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Custom Build Rule
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Custom Build Rule

m Properties might look like this:

OpenGL_3_Basic_Sample Pro

Configuration: lActive(Debug}

v] Platform: lActiveMin32)

vl l Configuration Manager... ]

» Common Properties
4 Configuration Propertie:
General
Debugging
s CfC++
» Linker
» Manifest Toaol
» XML Document Geng
> Browse Information
» Build Events
» Custom Build Step

B General

Output Directory %(SolutionDir)bin\$(ConfigurationName)

%(SolutionDir)tmp\$(ConfigurationName)
*objilk* tib* tli;* th* tmp;*.rsp;*. pgc* pod;* meta; $(TargetP

Intermediate Directory

Extensions to Delete on Clean

Build Log File

Inherited Project Property Sheets

Enable Managed Incremental Build
B Project Defaults

Configuration Type

Use of MFC

Use of ATL

Character Set

Commaon Language Runtime support

Whole Program Optimization

$(IntDir)\BuildLog.htm
Yes

Application (.exe)

Use Standard Windows Libraries

Mot Using ATL

Use Unicode Character Set

Mo Common Language Runtime support
Mo Whole Program Optimization

(=]

Output Directory

Specifies a relative path to the output file directory; can include environment variables.

I l Abbrechen | Ubernehmen
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Custom Build Rule

m Go to Build Events - Post-Build-Events

: =T
OpenGL_3_Basic_Sample Property Pages B

Configuration: lActive(Debug) v] Platform: lActiveMinﬂ) VI l Configuration Manager... ]

> Common Properties Command Line cd $(SolutionDir)bin\$(ConfigurationName)rd shadermd r

4 Configuration Propertie: Description |

General Excluded From Build No

Debugging

C/C++

Linker

Manifest Tool

XML Document Gene

Browse Infarmation

Build Events
Pre-Build Event
Pre-Link Event
|P{:-5t—BuiId Event|

» Custom Build Step

[

Command Line
Specifies a command line for the post-build event tool to run.
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Custom Build Rule

# In “Command Line” enter the command to be
executed.

m For example:

rd shader
md shader
copy "$(SolutionDir)shader\simple_shader.frag” "$(SolutionDir)\bin\$(ConfigurationName)\shader\simple_shader.frag"

cd $(SolutionDir)bin\$(ConfigurationName)
copy "$(SolutionDir)shader\simple_shadervert” "$(SolutionDir)\bin\$(ConfigurationName)\shader\simple_shader.vert”

¢ This will copy the two given shader-files every
time you do a build to the given directory.
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Shader Syntax-Highlighting

- simple_shader.vert| simple_shader.frag |

. TO enable Syntax- #version 130 // delete this line if using GLSL 1.2

precision mediump float; // delete this line if using GLSL 1.2

Highlighting for U —

uniform matd perspective;
uniform matd view;

GLSL-Shader e

// wertex-shader input variables

(endings *.vert, et e

in vec3 normal;

* -F r\a g) I n VISU aI // vertex-shader output variables (passed to fragment-shader)
°

out vecd frag color;
out vec3 world normal;

StUd I O’ use out vec4 world position;
NShader [1]

// transform normal into world space
vecd normal4 = vecd (normal, 0.0£);
world normal = (model * normald) .xyz;

// transform vertex to world-space
world position = model * vertex;

// Jjust pass color to fragment-shader
frag color = color;

// transform vertex down the pipeline
gl Position = perspective * view * model * vertex;
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