How to Compile the
Particle Universe Plugin for Mogre

With the MParticleUniverse C# Wrapper
http://sourceforge.net/projects/mpu/
By: Tyler Grusendorf
Here are the step by step instructions on how to compile the Particle Universe Plugin for Mogre. This
assumes you have knowledge of installing programs and some Microsoft IDE Experience. | glaze over the
install of Visual C++, Mogre, and Ogre. They are pretty easy and already have large communities if you
need help with them.

1. Download:
a. MS Visual C++ 2008 (Make Sure to Use 2008 as 2010 doesn’t work!)
b. Mogre SDK (1.7.1 r72 is what I’'m using)

c. And the Ogre SDK (vc9 v1.7.2)
d. You may also need DirectX 9, Visual Studio 2008 Runtimes and the .Net Framework. But

the Mogre SDK Installer will let you know and links to the appropriate downloads.
If you already have any of these installed you don’t need to do it again. This may work with
other versions of Mogre and Ogre but | haven’t tried them.
http://www.microsoft.com/visualstudio/en-us/products/2008-editions/express
http://www.ogre3d.org/tikiwiki/MOGRE
http://www.ogre3d.org/download/sdk

i My Documents (=03
File Edit Wew Favortes Tools Help a"‘
- Y (@) o
@Back </ l.@ 7 Search H_ Folders
Address DMy Documents V| '—) Go
)
File and Folder Tasks ';;:5 Iy Music "'_,EQ\ My Pictures
I I
(=9 Make a new Foldar -
@ Publish this Folder to the deskkop.ini _E MogresDk_1.7.1_beta_r72.exe
WWeb L Configuration Settings = MOGRE S0k Setup
¥ = i
@ Share this Folder - LKE I Y Mogre: Communicy
OgresDE_vc?_v1-7-2.exe == visetup.exe
z 72 5FY 0@ Micrasoft isual C-++ 2008 Ex...
Other Places Tgor Pavloy - Microsoft Corporation

@ Deskkop

| Shared Documents

g My Computer
& My Retwork Places

Details

6 objects 6.5 ME d My Computer

2. Get the Particle Universe Plugin from http://www.fxpression.com. I’'m using version 1.4.



http://sourceforge.net/projects/mpu/
http://www.microsoft.com/visualstudio/en-us/products/2008-editions/express
http://www.ogre3d.org/tikiwiki/MOGRE
http://www.ogre3d.org/download/sdk
http://www.fxpression.com/

Install VC++ 2008. | am using the Basic install with no SQL and the default path for this but you
can customize it however you want.

B Microsoft Visual C++ 2008 Express Edition with SP1 Setup E”E”E|
Destination Folder Microsoft®
Visual C++20085 5.

Express Edition

Select the location where vou would like to install Microsoft Yisual C++ 2008 Express Edition with
SPL.

Install in Folder:

| Ci\Program FilesiMicrosoft Wisual Studio 9.0% | [ Browse. ..

The Following ikems will be dawnloaded and installed:

+ Wisual C++ Runtime Pre-reguisites ~
+«  Microsoft Windows SDK for Visual Studio 20053 Headers and Libraries
(x36)

+  Microsoft windows SDK for Visual Studio 2008 SP1 Express Tools for

MET Framewark (x36) - enu —
+  Microsoft Windows SDK for Yisual Studio 2008 SP1 Express Tools far

Win3zZ (x86)
+  Microsoft Visual C++ 2008 Express Edition with SP1 hl

Disk. space requirements: C: 751 MB
Total download size: 94 MB
j.-j Conneck to the Internet before proceeding wikh the installakion,

[ < Previous ]m&allb |[ Cancel

Extract the Ogre SDK. I’'m going to put it into C:\Code\OgreSDK to make things easier.

I-Zip self-extracting archive

Estract to;

|E:'\EDdE'~DgrESDK

Estract Cancel




5.

