D3Edit and GCC compiler

To make scripts for your Descent 3 levels, you need the SDK; to compile your scripts, you
can use GCC.

Starting with version 2.1.41.54, the D3Edit installer may install a SDK folder and a GCC
folder inside the Editor folder. Those are the scripting tools for Descent 3. If you want to
make scripts for your levels, tick those scripting tools during the installation :

Setup - D3Edit

Select Components
Which companents should be installed?

Select the components you want to install; dear the components you do not want to
install. Click Mext when you are ready to continue,

[Full installation -
[¥] Scripting tools for Descent 3 (SDK and compiler) 22.2MB
[¥] Extract sound files from Descent 3 to use them in the editor 66,4 MB

Current selection requires at least 92.4 MB of disk space,

About  Help  Dateiliste [ < Back ][ Mext = ][ Cancel

Once the installation is done, launch the D3Edit.
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Default path to the virtual compiler is \Editor\SDK\virtualgcc.exe as you can see on the
picture of the "D3Edit-file-editor settings" window below :
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Scripting Configuration

Wwiaming Level—  — Debug Info = frtual Compiler Path:

{ None { ' Dptimize [CGamestDescen 3 EdionSDK bintwitu. . |

" Low * Debug

" Mediurm Seript Directary:

¢ High _ |E:'\GameshDescentS'\dS-sdH4"-.|:|siris

" %er High
Descent 3t Directon: |I::"-.Eames'xD escentd
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IPlay sounds needs ta extract all wavs from the d3 hag (] | Cancel |

{linto a cuztom way folder. Use O dialog for extracting.

Note: on the picture above, the path to the script directory is the one to a previous SDK
installation. The D3Edit installer did not change it. All my scripts are there, no need to change
it. Default setting is " \Editor\SDK\osiris". That is where your level.cpp, level.dll, level.msg
and level.o files will go.
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When your script is written, you ask to the Dallas to "save" your script :
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If the path to the Virtual Compiler was not set already, the D3Edit will ask you to select one.
Same if you want to change, just empty the Virtual Compiler path in the editor settings
window, and the D3Edit will ask you :

Message |2 |

You haven't configured a virtual compiler to use,
Please select the configure option
to configure a virtual compiler to use,

oK
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Lets say you choose the gcc compiler. Select virtualgcc.exe :

Regarder dans : I | bin L‘ = ITF B~
P Nom » Modifié le Type
‘*“b R rtualgee.exe 17/06/1999 1512 Application
Emplacements : e
récents mT virtualMS. exe 17/06/199915:12 Application
Bureau
Biblioth&ques
A
Ordinateur
& | r
Réseau Nom du fichier : l _:I | Ouvrir I
Types de fichiers : IDesc:ent 3 Virtual Compiler (" exe) ;i Annuler |

The D3Edit will create itself the path to the gcc/bin folder. All you have to do is select this
virtualgcc.exe file. No need to create a path in your system-advanced settings-environment
variables anymore.

Note: If you had GCC already installed somewhere in your computer and you want to use the
newly installed one, you have to rename the old folder before installing the D3Edit.

Hit "OK" and your script should be compiled now. "Done".

D3Edit and GCC compiler 4



	D3Edit and GCC compiler

