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1. Introduction

This document guides how to install GPH SDK into your workstation, and

explains settings that are needed to use GPH SDK.
11.  Whatis GPH SDK ?

GPH SDK is a software development tool kit dedicated for developing software
for the handheld device developed by Game Park Holdings. Via GPH SDK,
Developers can develop applications or game software. GPH SDK mainly consists

of the following 2 features.

-. Game Engine DGE (Davinci Game Engine)

-. Various libraries and header files

GPH SDK supports various IDE(Integrated Development Environment). This
document showcases GPH SDK using CodeBlocks as an example. For Visual Studio
or Visual C++ users, please refer to other documents. GPH SDK is available in two

different distribution versions.

-. Distribution version for Window user

-. Distribution version for Linux user

With simultaneous support of host compiling and cross compiling, GPH SDK
allows developers to conveniently create game software or applications. It also
supports a great debugging solution that developer may host-emulate and cross-

debug at the same time.
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The directory of GPH SDK is structured as following diagram.

GPH_SDK
—— DGE : Davinci Game Engine
—— example : Game Examples
—— include : DGE header files
— lib
—— dll : DLL files for Host Emulation
—— host : DGE host libraries
— target : DGE target libraries
—— tools : DGE tools
—— docs : Documents
—— include : header files
— lib
- Il : DLL files for Host Emulation
—— host : host libraries
— target : target libraries
—— project : Apps Examples
—— tools
—— codeblocks : CodeBlocks template files
—— gcc-4.2.4-glibc-2.7-eabi : ARM-EABI Toolchain
— target : Target Utils

<Fig 1.1> Directory Structure
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1.2. What is DGE ?

DGE is an abbreviated term of “Davinci Game Engine” and is specifically
designed to develop software that runs on the game devices manufactured by
GamePark Holdings. DGE is mainly based on SDL and OpenGL to offer a

comfortable developing environment. The generic structure of DGE is as below.

DISPLAY sound /C Utility

Texlure Mulli Channe i Resource

em Interface L&

OpenGL ES STDLIB

<Fig 1.2> Davinci Architecture
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2. Installing SDK

2.1. Installing CodeBlocks

CodeBlocks is an Integrated Development Environment that supports open
source and multi-platforms. Click on the listed URL to download necessary

installation files that suit your project, either Window or Linux etc.

http://www.codeblocks.org

1) For Window OS
If you are using Window OS, you should use MinGW contained in CodeBlocks
as a cross compiler. So please download and Install CodeBlocks which contains
MinGW.

2) For Linux OS

[Ubuntu 9.04]

# sudo apt-get install codeblocks

# sudo apt-get install g++

# sudo apt-get install libgll-mesa-glx
[Fedora 10]

# yum install codeblocks

2.2. Installing GPH SDK
1) For Window OS
-. Run GPH_SDK.exe to start installing GPH SDK
-. This document is based on an assumption that GPH SDK is installed at
C:WProgram Files##*CAANOOWGPH_SDK directory.

2) For Linux OS

-. Unzip the installation file, GPH_SDK.tar.gz, at the home directory.
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3. Compiler Settings

3.1.  Native Compiler Settings

3.1.1. Compiler installation directory

Compiler and debugger settings @EI&J
Global compiler settings
Selected compiler
b [GMU GeC compiler -]
[ Set as default ] [ Copy ][ Rename ] Delete Reset defaults
G|Db3|tE_DmDi|E!F | Compiler settings | Linker settingsl Search directories | Toolchain executables |+ | »
settings
Compiler's installation directory
C:¥Program Files®CodeBlocks®MinGW E] Auto-detect
— MOTE: All programs below, must exist either in the "bin" sub-directory of this
path
Batch builds Program Files | Additional Paths

C compiler: mingw32-gcc.exe [es)
C++ compiler: mingw32-g++.exe [
Linker for dynamic libs:  mingw32-g++.exe E]

Debugger settings Linker for static libs: ar.exe E]
Debugger: gdb.exe E]
Resource compiler: windres. exe E]
Make program: mingw32-make.exe [cd)

oK ] [ Cancel

The above screenshot shows settings of host compiler. Host Compiler defaults
to MinGW Compiler that gets automatically installed when installing CodeBlocks.
It's recommended to use the original setting as shown above. When CodeBlocks is
installed in other directory, you can change “Compiler’s installation directory” with

the directory.