Install the Mogre SDK. | am going to put this into C:\Code\MogreSDK as well.
i Setup - MOGRE SDK |I

Select Destination Location
Where should MOGRE SDE be installed?

J Setup will inskall MOGRE SDE inka the Fallowing Falder,

To continue, click Mext, If vou would like to select a different Folder, click Browse,

CACodelMogresir

Ak least 112.9 ME of free disk space is required.

[ < Back ” fext = ][ Cancel

This may require some additional dependencies like DirectX 9 and the Visual C++ 2008
Runtimes. If you need them install them. (Make sure to read the installers | know DirectX tries to
install the Bing Bar if you aren’t paying attention.)

You should be able to run the Mogre Example Program before moving on.

Install the Particle Universe Plugin.

Copy the Folder “Particle Universe Plugin” From the Particle Universe Install, by default,
“C:\Program Files\Particle Universe\” to somewhere else. I’'m putting it at “C:\Code\Particle
Universe Plugin”. This solves two issues. 1. You have an original just in case you need it. And two

in Windows 7 it will complain about elevated rights if you try to edit it from within Program
Files.



8. My Setup looks something like this:

File Edit Wiew Favorites Tools  Help -:,'
= Y &) o
eBack (=) Lﬁ P Search ‘[[?‘ Folders
address |@ '\ Code N =
Folders N -
@ Deskkop A '__,.J MogresDk,
D Iy Documents
= vj Iy Computer J—
4 314 Flappy (A0 "J OgresDK
[=) e Local Disk {C:) |

@ 55042a385F1457532861d2575d01 .
=20 I—;J Particle Universe Plugin
= [C3) MogresDK |
[ bin
) includes
=) Lib
() Media
) Samples
= [ OaresDk
[ bin
[5) boost_1_44
) CMake
=) Docs
|5 include
b
() media
() Samples
= [C3) Particle Universe Plugin
= (£ YCRuild
15 Plugins
I3 Taols =
I3 Documents and Settings
12 mps
1) MDPS
I3) Program Files
I RECYCLER
|55 Swskem Yolume Information
1= Temp
I wiNDOWS
i CD Drive (D) Z

3 objects (Disk free space: 29,3 GB) 0 bytes 5; Iy Computer

9. From Visual Studio C++ 2008 open the “ParticleUniverse_vc9.sIn” found in VCBuild.

10. Right Click on the solution and go to properties.



11. Under configuration properties un-check Build on the AtlasimageTool Line. (We don't need it).

Click OK.

Solution ‘ParticleUniverse_vc9 Property Pages

Configuration: |.°.II Configurations

% | Platform: |Active(Win32} V| [anfiguratiun Manager. .. ]

Cornrnon Properties
[=)- Configuration Properties
Configuration

Project contexts {check the project configurations to build ar deplay):

Project Configuration PlatFarm Build
AtlasImageTool Releass v Wina2 v L
ParticleUniverse Release Win3z

o4 H Cancel H Apply




12. Right Click on the ParticleUniverse Project and select Properties.
13. Under Configuration Properties:

a. C/C++ --> Additional Include Directories --> Change this to point to the Mogre SDK and
Ogre Boost. Get rid of the reference to OgreSDK (..\..\..\..\OgreMain\include)
The Boost version might be different that’s ok.
Mine looks like this:
.\include;"C:\Code\OgreSDK\boost_1_44";"D:\Code\MogreSDK\includes";..\..\..\include
Additional Include Directories
CiCodelOgresSDkiboost_1_44 s
CACodelMogresDilincludes ;
3 i - | 5 Lt
Inherited values:
Inherit from parent ar project defaulks
[ Ik l ’ Cancel ]
b. Linker --> Additional Dependencies --> Add The OgreMain.lib file from your Mogre SDK

Mine has this: C:\Code\MogreSDK\Lib\OgreMain.lib

Additional Dependencies

C:ACodetMogresDiLib OareMain.lib

Inherited values:

kernel32.lib -
user3z2.lib 3
gdizz.lib =
winspaal.lib
comdlg3z. lib

L

Inherit from parent or project defaulks

o [ coneel |

14. At this point you should be able to compile the Particle Universe DLL. Be sure to compile using
Active 32Bit Configuration as we have set this up in the properties (see pics above)!
15. You should get a Build: 1 Succeeded and 1 skipped!



