Demo ProjectSetupin Visual Studio 2008

By Frank Luna

The demos for this book can be opened simply by double clicking the corresponding projeatile)(
Although they are Visual Studio 2005 projects, there should be no problem with automatically upgrading
them to Visual Studio 2008 hissectiondescribes how to create and buiddproject from scratch using
GKS 0221Qa RSY2 [|ukiigtvidaOStudid 20§ (VSBNIAsaSvéreingkxample, we will
show how torecreate and build thénit Direct3Ddemo of Chapter 4.

It is assumed that the readéias already successfully downloaded and installed the latest
version of the DirectX SDK (availablétp://msdn.microsoft.com/directx), which is needed to
program DirectX applications. The installation of the SDK is straightforward, and the installation wizard
will walk you through it.

1 Create a Win32 Project

First launch V) thengo to the main menu and seleEtle>New->Project,as shown in Figure 1.
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The New Project dialog box will appear (Figure 2). S@let?2from the Visual C++ Project Types tree
control on the left. On the right, under Visual Studio installed templates, sé&let32 Project. Next,
give the project a name and specify the location you wish to store the project folder. Also uncheck
Create diectory for solution, if it is initially checked by default. Now IBK.

A new dialog box will appear. On the left, there are two options: Overview and Application
Settings. Seled&pplication Settingsywhich produces the dialog box shown in Figurd-Bom here, be
sure thatWindows applicationis chosen, and thEmpty projectbox is checked. Now press thaish
button. At this point, you have successfully created an empty Win32 project, but there are still some
things to do before you can build ar&ctX project demo.
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2 Setting up Libraries and Headers

We now need to link the following DirectX libraries to our proje@d10.lib d3dx10d.lib dxerr.lib
dxguid.lib Note thatd3dx10d.likis the debug version of the D3DX library. For release projects, just use

d3dx10.lib

To link the library files, right click on the project name under the Solution Explorer and select
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= Properties
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Propertiesfrom the dropdown menu (Figure 4). This
launches the dialog box shown in Figure 5. From the left
hand-side tree control, seledEonfiguration Properties
>Linker>Input. Then on the rightandside, specify the
library file names on thAdditional Depemenciesline. Press
Apply and thenOK.

We now need to make sure Visual Studio knows the
directories in which to search for DirectX header and library
files. If you installed the DirectX SDK after you installe®,VSO0
the DirectX installation should autatically configure V&0
to include the necessary paths for the DirectX header and
library files. Nevertheless, to make sure, or to specify the
directories manually, go to the V&Main menu, and select
Tools>Options. From the lefthand-side tree contral scroll
down and selecProjects and SolutionsVC++ Directories.
Then on the righhandside, selectnclude filesandLibrary
files from the Show directors focombo box, and make sure
the correct DirectX path is set, as in Figure 6 and 7. Note that
the exact path depends on where you installed the DirectX
SDK.

We have now linked the necessary DirectX library
files to our project, and have configured the 8S@arch
paths so that it knows where to find the necessary DirectX
library and header filesn your system. We are almost ready
to build the demo.
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oK l l Cancel

Figure6

Page4



Options @I&J
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3 Adding the Source Code and Building the Project

Finally, our project setup is complete. We can now add our saade files to the project and build it.
First, copy thenit Direct3D& 2 dzZNOS O2 RS FTAf Sa G2 @2dzNJ LINP2SO0Qa
fromt I NJCommor®igectory(i 2 & 2 dzNJ LINR.2S 003G Qa4 RANBOG 2 NB

NN

Note:2 KSy @&2dz R2gyf2IR (KS 06221Qa az2daNOS O
common directory. All the samples in Part Il share the code i€tmmordirectory;

likewise for Part Ill. This prevents duplication of source code files that all ddracs You
may notice from Figure 6, the additional include path:/:Common This is a path relative

to each demo that tells V8@o also search th€ommonrdirectory for header files.

After you copy the files, yourojectdirectory should look like the one in Figure 8. Now, in8/§6 to
the main menu and sele@roject>Add Existing ItemFrom the dialog box (FiguB3, select all six
source code files and pressld. The source code files are now part of the proje¢bu can now to the
main menu, and sele@ebug>Start Debuggingo compile, link, and execute the demo.

This concludes the tutorial. If you have any further questions, please post in the forums of the
0221Qa 6So0aArisSo
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