In order to change settings:

From “Settings” menu, select “Compiler and Debugger”.
On “Selected compiler” list, select “GNU GCC Compiler”.

From tab menu, select “Toolchain executables”.

P wNRE

From sub-tab menu, select “Program Files".
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3.1.2. Additional Paths

[ Compiler and debugger settings E@lﬁ

Global compiler settings

Selected compiler

|GNU GCC Compiler -
’ Set as default l ’ Copy H Rename ] Delete Reset defaults
Global compiler | Compiler settings | Linker settings | Search directories| Toolchain executables [[ «[»
settings
Compiler's installation directory
C:¥Program FilesWCodeBlockstMinGW [Q Auto-detect
MOTE: All programs below, must exist either in the "bin" sub-directory of this
path

Batch builds Program Files| Additional Paths

CWWGPH_SDICHDGEW b dll
C:¥GPH_SDKWibdll

Debugger settings

Add Edit Delete

“Additional Paths” assigns an extra path that is needed when compiling or
executing a program. The above case shows how the paths are assigned for the

directories containing Window DLL files required to compile or execute a program.

In order to change settings:

From “Settings” menu, select “Compiler and Debugger”.
On “Selected compiler” list, select “GNU GCC Compiler”.
From tab menu, select “Toolchain executables”.

From sub-tab menu, select “Additional Paths”.

Click “Add” button to add a directory.

v AW DNH
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3.1.3. Compiler installation directory (Linux)

Compller and debugger settings x
r Selected compiler
) GNU GCC Compiler =
Set as default Copy Rename Delete Reset defaulis

Global compiler Setings < compiler settings  Linker settings ~Search directories | Toolchain executables| )

Compiler's installation directory

| Jusr .. || Auto-detect

MNOTE: All programs below, must exist either in the "bin™ sub-directory of this

Batch builds path »
or in any of the "Additional paths"”...

Program Files | Additional Paths

C compiler: |gcc

Debugger settings

C++ compiler: |g++

Linker for dynamic libs: |g++

Linker for static libs:

Debugger: |gdb

Resource compiler: |

Make program: [ make

[ar I
|

The above screenshot shows settings of host compiler. Host Compiler defaults
to GCC Compiler that gets automatically installed when installing CodeBlocks. It's
recommended to use the original setting as shown above. When CodeBlocks is
installed in other directory, you can change “Compiler’s installation directory” with

the directory.
In order to change settings:
From “Settings” menu, select “Compiler and Debugger”.

On “Selected compiler” list, select “GNU GCC Compiler”.

From tab menu, select “Toolchain executables”.

O N o wn

From sub-tab menu, select “Program Files".
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3.2.  Cross Compiler Settings

3.2.1. Compiler installation directory

[ Compiler and debugger settings lﬂlﬂl&]

Global compiler settings

Selected compiler

[6NU ARM GCC Compiler -
[ Set as default ] [ Copy ][ Rename ] Delete Reset defaults
Global compiler | compiler settings | Linker settings | Search directories | Toolchain executables I ) [

cettings
Compiler's installation directory

C:#GPH_SDKWtoolstWacc4.0.2-glibc-2.3.6%arm-linux N | e s

MOTE: All programs below, must exist either in the "bin" sub-directory of this

o

path
Batch builds m’m‘

C compiler: arm-linux-gee. exe (e
C++ compiler: arm-inux-g++.exe (eee)
Linker for dynamic ibs:  armelinue-g++.exe E]

Debugger settings Linker for static libs: arm-linux-ar.exe E]
Debugger: arm-linux-gdb.exe E]
Resource compiler: E]
Make program: make.exe (ees)

oK ] [ Cancel

The above screenshot is for settings of Cross Compiler. As the Cross Compiler,
GCC Cross Compiler included in GPH SDK shall be used. Assign the executable

files and the directory where Cross Compiler is installed.

