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Building the Orx library on a Mac with
Code::Blocks

You can use Code::Blocks on a Mac in order to build the Orx library. | will assume that you have
covered the step at Cloning and building the Orx library on the Mac but have come here because you
would rather use Code::Blocks than gmake.

Downloading Code::Blocks for Mac

If you don't have Code::Blocks yet, you can download from here:
http://www.codeblocks.org/downloads/binaries#mac

on all versions of Mac OS X. If you don't want to upgrade your OS to try Codelite,

i i Unlike Codelite, Code::Blocks version 13.12 (the last from 2013) will happily work
try Code::Blocks instead.

Building Orx

Launch Code::Blocks. If this is the first time you have launched it, you will be asked what compiler to
use:
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[ ] [ ] Compilers auto-detection

Mote: After auto-detection, at least one compiler's master path is still empty and therefore invalid.
Inspect the list below and change the compiler's master path later in the compiler options.
Select you favourite default compiler here:

Compiler ~  Status Set as default
GMU GCC Compiler Detected

LLVM Clang Compiler Detected

Current default compiler: GNU GCC Compiler

Both compilers listed will alias back to the same one on the Mac. So you can just pick the LLVM if you
wish.
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@ CodeBlocks File Edit View Search Project Build Debug wxSmith Tools Tools+ Plugins Dox
‘o0 ® Start here - Code::Blocks 13.12

FeBEd «3 | 42a2|QARigr ¢ -

| &= = £ b2 »

Management Start here 3
41 | Projects  Symbols  Re »

O Workspace

Logs & others

4| /) Code:Blocks ¢3 'L Searchresults &3 /) Ccecc €3 €3 Build log ¢ # Build mo»

' Code::Blocks

The open source, cross-platiorm 1DE

Scanning for lexers in /orivate/var/folders/3h/43_gfzm7k9_x0wz6y22gys40000on/T/AppTranslocation/
1CB53BED-9230-4646-BDBB-CE9F1 ABAD1EE/d/CodeBlocks.app/Contents/Resources/share/codeblocks/lexers/ ...

Found 46 lexers

Loading lexer_ABBk
Loading lexer_ada
Loading lexer_angelscript
Loading lexer_bash
Loading lexer_batch
Loading lexer_kbibtex

Start here

default

Use Code::Blocks to open the workspace at orx/code/build/mac/codeblocks:

] Open file
g < Eoam=— E BEE [ codeblocks %
A Favorites locks » P§ Bounce.cbp
@ All My Fil te » M orx.cop
yres J 4 1 orxworkspace |
a ¢™ iCloud Drive 4 » P orxLiB.cbp
g ¥ Applications
\ =] Desktop
@ Documents
0 Downloads
Devices
Remote Disc
Tags
® Red
& Oranae
Enable: | All files (%)

orx.workspace

Created 7/6/18, 10:16 pm
Modified Yesterday
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Build the default config of Debug by selecting the Build Workspace menu from the Build menu.

Confirm the output of the build to ensure everything built correctly:

4 Searchresults & J Cccc €3 $3Buildlog 3 + Build messages 3 /) Cpp(»

File - Line Message
=== DBULLUZ UEDULIXIL LM Ors LLURDLLENS Ny Ul LURFLLED ) ==

waraing: directory not found for aption "-LAusps11B37°

=== Build: Debuglx32 in Bounce (compiler: GMU! GCC Compiler) =—
warning: directory not found for aption "-LAusr 118327

=== Build finished: @ error(s), 3 warning(s) (@ minute(s), 18 sec

Now to change from the Debug | x64 build to the Profile|x64 build on the Workspace tab.
Then build again.

Finally, switch to the Release | x64 configuration and build again.

Finding our Orx libraries

These are saved to the orx/code/libs/dynamic folder. Use finder to take a look at the output:

&, Search

=

Favorites | MName ~  Date Modified

@) Airbrop bin Today, 9:30 pm
9 build 21 May 2018, 12:29 pm
E) All My Files - Bt
9 demo 19 May 2018, 6:39 pm
¢ iCloud Dri... [ include 18 May 2018, 6:39 pm
A Applicatio.. M i 19 May 2018, 10:45 pm
v [ dynamic Today, 9:30 pm
(=] Desktop liborx.dylib Today, 9:30 pm
@ Documents liborxd.dylib Today, 9:28 pm
o o s i ! liborxp.dylib Today, 9:28 pm
> [ static 19 May 2018, 5:39 pm
Devices > E plugins 19 May 2018, 5:39 pm
pemote .. | » M src 19 May 2018, 5:39 pm

Tags
@ Red

L______________________________________________________________________________/
& Macintosh HD » [ Users » & canberra » Documents » [ orx » [ code

You can see the liborx.dylib, liborxd.dylib and the liborxp.dylib versions.

Well done. You have compiled the Orx library which can now be used in your own game projects.
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Now we are ready to make a game project of our own.
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