USING GAMESTUDIO IN VISUAL STUDIO

FOR PROFESSIONAL & EXPRESS EDITIONS
PRE-REQUISITES

e Make sure the platform SDK is installed if using Visual Studio Express.
e Visual Studio Express and the platform SDK can be downloaded freely from Microsoft downloads.

STEP 1: CREATING PROJECT

e Create a win32 console application project and give it a name e.g. myGameStudio

New Project

Project types: Templates: I MET Framework 3.5
""" Qt4 Projects Visual Studio installed templates
=] Visual C++
LoATL ﬁ Custom Wizard %Delt.ﬂD Console Application
-CLR. :iuﬁ] Delta3D EntryPoint Launcher Wizard Jlsm] Delta3D EntryPoint Wizard
-General & OGRE 50K Application _::iﬂTest Project
-MFC _EHWindows Forms Application _§CLR Console Application
-Smart Device ZAWin32 Console Application [ ATL Project
o Test Hl MFC Application (EdMakefile Project
:'_""‘""'”32 [ ATL Smart Device Project {FAClass Library
- Wizards TZICLR Empty Project T]Empty Project
- orr Languages I MFC Activex, Contrel WEMFCOLL
E_? ::arPPrloJe;tTypes ##MFC Smart Device ActiveX Control  SMFC Smart Device Application
mstrrRRE 4 MFC Smart Device DLL = Win32 Project
ﬁ\“ﬁnﬂ Smart Device Project E'Windows Forms Contral Library
E‘Eﬁ\"ﬁindou\ls Service ;I
A project for creating a Win32 console application
MName: I myGameStudiol
Location: I C:\Documents and Settings \kabilen\Desktop j Browse... |
Solution Mame; I myGameStudio [T cCreate directory for solution
oK I Cancel I
Win32 Application Wizard - myGameStudio 21x|
: Application Settings
Overview Application type: Add common header files for:
Application Settings " Windows application [~ an
& Console application ™ MFC
DL
{~ Static library
Additional options:
I Empty project
I | Export symbols
™ Precompiled header
< Previous Iext = Finish Cancel
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e 4 files will be created in the solution explorer: stdafx.h, targetver.h, myGameStudio.cpp and
stdafx.cpp.

e Remove all files and keep only myGameStudio.cpp, and clear the code in myGameStudio.cpp as
shown in the figure below:

#% myGamesStudio - Microsoft Visual Studio -0 x|
File Edit Wew Ot Project Build Debug Tools Test Window Help
- -SSP % 2|9~ B b Debu -
PEm = 5= | -
HL= ] R_l Ax E B -I".“'
¥:| ~ myGameStudio.cpp|” start Page i
— n f o
g ||| (Global Scope) j I_ 2B oy
g . j Solution ‘'myGameStudic’ (1 project) ;
= N = .33 myGameStudio g
i [0 Header Files Mo
- [ Resource Files *ﬂ%“
= [ Source Files =1
: =
i | My Game Studio. cpp g
m
=
k=1
[=]
B
L=
]
5]
=
o
=
[}
=
d 4| | >
|_'a Error Li5t| =l Du'q:»ut|£:t Find Symbal Results|
Ready .

STEP 2: PROJECT SETTINGS

e Edit the project settings: Add "C:\GStudio7\acknex_plugins";"C:\GStudio7\sdk_engine" to
additional include directories. (Assuming your gamestudio is installed at C:\GStudio?)

myGameStudio Property Pages 2=l
Configuration: IA\IConﬁgurauons j Platform: IAchve[\“a’\nSZ) d Configuration Manager... |

(- Common Properties Additional Indude Directories "C:\GStudio7 \acknex_plugins";"C:\G5tudio7 \sd k&l
=] Configuration Properties Resolve #using References
- General Debug Information Farmat
Debugging Suppress Startup Banner ‘Yes {fnologa)
E-CfC++ Warning Level Level 3 (/w3)
General Detect 64-bit Portability Issues Mo
-~ Optimization Treat Warnings As Errors Mo

Prepracessar ) Usze UNICODE Respanse Files Yes
-~ Code Generation

Language
- Precompiled Headers
Qutput Files
- Browse Information
Advanced
- Command Line
- Linker
|- Manifest Tool
- XML Document Generator
|- Browse Information
|- Build Events
|- Custom Build Step

- E-E- -

Additional Include Directories
Specifies one or more directories to add to the indude path; use semi-colon delimited list if more than one.
thl)

O I Cancel Apply
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e Under Linker, add the following Additional Library Directories:
"C:\GStudio7";"C:\GStudio7\acknex_plugins";"C:\GStudio7\sdk_engine"
Configuration: IAll Configurations j Platform: IAcﬁ\te (Win32) j Configuration Manager. .. |
[#]- Commen Properties Qutput File S{OutDir)\s(ProjectMame).exe
[=1- Configuration Properties Show Progress Mot Set
- General Version
-~ Debugging Enable Incremental Linking
B-CfC++ Suppress Startup Banner Yes (fNOLOGO)
= Linker Ianore Import Library Mo
-~ General Register Qutput Na
I”':'Lft . Per-user Redirection Mo
- Manifest File - - - " " —— . —
- Debugging .I:II:Im-:-naI Library I:.I|rr:|:-:-r|r:s Ch\GStudio?";"C\GStudio7 \acknex_plugins";"C:
Link Library Dependencies fes
- System -
.. Optimization Use Library Dependency Inputs Mo
.. Embedded 10L Use UNICODE Response Files fes
- Advanced
- Command Line
[+ Manifest Tool
[H- ¥ML Document Generator
[#- Browse Information
[#- Build Events
[#- Custom Build Step
Additional Library Directories
Spedifies one or more additional paths to search for libraries; configuration spedfic; use semi-colon
delimited list if more than one.  (/LIBPATH: [dir])
Ok I Cancel | Apply |
e Under Linker->Input, Addional dependencies, add acknex.lib libcmt.lib. And under Ignore