In order to change settings:

From “Settings” menu, select “Compiler and Debugger”.
On “Selected compiler” list, select “GNU ARM GCC Compiler”.

From tab menu, click on “Toolchain executables”.

P wNRE

Change “Compiler”s installation directory” to the directory where compiler is
installed.
From sub-tab menu, select “Program Files".

Click on explore button to select the relevant executable file.
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3.2.2. Additional Paths

Compiler and debugger settings E@g

Global compi

Selected compiler

[GMU ARM GCC Compiler ~|
[ Set as default ] [ Copy ][ Rename ] Delete Reset defaults
Global compiler Compiler settings | Linker settings | Search directories | Toolchain executables | A1
settings | I I |
Compiler's instaliation directory
-
i C:GPH_SDKWtoolsttgcc—.0.2-glbc-2.3.6Warm-inux  [-..] [ Auto-detect
"’4& MOTE: All programs below, must exist either in the "bin" sub-directory of this
path

Batch builds Program Files | Additional Paths

Debugger settings

[ Add ] [ Edit ] [ Delete ] [ Clear

[ 0K J[ Cancel ]

"Additional Paths” assigns an extra path that is needed when compiling or
executing a program. The above case shows how the paths are assigned for the

directories containing Window DLL files required to compile or execute a program.

In order to change settings:

From “Settings” menu, select “Compiler and Debugger”.

On “Selected compiler” list, select “GNU ARM GCC Compiler”.
From tab menu, select “Toolchain executables”.

From sub-tab menu, select “Additional Paths”.

Click on “Add” button to add a directory.

wipdpw iR
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3.2.3. Compiler installation directory (Linux)

~ Compller and debugger settings x
r Selected compiler
) GNU ARM GCC Compiler =
Set as default Copy Rename Delete Reset defaulis

Global compiler settings ¢ compiler settings  Linker settings  Search directories | Toolchain executables | »

5--" k Compiler's installation directory
|;’hDme;‘simDn,-"GPH_SDH;‘toolsfgcc-&ld»glibc—l?-eabi - || Auto-detect
MNOTE: All programs below, must exist either in the "bin” sub-directory of this
Batch builds path

or in any of the "Additional paths”™...

Program Files | Additional Paths

C compiler: | arm-Eph-linux-Enueabi-Ecc

Debugger settings

C++ compiler: | arm-gph-linux-gnueabi-g++

Linker for dynamic libs: | arm-gph-linux-gnueabi-g++

Linker for static libs:

Debugger: |anﬂ—gph—linux—gn ueabi-gdb

Resource compiler: |

|

|

|
|anﬂ—gph—linux—gn ueabi-ar | s

|

|

|

Make program: |make

The above screenshot is for settings of Cross Compiler. As the Cross Compiler,
GCC Cross Compiler included in GPH SDK shall be used. Assign the executable

files and the directory where Cross Compiler is installed.

In order to change settings:

From “Settings” menu, select “Compiler and Debugger”.
On “Selected compiler” list, select "GNU ARM GCC Compiler”.
From tab menu, click on “Toolchain executables”.
10. Change “Compiler”s installation directory” to the directory where compiler is
installed.
11. From sub-tab menu, select “Program Files".

12. Click on explore button to select the relevant executable file.
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4. New Project

41.  Creating Project
1) For Window OS

Templetes for create new project will be automatically installed at your installed

codeblocks directory.

2) For Linux OS

Copy template files to the codeblocks directory manually.

This will update config.script, and copy gp2x templetes to the codeblocks.

