ (1 project) - L

=11

Attach to Process... Ctrl+

Device Security Manager...
Connect to Device...

Device Emulator Manager...

[ Solution 'Six' (1 project)
- (33 Six
L rmm
= [ Resource Files
------ (=4 MNitpplicationResource.rc
£ 55 Source Files
L. o) test.cpp

It will give you this:

Connect to Databacze...

Connect to Server...

Il NN

Code Snippets Manager...

Ctrl+K,

Choose Toolbox Items...

Add-in Manager...
Macros

Partner Products Catalog

Create GUID

Deotfuscater Community Edition
Error Lockup

ATL/MFC Trace Tool

ILDasm

Spy++

'3} WCF Service Configuration Editor
External Tools...

Visual Studio 2008 Command Promg

Import and Export Settings...

Customize...

Opticns...

LU

Options

Envircnment
Projects and Selutions
General
Build and Run
VB Defaults
VC++ Directories
WC++ Project Settings
Source Control
Text Editor
Database Tools
Debugging

Nevire Tonls

g T mw -
Platform: Show directories for:
Win32 -] |Exccutable iles -]

S(VCInstallDir)bin
S(WindowsSdkDir)\bin

S(VSInstallDir) CommonT\ Tools\bin
S(VSInstallDir) CommonTitools
S5(VSInstallDir)CommonTide
S{ProgramFiles)\HTML Help Workshop
S(FrameworkSDEDir bin
S(FrameworkDir)5(FrameworkVersion)
S EInctalllin

Executable files
Include files
Reference files
Library files
Source files
Exclude directories

We are interested in Tools / Options / Projects and Solutions / VC++ Directories.

Here, two are the settings of interest: Include files and Library files.
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Cptions
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Environment
Projects and Sclutions
General
Build and Run
VE Defaults
VC++ Directories
VC++ Project Settings
Source Control
Text Editor
Databaze Tools
Debugging

Platform: Show directories for:

Win32 ~| [ Include files

7]

C:h\Users\cogli\Desktop CEGUI-SDK-0.5.0b-vcPinclude

C\Program Files\Microsoft Direct¥ SDK (August 2008)\Include
S(VCInstallDirjinclude

S(VCInstallDir)atimfchinclude

S(WindowsSdkDirj\include

S(FrameworkSDEDirinclude

[]e)x](+](s]

Options

ol X

Environment
Projects and Solutions
General
Build and Run
VB Defaults
VC++ Directories
WC++ Project Settings
Source Control
Text Editor
Databaze Tools
Debugging
Device Tools
HTML Desianer

Platform:

Show directories for:

Win32 ~| | Library files

7

C:h\Users\coglit\Desktop\ CEGUI-SDK-0.5.0b-vc9\lib

S(VCInstallDir)lib
S(VCInstallDir)atimfc\lib
S(VCInstallDir)atimfc\lib\i386
S(WindowsSdkDir)\lib
S(FrameworkSDKDir)lib
S(VSInstallDir)
S{VSInstallDir)lib

ChProgram Files\Microsoft DirectX SDE (August 2008)%\Lib\«86

HEENOE

m

Just be sure to have what'’s highlighted, for now.

Next, we have to configure on a project by project basis:

W Six - Microsoft Visual Studic
R
File Edit View | Project | Build Debug Tools Test Windo
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ution Fer - ]| Add Mew Item... Ctrl+Shift+ 4 e
| = | Add Existing Item...  Shift+Alt+A ——
Solution "Six' : '
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s )| Show All Files #ir
- o[ P
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Linker / General

Six Property Pages

E2H=)

Configuration: ’Active(Debug)

* | Platform: | Active(Win32)

'l ’ Cenfiguration Manager... l

> Common Properties
4 Configuration Properties
General
Debugging
> C/C++
a Linker

General

Input

Manifest File
Debugging
System
Optimization
Embedded IDL
Advanced

Linker / Input

Output File

Show Progress

Version

Enable Incremental Linking
Suppress Startup Banner
Ignore Import Library
Register Qutput

Per-user Redirection
Additional Library Directories
Link Library Dependencies
Use Library Dependency Inputs
Use UNICODE Response Files

