How to prepare Visual Studio 2005 for Maya C++ API
without Maya plug-in wizard

by Daniel Loran, Vrije Universiteit van Amsterdam

Maya plug-in wizard does not work properly with all versions of Visual Studio. It may fail to create a valid Visual Studio
project. If this is your case, the alternative is to setup Visual Studio 2005 for Maya APl manually. This document explains
how to do that.

Notice that you only have to perform this configuration once, in other words you create a template project from which
you will start any other Maya plug-in project.

Once you have tested this template project, you can simply copy the project’s directory and rename project files. All the
configuration data will be preserved.

Visual Studio 2005 set up for Maya C++ API
Open Visual Studio 2005
From the top menu select Tools > Options

in the Options dialog: Projects and Solutions > VC++ Directories

Options EE

. Environment Platform: Show directories for:

i--PerfDrmanceTuols Win32 ’Executableﬁles
- Projects and Selutions

- General

~ Build and Run $(VClnstallDir)bin -
- VB Defaults S(VCInstallDir)Platform SO bin

§(VSInstallDirCommaonT\Tools\bin

VCes Project Settings §(VSlnstallDir)CommenT\toals

SWsInstallDir)Commonide

. S{ProgramFiles)\HTML Help Workshop

- Text Editor $(FrameworkSDKDir)bin

- Database Tools S(FramewarkDir)S(FramewarkVersion)

- Source Control

- Debugging §(WSInstallDir)
. Device Tools S(VSInstallDirh\SDKW2.0\bin

5(SystermRoot)SysWowdd
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- HTML Designer
- Microsoft Office Keyboard Settings
- Test Toals Executable Directories

- Windows Forms Designer Path to use when searching for executable files while building a VC++ project.
Corresponds to environment variable PATH.




Under “Show directories for:” label, from the drop down menu select “Include files”.
Click on the folder icon to add new line.

Browse to the Maya installation directory and select the include directory.

- Environment Platform: Show directories for:

: Performance Tools [wmg;_ v] ’Incl.ude files
- Projects and Solutions

é----GeneraI .
i~ Build and Run -

.. VB Defaults S(VCInstallDirinclude

${VClnstallDirjatimfchinclude

... VC++ Project Settings S(WCInstallDir)PlatformSDK\include
S(Framework5SDKDirlinclude

- Source Control
- Text Editor
- Database Tools
- Debugging

- Device Tools

- HTML Designer

- Microsoft Office Keyboard Settings
- Test Tools Include Directories

- Windows Forms Designer Path to use when searching for include files while building a VC++ project.
Corresponds to environment variable INCLUDE.
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From the same drop down menu select Library files and add Maya’s lib directory.

- Environment Platform: Show directories for:

Performance Tools [Win}?_ V] ’Liblaly files
- Projects and Solutions

i General .
~Build and Run

- VB Defaults S(VCInstallDir)lib il
§(VCInstallDinatimfcilib

VC++ Project Settings §(VCInstallDin)atimfc\lib\i386

SWCInstallDir)PlatformSDEN ik

. S(FrameworkSDKDirlib

- Text Editor S (VSInstallDir)

- Source Control

- Database Tools S(WSInstallDir)lib
- Debugging

- Device Tools

- HTML Designer

- Microsoft Office Keyboard Settings
- Test Tools Library Directories

- Windows Forms Designer Path to use when searching for library files while building a VC++ project.
Corresponds to environment variable LIB.
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File > New > Project > Other Languages > Visual C++ > Win32 Project

Give it a name

Then in the Win32 Application Wizard click Next, select DLL and Empty project

ChErview Application type: Add commaon header files for:
Application Settings () Windows application
(7 Console application

(7 Static library

Additional options:
Empty project




Right-click on the project (not the solution!) and select properties
From the drop down menu next to the Configuration label select "All configurations"
On the left side go to Configuration Properties > Linker > General

Change the extension of the Output File to .mll (instead of .dll). This is a special extension that Maya recognizes as plug-
in.