# cp GPH_SDK/tools/codeblocks/wizard/* /usr/share/codeblocks/templates/wizard
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GPH SDK 10.08

4.2.

Using Templates

MNew from template l&]
Projects Category: [4AII categoriess v] [ Go ]
Build targets - -

@ a =
Custom ' '
AVR Project Code::Blocks Console D application
User templates plugin application
O 8 [ =
Direct/¥  Dynamic Link  Empty  FLTK project
project Library project
GLFW GLUT ;
@L @"' WiZ R
GLRW GLUT GPZX GTK+
project project project project
- View as
MI- |_ _.rf fr - .
ﬁ E,.ﬁ- - S @ Large icons
Irrlicht Kernel Mode Lightfeather Ogre project i) List
nroiart Mirivar nroiert o

3. Press Go

TIP: Try right-clicking an item

1. Select a wizard type first on the left
2. Select a specific wizard from the main window (fiter by categories if needed)

GPH SDK includes templates that allow you to create a project easily. There are

two sets of templates available in GPH SDK. One is for game software

development and the other is for application development. These templates get

automatically installed when installing GPH SDK. If you want to manually install

templates that you need, please refer to GPH_SDK/tools/codeblocks directory. #

In order to create a project using template:

> w N

From “File” menu, select “New” -> “Project

”

From the list in left, select “Projects”.

Click "GP2X project” icon.

Follow the guides of project creation wizard to create a project.
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GPZX project L.-E_?-J
Please select the location of GPH_SDK on your computer.
This is the top-level folder where GPH_SDK was installed (unpacked).
Please select GPH_SDK's location:
C:GPH_SDK )
< Back |[ Next = ] | Cancel

Assign the directory where GPH SDK is installed as shown above.

GPZ2X project E]

Please select the compiler to use and which configurations
you want enabled in your project.

Compiler:

[#Iireate "Debua® configuration: | host

"Debug” options
Output dir.: hostii

Objects output dir.: | .host#

Create "Release” configuration: | target

"Release” options
Output dir.: targetw

Objects output dir.: | .target®

< Back ” Finish l[ Cancel

Assign host and target compile option as shown above.
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5. Project/target options

5.1.  Project settings

Project/targets options L&J

: Project settings || Buid targets | Build scripts | Notes | C/C++ parser options | Debugger

Title: 2D Tutorial

Platforms: Al B
Filename: C:GPH_SDKWprojectW2D Tutorizi 2D Tutorizl.cbp

Makefile: Makefile

[] This is @ custom Makefile
(the file must exist, no Makefile wil be auto-generated)

Precompiled headers: Strategy
() Generate PCH in a directory alongside original header
") Generate PCH in the object output dir
@ Generate PCH alongside ariginal header (default)

If you change the strategy used for PCH generation,
please delete the old PCH file {or directory) manually to avoid conflicts...

Object names generation: [C] Generate extended object names (i.e. "foo.cpp.o” instead of "foo.o")
(this setting is mosthy useful for large projects contzining similarty named files
differing on extension only)

[ Project's dependencies... l [ Project's build options...

l 0K ” Cancel ]

Above screenshot shows how to set properties of project. If you are using

external Makefile, select “This is custom Makefile”.

In order to change settings:

1. Open a project or create a new one.
2. From “Project” menu, select “Properties”.

3. From tab menu, click “Project settings”.
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5.2.  Build targets options
5.2.1. Build targets -> host

Project/targets options

o |

Build targets

target

Project settings || Build targets | Build scripts | Motes | ¢/C++ parser options | Debugger

A

[= 9N
[= 8

Rename
Duplicate

Delete

Virtual targets...
Dependencies...
Re-order...

Build options...

Create project
from target...

