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

References:  

 Ivor Horton’s Beginning Visual C++ 2008 (available on-line) and  

 Programming (Principles and Practice Using C++) by Bjarne Stroustroup. 

 Emergent’s Gamebryo Tutorials and Code Samples 

 

 

Lecture Six: NiApplication 

 

#include <NiApplication.h>  

#include <NiLicense.h> 

 

NiEmbedGamebryoLicenseCode; 

 

class One : public NiApplication { 

public: 

 One(); 

};  

 

One::One() : 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).  

 

Basic configuration for the project. 



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

 

It will give you this:  

 

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

Here, two are the settings of interest: Include files and Library files. 



 

 

 

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

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

 



Linker / General 

 

Linker / Input 

 

Linker / System 

 

These are all the Linker settings. 



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 

 

C/C++ Preprocessor 

 

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

 

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: 
 

 

Click Add and things start to look better: 

 

Compile and link. 

Start without debugging.  

You’re minimally done.   



 

 

 

 Homework Six 

 Complete this project as described above. 

 

Start it like this: 

 



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

 

 