S(OutDirn\S(ProjectMame).exe
Mot Set

Yes (/INCREMENTAL)
Yes (fNOLOGO)

Mo
Mo
Mo

"CAEmergent\Gamebryo-2.6-Binary\sdk\Win32\lib\V

Six Property Pages

R

Configuration: ’Active([}ebug]

| Platform: | Active(Win32)

'l ’ Configuration Manager... l

> Commen Properties
a4 Configuration Properties
General

Debugging

y CfCe+

4 Linker
General
Input
Manifest File
Debugging
System

Linker / System

Additional Dependencies
Ignore All Default Libraries
Ignore Specific Library
Meodule Definition File

Add Module to Assembly
Embed Managed Rescurce File
Force Symbol References
Delay Loaded DLLs

Assembly Link Resource

NiSystem.lib NiFloodgate.lib NiMain.lib NiMesh.lib NiA

Mo

Six Property Pages

9

Configuration: ’Active(Debug)

w | Platform: | Active(Win32)

'l ’ Cenfiguration Manager... l

> Commen Properties
a4 Configuration Properties
General
Debugging
s CfC++
4 Linker

General
Input
Manifest File
Debugging
System
Optimization

SubSystemn

Heap Reserve Size

Heap Commit Size

Stack Reserve Size

Stack Commit Size
Enable Large Addresses
Terrninal Server

Swap Run From CD
Swap Run From Metwork
Driver

These are all the Linker settings.

Windows (/SUBSYSTEM:WINDOWS)

0
0
0
0
Default
Default




Next the C/C++ settings. Don’t forget this is also in the documentation, and summarized here:

http://www.cs.indiana.edu/classes/a290-gamebryo/0330/gamebryo.txt

C/C++ General

Six Property Pages

e X

Configuration: [Active(Debug]

| Platform: | Active(Win32)

'l ’ Configuration Manager... ]

> Commaon Properties -
4 Configuration Properties
General
Debugging
a CfC++
General

Optimization
Preprocessor

m

Code Generation
Language

Precompiled Heade

C/C++ Preprocessor

Six Property Pages

Additional Include Directories
Resolve #using References
Debug Information Format
Suppress Startup Banner
Warning Level

Detect 64-bit Portability Issues
Treat Warnings As Errors

Use UNICODE Response Files

"CAEmergent\Gamebryo-2.6-Binary\sd k\WinB!\Incll]

Program Database for Edit & Continue (/Z1)
Yes (/nologe)

Level 3 (/W3)

Mo

Mo

Yes

| X |

Configuration: ’Active(Debug)

* | Platform: | Active(Win32)

'l ’ Cenfiguration Manager... ]

> Common Properties - Preprocessor Definitions WIN32: DEBUG; WINDOWS:NIDEBUG
4 Configuration Properties I Ignere Standard Include Path Mo
General Generate Preprocessed File Mo
Debugging Keep Comments Mo
a C/C++
Renera

That’s basically it, more or less. Now you can compile and link, but it won’t run.

Solution Explorer - Solution 'Six' (1 project) « 1 X
s
[ Solution 'Six' (1 project)

= (5 Six

3 Header Files

- #include <Ni
#include <Ni

L R

HNiEmbedGamek
- [ Source Add ’ |_]‘ MNew Item...
e G test & | Cut [#]  Existing Item... class Cne
=3 Cepy 4| NewFilter public:
—_— Cmne () ;
Th| Paste “¢ | Class.. }:
X Remove “% | Resource..

Rename

Properties

You need to add the resource(s) for NiApplication.


http://www.cs.indiana.edu/classes/a290-gamebryo/0330/gamebryo.txt

What we need is located in $(EGB_PATH)\sdk\Win32\Resource and you add it like this:

& AddExistingltem - Six © M Seen  WR e e g

@‘ )vl 1. « sdk » Win32 » Resource v "”Search Pl
Organize v @88 Views + B New Folder
Esvoatetinke Name Date modified Type Size
E' D || NiApplicationResource.aps
. |_| NiApplicationResource.hrc
) Projects T T T
NiApplicationResource
Bl Desktop & NiPluginToolkit '
%5 Recent Places
% Computer
B Pictures
g Music
[2¢ Recently Changed
B Searches
) Public
Folders A
File name: NiApplicationResource v [All Files {".7) ']
[ Ad |v] [ cancal |
Click Add and things start to look better:
W Six - Microsoft Visual Studio .
File Edit View Project Build Debug Teools Test Window Help
E-iE-S e % BE|9 -~ S E | b Debug - Win32 - | &
Db e |EEZ22 06 68386 50
‘Solution Explorer - Solution 'Six' (1 project) v & X age test.cpp®
= | &
| ép <%3(.‘"1& - i One()
m Solution 'Six' (1 project) 3 . . N N
ER Six iR $#include <MNilLpplication.h>
Bk ) 2i| #include <NilLicense.h>
------ [ Header Files
. 3
B E 4i| NiEmbedGamebrvolicenseCode;
(=4 MitpplicationResource.rc 5
=8 @ Source Files 60 class Cne : public NiApplication {
------ &1 test.cpp 7{| public:

Compile and link.
Start without debugging.

You’re minimally done.



Homework Six

Complete this project as described above.

Solution Explorer - Solution 'Six' (1 project) = 1 X M test.cpp
) age
B | &
| @ %OHE - Onel)
m Solution 'Six' (1 project) " " " "
: EE Six 177 #include <Nikpplication.h>
B E ) 23| #include <Nilicense.h>
[C3 Header Files 3
!3 Resource Files 4j| NiEmbedGamebryolLicenseCode;
. e (= NiApplicationResource.rc =il
= E Source Files 849 class Cne : public NiApplication {
i € test.cpp 74| public:
8 Cme ()
@Solutio... |@C|ass‘u’... |E|Pmper... |Resour... | < | m
"Output
Show output from: Build - | 3 | 4 [5h | =4 | =1
1v—————= Bebuild 211 started: Project: S5ix, Configuration: Debug Win3Z --——-

1>*Deleting intermediate and output files for project "S5ix", configuration 'Debug|Win3z'
1>Compiling. . .
1>test.cpp
1>Compiling resources. ..
1*Microsoft (B) Windows (R) BResource Compiler Version &.0.57Z4.0
1>Copyright (C) Microsoft Corporation. All rights reserved.
1*Compiling manifest to resources. ..
1sMicrosoft (R) Windows (R) Resource Compiler Version ©.0.5724.0
1*Copyright (C) Microsocft Corporation. 211 rights reserwved.
1>Linking. ..
1>LINE : C:hZUsershcoglihDesktophreview-0405%5ixDebughSix_exe not found or not built by the last incremental link;
1>Embedding manifest...
1*Microsoft (B) Windows (R) BResource Compiler Version &.0.57Z4.0
1>Copyright (C) Microsoft Corporation. All rights reserved.
1*Build log was sawved at "file://fe:\UsershcoglihDesktophreview—0405%5ixhSixhDebughBuildLog._htm™
1»5ix - 0 errori(s), 0 warningis)
Bebuild 211: 1 succeeded, 0 failed, 0 skipped

Start it like this:

Six - Microsoft Visual

File Edit Wiew Project Build | Debug | Teols Test Window Help
g R4 " N RN Windows v Win3z
e S | Start Debugging F5

Solution Explorer - Selution "Six' (1 proj

@

m Selution 'Six' (1 project) Exceptions... Ctrl+Alt+E

|
[f

Wi~

Start Without Debugging Ctrl+F5

Attach to Process...

nli

= (G Six ] %= | Steplnto F11  lcen
[ Header Files y
=3 3 Resource Files [;_= Tzile F10 oLi
E i [ NiApplicationResource Toggle Breakpoint M
= IE' Source Files MNew Breakpoint y bli

i €] test.o
z PR 3 | Delete All Breakpoints  Ctrl+Shift+F9

TR AT [ T |, [ =n___0 T



A window plus a dialog will pop up. Click OK to get the basic default screen as illustrated below.

Settings
Renderer |
Renderer: lm
Resolution: ™ Full Sreen

f‘:g:_“ @ Any © Normal (4:3)  Widescreen (16:9)

I~ Do not show this dialog again
I~ Save settings

OK I Cancel Advanced >>