Selected build target options

Platforms: Al

(-]

Type:

[Console application v]

[¥] Paus

Creat
Create .DEF exports file

Output filename:

Auto
Auto

Execution working dir: .
Objects output dir:

Build target files:

hostW20 Tutorial.exe

hostr

e when execution ends
te import library

-generate flename prefix
-generate flename extension

(-]
(-]

v DGE_Entry.cpp

Toagale checkmarks

Selected file properties

T B

(=]
=

” Cancel ]

Above screenshot shows how to set a build target when host-compiling. Object

files and executable files get created under "host” directory and it can be

changed with other directory when needed. All executable files are set to be

created with ".exe" extension.

In order to change settings:

d wbhH

Open a project or create a new one.
From “Project” menu, select “Properties”.
From tab menu, select “Build targets”.

On “Build targets” list, select “host”.

©GPH
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5.2.2. Build targets -> target

Project/targets options

)

Build targets

Project settings | Build targets | Build scripts | Notes | C/C++ parser options | Debugger

host

Add
Rename
Duplicate

Delete

Virtual targets...
Dependencies...
Re-order...

Build options...

Create project
from target...

Selected build target options

Platforms:

Type:

Output filename:

Execution working dir: .

Objects output dir:

Build target files:

Al (]

[Console application v]

[#] Pause when execution ends
Create import library
Create .DEF exports file
target®20DTutorial.gpe B

[¥] Auto-generate flename prefix
[7] Auto-generate filenarme extension

(-]
targetht E]

v DGE_Entry.cpp

[ Togale checkmarks ]

Selected file properties

Tl

2
-

H Cancel ]

Above screenshot shows how to set a build target when cross-compiling.

Object files and executable files get created under "target” directory and it can be

changed with other directory when needed. All executable files are set to be

created with ".gpe” extension.

In order to change settings:

d wbhH

Open a project or create a new one.
From “Project” menu, select “Properties”.
From tab menu, select “Build targets”.

On “Build targets” list, select “target”.
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5.3.  Project build options
5.3.1. Project build options (host)
5.3.1.1. Project build options -> Compiler settings -> Compiler flags

Project build options [= [ B [
2D Tutorial Selected compiler
LA [GHU GCC Compiler -

Compiler settings | Linker settings | Search directories | Pre/post buid steps | ¢l * [

Policy: [Append target options to project options v]

Compiler Flags | Other options | #defines|

Cateqories:
[<:AII categories= vl
v | Produce debuaging symbols [-g] -

Profile code when executed [-pagl

In C mode, support all ISO C90 programs. In C++ mode, remove GNU ¢
v | Enable all compiler warnings (overrides every other setting) [-wall]

Enable standard compiler warnings [-W]

Stop compiling after first error [-Wiatal-errors]

Inhibit all warning messages [-w]

Enable warnings demanded by strict IS0 C and IS0 C++ [-pedantic]

Treat as errors the warnings demanded by strict IS0 C and IS0 C++ [-

Warn if main() is not conformant [-Wmain]

Strip all symbals from binary (minimizes size} [-5]
[ T T R p— e A (Eme AN T AT
i n | 3

[ oK ][ Cancel ]

Above screenshot shows how to set "“Compiler Flags” from the compile option

of host compiler.

In order to change settings:

1. Open a project or create a new one.

2. From "Project” menu, select “Build options”.

3. From the list in left, select “host".

4. On “Selected compiler” list, select “GNU GCC Compiler”.
5. From tab menu, click “Compiler settings”.

6

From sub-tab menu, click “Compiler flags”.
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5.3.1.2. Project build options -> Linker settings -> Other linker options

Project build options (=]
2D Tutoril Selected compiler
target |GNU GCC Compiler ]

Compiler settings | Linker settings | Search directoriesl Pre/post build stepsl |5

Policy: ’Append target options to project options v]

Link libraries: Other linker options:

-Imingw32 -
-ICBLibrary

-lopengl32

-ISDLmain

-ISDL

-ISDL_image.dll

-ISDL_mixer

JSDL_tHf

Edit | | Delete || Clear 1

Copy al to...