16. Add the Exports.cpp file to the project. (the one you downloaded from my project)

Add the following code to ParticleUniversePrerequisite
(S/B the last line in the file):

//Added By: Tyler Grusendorf

//Need by wrapper

#tdefine EXPORT extern "C" __declspec(dllexport)
extern char* CreateOutString(const Ogre::String& str);

s.h right before the last #endif statement

File Edit Wew Project Buld Debug Tools Window Help
[E AR RAT= A I~ N TE=E=Y Sl L] b Release - Win3z - | - | B -
; (d [ 3 &l L3 48] S -

[ PartideEventHandlers
[ ParticleCbservers
[ PartidsRenderers

#pragma warning (disable

[ namespace Particlelniverse

ParticleUniverseAffector.cpp {

ParticleUniverseEmitter.cpp
PatticleUniverseEmitter Tokens.cpp
ParticleUniverseEventHandler Tokens cpp
ParticleUniverseExtern.cpp
ParticleUniverseExternTokens.cpp
PatticleUniverseForceField.cpp
ParticleUniverseNoise,cpp
ParticleUniverseObserver . cpp
PatticleUniverseObserver Tokens.cpp
ParticleUniverseP article, cpp
ParticleUniverseParticlePool.cpp
ParticleUniversePCH.cpp
PatticleUniversePlugin.cpp
ParticleUniverseRenderer.cpp

;asa\utmn Explorer “Q%C\ass View |2

#endif

1£3

= Property Manager i

Cutput

Show output from: Build -5 A3 =xIE

Build log was saved atv "file:
ParticleUniverse - 0 error(s), Z8 warning(s)

- Shipped Build: Projecu: AtlasInageTool, Configuration: Release Win3Z —-
Project not selected to build for this solution configuracion
Build: 1 succeeded, 0 failed, 0 up-vo-dame, 1 shipped

(23 Code Definition Window [$E1Call Bromser ‘ 5] Qukput |

c:yCodeyParticle Undwverse PluginiWCBwildyPluginsiParticlelniverseiobisReleaseiBuildloy.

4217 4251 4800)

f_-‘_”l PartideUniverseAffectorTokens.cpp class ParticleSystem;
€] ParticleUniversenliasTokens.cpp class ParticleTechnigue:
G+ ParticleUniversentasimage. cpp class ParticleEmitter;
¢+ ParticleUniverseAttachable.cop class Particleldffector;
€] ParticleUniversenttachableTokens. cpp ©lass ParticleChserver:
c_,:] PatticleUniverseBehaviour Tokens.cpp class Particle;
f_-‘_”l PartideUniverseCamerabependency .cpp class VisualParticle:
o i
éj Eart\c:sﬁn!vsrss;imeraDependencyTuk&ns.EDD class Extern:
artidEUniverseLLoop class IDependency;

c_,:] PatticleUniverseDynamicattribute. cpp

. . " class IToken:
f_-‘_”l ParticleUniverseDynamicattributeTokens cpp .

class BoxColliderExternFactory:

v
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17. And Compile!

18. You should find the newly Mogrefied DLL in C:\Code\Particle Universe

Plugin\VCBuild\bin\Release\ (or wherever you are wor

king from).




19. Add to your project with the MParticleUniverse.dll (This is the C# part) and add enjoy!
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Date Created: 6/20/2011 4:23 PM
Sizer 2,93 MB

Dakte Created: 6/2002011 4:23 PM Size: 2,93 ME

2.93 MB 'J My Computer

By,
Tyler Grusendorf
June —20-2011