Specific Library, add libe.lib

myGameStudio Property Pages
Configuration: I-"-\" Configurations 'l Platform: IAchve(\"a’inﬂ)

2]

j Configuration Manager. .. |

[#- Common Properties

= Configuration Properties
- General

- Debugging

- CfC++

- Linker

Manifest File
Debugging
System
Optimization
Embedded IDL
Advanced
Command Line
|- Manifest Tool

|- Browse Information
|- Build Events
|- Custom Build Step

[N ]

H- XML Document Generator

Additional Dependencies
Ignore All Default Libraries

Ignore Spedfic Library
Module Definition File

Add Module to Assembly
Embed Managed Resource
Force Symbol References
Delay Loaded DLLs
Assembly Link Resource

acknex.lib ibcmt.lib
Mo
libc.lib

il

File

Ignore Specific Library

Specifies one or more names of default libraries to ignore; separate multiple libraries with semi-colons.
(/MODEFALLTLIB: [name, name, ...J}

o1

Cancel

Apply
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e Under Linker->Command Line, add the following to the additional options:
/INODEFAULTLIB:MSVCRTD.lib
/INODEFAULTLIB:msvcprtd.lib

myGameStudio Property Pages ﬂﬁl

Configuration: IAIIConﬁgurations j Platform: IAcﬁve(\“.n’inﬂ) j Configuration Manager... |

Bl Common Properties All options:

I Configuration Properties Multiselect] ;I
- General

- Debugging

- CfC++

[=- Linker

- General

- Input

- Manifest File
- Debugging

- System

- Optimization
- Embedded IDL
- Adwvanced

- Command Line
- Manifest Tool

H- XML Document Generator LI
- Browse Information
- Build Events

- Custom Build Step

Additional options:

/NODEFAULTLIB:MSVCRTD. b =]
/MODEFAULTLIB:msvcprtd.lib

[ W e W e A e W e

QK I Cancel | Apply |

e That’s all for the linking.
STEP 3: CREATING A SAMPLE PROJECT

e Open the file myGameStudio.cpp and add the following code to it: (note: assume you have built a
level named as arena.wmb)

/| #define W N32 LEAN _AND MEAN
#i ncl ude <wi ndows. h>

#i nclude <stdlib. h>

#i ncl ude <mal |l oc. h>

#i ncl ude <nenory. h>

#i ncl ude <tchar. h>

/'l Include the engine data types, variables, and functions
#i ncl ude "adll.h"

int main()
{
engi ne_open("arena. wb");
whil e (engine frame());
engi ne_cl ose();
return O;
}

GAMESTUL [
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e Compile the project. Press F5.

o This will create a myGameStudio.exe file in the debug/release folder of the VC++ project.
o To execute this exe, we need an acknex.dll which can be generated from WED.

o The following are the ways to run the exe:

0 Copy the generated myGameStudio.exe and arena.wmb into C:\GStudio7 where WED.exe
resides. There you can run the exe.

0 Another way is to generate an acknex.dll with WED while publishing. Copy the
arena.wmb, the acknex.dll and the myGameStudio.exe into one folder. Then can
distribute.

0 To automate the step above, in the Visual Studio project settings add the following to the
post-build event:

"C:\GStudio7\WED.exe" -p "$(TargetDir)\"$(TargetFileName)

myGameStudio Property Pages ﬂil
Configuration: IActive(Debug) j Platform: IAcﬁve[\“a’inSZ) j Configuration Manager... |
[l Common Properties Command Line "C:\GStudio7 \WED.exe" -p "${TargetDir)\"$(Tar J
[=- Configuration Properties Description
- General Exduded From Build MNa
- Debugging

B-CfC++

[ Linker

[+ Manifest Tool

[#- ¥ML Document Generator
[#- Browse Information
[=]-Build Events

... Pre-Build Event

- Pre-Link Event

. Post-Build Event

[#- Custom Build Step

Command Line
Specifies a command line for the post-build event tool to run,

0K I Cancel LRl

0 In this way, every time you build your project in Visual Studio, an acknex.dll is created
from WED through a command line and is placed in your target directory, i.e. the debug
or release folder.
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STEP 4: TRY ONE OF THE TUTORIAL

#defi ne W N32_ LEAN AND MEAN
#i ncl ude <wi ndows. h>

#i nclude <stdlib. h>

#i ncl ude <mall oc. h>

#i ncl ude <nenory. h>

#i ncl ude <tchar. h>

#include "adll.h"

ENG NE_VARS *ev;

int main()

{

ev = engi ne_open( NULL);
if (lev) return 1; /1l acknex. dl

| evel _| oad("arena. wrb");

SETV(f ps_max, 50) ;

whil e (engine_frame())

engi ne_cl ose();
return O;

not found

&Move) ;

{
v(canera).pan += 3 * v(key_force).x;
v(canera).tilt += 3 * v(key_force).y;
VECTOR vMove,;
vMove.x = 6.0 * (v(key_w - v(key_s));
vMove.y = 6.0 * (v(key_a) - v(key_d));
vMove.z = 0;
vec_rotate (& Mve, (ANGE*)&v(camera).pan);
vec_add ((VECTOR*) &/(canera). X,

}

Special Thanks to: Pararealist pararealist@ntlworld.com for helping in the successful

conceptualizing of this tutorial.
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