[ oK J[ Cancel ]

This screenshot shows how to set libraries from linker option of host compiler.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “host”.

On “Selected compiler” list, select “"GNU GCC Compiler”.

From tab menu, click “Linker settings”.

o HdwNRE

Click “Add” button to add a library or you may directly input from linker

options.
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5.3.1.3. Project build options -> Search directories -> Compiler

Project build options

. target |GNU GCC Compiler

=5
2D Tutorial Selected compiler

)

Compiler | Linker | Resource compiler |

| Compiler settings | Linker 5etting5| Search diFf:?CtDFiE!Sl Pre/post build stepsl Gt

Palicy: ’Append target options to project options v]

C:¥GPH_SDKWDGEWInClude
C:¥GPH_SDIMWDGEWIncludewindows
C:¥GPH_SDIMWDGEMincludewsDL
C:WGPH_SDICMinclude

Add Edit Delete

[ Clear ][Copyallto...

This screenshot shows how to set a path to a header file from compile option

of host compiler.
In order to change settings:

Open a project or create a new one.
From “Project” menu, select “Build options”.

From the list in left, select “host".

From tab menu, click “Search directories”.
From sub-tab menu, click “Compiler”.

Click “Add” button to add a path to a header file.

No v wDNR

On “Selected compiler” list, select “"GNU GCC Compiler”.

"
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5.3.1.4. Project build options -> Search directories -> Linker

[ Project build options =NRCIN X )

20 Tutorial Selected compiler

|GNU GCC Compiler -

| Compiler settings I Linkersetting5| Search directories | Pre/post build steps I | ] 12

| Compiler | Linker | Resource compiler|

Policy: [Append target options to project options v]

C:M'GPH_SDKWDGEWibtthost
C:MGPH_SDKWib¥host

Add Edit Delete [ Clear HCopyaIIto...

This screenshot shows how to set the path of libraries from linker option of

host compiler.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “host”.

From “Selected compiler” list, select “GNU GCC Compiler”.
From tab menu, click “Search directories”.

From sub-tab menu, click “Linker”.

Click “Add” button to add a path to library.

No v wDNR
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5.3.2. Project build options (target)
5.3.2.1. Project build options -> Compiler settings -> Compiler Flags

Project build options lilglﬁ
2DTutorial Selected compiler
i host ; -
|GNU ARM GCC Cormpiler ]

Compiler settings | Linker settings | Search directories | Pre/post build steps [ i * [ *

Palicy: [Append target options to project options vl

Compiler Flags | Other options | #defines|

Cateqgories:
’<AII categoriass v]

»

v Enable all compiler warnings (overrides every other setting) [-wall]
Enable standard compiler warnings [-W]
Stop compiling after first error [-Wiatalerrors]
Inhibit all warning messages [-w]
Enable warnings demanded by strict 15O C and IS0 C++ [-pedantic]
Treat as errors the warnings demanded by strict 1SO C and I1SO C++ [-
warn if main() is not conformant [“Wmain]
v Strip all symbaols from binary {minimizes size) [-5]
Optimize generated code (for speed) [-0]
Optimize more (for speed) [-01]
Optimize even more (for speed) [-02]
v Optimize fuly (for speed) [-03] -
i | m | 3

laatin |

oK ] [ Cancel

The above screenshot shows how to set “Compiler Flags” from the compile

option of cross compiler.

In order to change settings:

1. Open a project or create a new one.

2. From "Project” menu, select “Build options”.

3. From the list in left, select “target”.

4. On “Selected compiler” list, select “"GNU ARM GCC Compiler”.
5. From tab menu, click “Compiler settings”.

6

From sub-tab menu, click “Compiler flags”.
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5.3.2.2. Project build options -> Linker settings -> Other linker options

f Project build options =NpeEy X

2D Tutorial Selected compiler

|GNU ARM GCC Compiler -

Compiler settings | Linker settings | Search directoriesl Pre/post build steps | {50 24

Policy: [Append target options to project options v]

Link libraries: Other linker options:

-DGE -
-opengles_lite

-lglport

-ISDLrmrain

-SDL

-ISDL_image

-ISDL_mixer

-SDL_ttf

png

-Ipthread
-Its
smpeg
freetype

Edit | | Delete | | Clear 1
C

l i} | 3

to
I to...

7]

opy

oK l [ Cancel

This screenshot shows how to set libraries from linker option of cross compiler.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “target”.

On “Selected compiler” list, select “GNU ARM GCC Compiler”.

From tab menu, click “Linker settings”.

o p wbhNRE

Click “Add” button to add a library or you may directly input from linker

options.
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5.3.2.3. Project build options -> Search directories -> Compiler

Project build options @@ﬁ
2DTutoril Selected compiler
-~ host = -
|GNU ARM GCC Compiler |

| Compiler settingsl Linker 5ettings| Search directories | Pre/post build stepsl | 14

Compiler | Linker | Resource compiler |

Palicy: [Append target options to project options vl

C:WGPH_SDKWDGEWiInclude
C:WGPH_SDKWDGEWIncludetWsDL
C:WGPH_SDKWinclude

Add Edit Delete [ Clear I[Copyallto...

[ oK ” Cancel ]

This screenshot shows how to set a path to a header file from compile option
of cross compiler.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “target”.

On “Selected compiler” list, select "GNU ARM GCC Compiler”.
From tab menu, click “Search directories”.

From sub-tab menu, click “Compiler”.

No v wNRE

Click “Add” button to add a path to a header file.
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5.3.24. Project build options -> Search directories -> Linker

[ Project build options =NRCI X

2D Tutorial Selected compilar

host GNU ARM GCC Compiler -

| Compiler settings | Linkersetting5| Search directories I Pre/post build steps I o[ [

| Compiler| Linker | Resource compiler|

Palicy: [Append target options to project options v]

C:¥GPH_SDKWDGEWIibYtarget
C:¥GPH_SDKWIib¥target

Add Edit Delete ’ Clear ] [Copyall to...

[ oK ]’ Cancel ]

This screenshot shows how to set the path of libraries from linker option of

cross compiler.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “target”.

From “Selected compiler” list, select “"GNU ARM GCC Compiler”.
From tab menu, click “Search directories”.

From sub-tab menu, click “Linker”.

Click "Add” button to add a path to library.

No v, ®wDNRH
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54. Debugger

Project/targets options lﬁ

Project settings | Build targets | Build 5cript5| Note5| C/C++ parser options | Debugger |

Additional debugger search dirs:

Edit

Delete

Remote debugging support (GDB only!)

Selact target: | Remote connection | Additional commands |

o on type: [T+
ST Connection type: | TCP
Serial port: Baud: |115200 -

IP address: 192.168.0.20 Port: 1234

[ Do NOT adjust LD__LIBRARY__PATH befare launching the debugger

’ 0K H Cancel l

The above screenshot shows the setting for remote debugging. The remote
debugging only works when host machine and target machine are connected
through a network. Wi-Fi kernel module and tool for network connection can be
found under GPH_SDK/tools directory. From those tools, you can assign IP

address and port number of the target machine where gdbserver is running.
In order to change settings:
Open a project or create a new one.

From “Project” menu, select “Properties”.

From tab menu, click “Debugger”.

P wbhRE

On “Select target” list, select a target.
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6. Using Makefile

6.1. Host “Make” commands

Project build options =NACIE X
2D Tutorial Selected compiler
| orget |GNU GCC Compiler ]
| Pre/post build 5tep5| Custom variables| "Make" commands | I

IMPORTANT: These commands are ONLY used when the project is using a custom
Makefile.
Build project/target: $make CROSS_COMPILE=mingw32- -f $makefile $tar
Compile single file: $make CROSS_COMPILE=mingw32- -f $makefile $file
Clean project/target: $make CROSS_COMPILE=mingw32- -f $rmakefile cleai

Dist-clean project/target:  $make CROSS_COMPILE=mingw32- -f $makefile distc

Known variables: $make, $makefile, $target, $file

[ oK H Cancel ]

This screenshot shows the setting for host compile when using an external
Makefile. To compile by using Makefile, please refer to the section 5.1 Project
settings. It shows you how to set environmental variations of CROSS_COMPILE

and use them on Makefile.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “host”.

On “Selected compiler” list, select “"GNU GCC Compiler”.

From tab menu, click “Make commands”.

i AW DNMH
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6.2. Target "Make” commands

Project build options =HECIH X |
2D Tutorial Selected compiler
i host ¥ -
|GNU ARM GCC Compiler ]
| Pre/post build stepsl Custom variables| "Make" commands | e
IMPORTANT: These commands are ONLY used when the project is using a custom
Makefile.
Build project/target: $make CROSS_COMPILE=arm-linux- -f $makefile $tar
Compile single file: $make CROSS5_COMPILE=arm+linux- -f $makefile $file
Clean project/target: $make CROSS_COMPILE=arm-linux- -f $makefile clear

Dist-clean project/target:  $make CROSS_COMPILE=arm-linux- -f $makefile distc

Known variables: $make, $makefile, $target, $file

’ oK ][ Cancel ]

This screenshot shows how to set the options for cross compiling when using
an external Makefile. To compile by using Makefile, please refer to the section 5.1
Project settings. It shows you how to set environmental variations of
CROSS_COMPILE and use them on Makefile.

In order to change settings:

Open a project or create a new one.

From “Project” menu, select “Build options”.

From the list in left, select “target”.

On “Selected compiler” list, select “GNU ARM GCC Compiler”.

From tab menu, click “Make commands”.

i AW DNH
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6.3.  Makefile : example

Makefile is composed to be used on both host compile and cross compile. You

can simply use the editor to edit or add source codes, header files or libraries.

TARGET = 2DTutorial
OBJS = DGE_Entry.o
# for cygwin

# CROSS_COMPILE = arm-linux-

CcC = $(CROSS_COMPILE)gcc
CPP = $(CROSS_COMPILE)g++
SDK_HOME = C:/GPH_SDK

ifeq ($(CROSS_COMPILE),arm-linux-)

BIN = target/$(TARGET).gpe
INCS = -1$(SDK_HOME)/DGE/include -I1$(SDK_HOME)/DGE/include/SDL -I$(SDK_HOME)/include
CFLAGS = -Wall -O3 -fexceptions -fomit-frame-pointer -fPIC
LIBS = -L$(SDK_HOME)/DGE/lib/target -L$(SDK_HOME)/lib/target ¥

-ISDL -ISDL_image -ISDL_mixer -ISDL_ttf -IDGE -Iglport -lopengles_lite -lpng -Iz -Its -Ismpeg -Ifreetype
LFLAGS = -s
else
BIN = .host/$(TARGET).exe
INCS = -1$(SDK_HOME)/DGE/include -I$(SDK_HOME)/DGE/include/SDL -I$(SDK_HOME)/include
CFLAGS = -g -Wall -fexceptions
LIBS = -L$(SDK_HOME)/DGE/lib/host -L$(SDK_HOME)/lib/host

-Imingw32 -IDGE -lopengl32 -ISDLmain -ISDL -ISDL_image -ISDL_mixer -ISDL_ttf
endif
.co:

$(CC) $(INCS) $(CFLAGS) -c $< -0 $@

.cpp.o:

$(CPP) $(INCS) $(CFLAGS) -c $< -0 $@

$(BIN): $(OBJS)
$(CPP) $(OBJS) -0 $@ $(LIBS) $(LFLAGS)

all host target: $(BIN)

clean cleanhost cleantarget:
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