“MayaHelloWorld Prope

Configuration: | All Cenfigurations V] Platform: [Active[Win_?Z] '] [ Cenfiguration Manager... ]

- Commaon Properties Output File ${0utDir\$(ProjectName).mll E

E| Configuration Properties Show Progress Mot Set

- General Version

- Debugging Enable Incremental Linking

- Linker Suppress Startup Banner Yes (fNOLOGO)
- General Ignore Import Library Mo
Register Qutput

Additional Library Directories

Link Library Dependencies

- Input

.. Manifest File

- Debugging
Sy;tem

- Optimization

.. Embedded IDL
- Advanced

- Command Line
H- Manifest Tool

- XML Document Genera
- Browse Information
- Build Events

- Custom Build Step

- Code Analysis Output File
. Web.DprymE”t i Override the default output file name.  (fOUT:[file])

= v .o L

LI

Use Library Dependency Inputs
Use UNICODE Response Files
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Go to Linker > Input > Additional Dependencies and add the following libraries:
Foundation.lib OpenMaya.lib OpenMayaUl.lib OpenMayaAnim.lib OpenMayaFX.lib OpenMayaRender.lib Image.lib

if you work with OpenGL you should also add here opengl32.lib

MayaHelleWorld Prope

Configuration: | All Configurations v] Platform: ’Activeﬂl"ﬁ.niz] T] [ Cenfiguration Manager... ]

- Commaon Properties Additicnal Dependencies Foundation.lib OpenMaya.lib OpenMayaULlib Dpe@

=- Configuration Properties Ignore All Default Libraries Mo
- General Ignore Specific Library

- Debugging Muodule Definition File

= Linker Add Module to Assembly

- General Embed Managed Resource File
- Input

- Manifest File

- Debugging

Force Symbol References
Delay Loaded DLLs

Assembly Link Resource
- Systern

- Optimization
- Embedded IDL
- Advanced
- Command Line
- Manifest Tool
- XML Document Genera
- Browse Information
- Build Events
- Custormn Build Step
- Code Analysis Additional Dependencies
~Web Deployment

- [ .t L

e B = s e

Specifies additional itermns to add to the link line (ex: kernel32.1ib); configuration specific.
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Click OK to close the Project Property Pages Window.



Add C++ class to your project and give it a name.
This is necessary because your project is empty and by default you will not see the C/C++ category under Configuration
Properties unless you have C++ classes in your project.

After that open the Project Properties again, insure that “All Configurations” are selected as in the steps before.
Go to Configuration Properties > C/C++ > Preprocessor > Preprocessor Definitions and add
WIN32;NDEBUG;_WINDOWS;NT_PLUGIN

‘MayaHelloWarld2 Property Pages o "

Configuration: | All Configurations v] Platform: ’Acti.'.reﬂ"ﬂ'i.nﬂ] T] [ Configuration Manager... ]

- Commaon Properties Preprocessor Definitions WIN3Z2:NDEBEUG:_ WINDOWS:NT_PLUGIN E]
- Configuration Properties Ignore Standard Include Path Mo
- General Generate Preprocessed File Mo

- Debugging Keep Comments Mo
- CIC++

- General

- Optimization

- Preprocessor

-. Code Generation

- Language

- Precompiled Heade
- Cutput Files

-. Browse Information
- fdvanced

- Command Line

-Linker

- General

- Input

- Manifest File
- Debugging
- System

et

Preprocessor Definitions
Specifies one or more preprocessor defines.  (/Dmacro])




Go to C/C++ > General > Additional Include Directories and add Maya’s include directory path:

"C:\Program Files\Autodesk\Maya8.5\include"

“MayaHelloWorld2 Propert

Configuration: | Active(Debug) v] Blatform: ’Activeﬂl"ﬁﬂl} T] [ Configuration Manager... ]

- Common Properties Additional Include Directories "CAProgram Files\Autodesk\Maya8.5\include” E]

El Configuration Properties Resolve Fusing References

- General Debug Information Format Program Database for Edit & Continue (/ZT)
- Debugging Suppress Startup Banner Yes (/nologe)

- GG+ Warning Level Level 3 (/W3)

- Detect 64-bit Portability Issues Yes (/Wp64)

- Optimization Treat Warnings As Errars Mo

- Preprocessor Use UNICODE Response Files Yes
- Code Generation

- Language

- Precompiled Heade
- Output Files

- Browse Information
- Advanced

- Command Line

+- Linker
+- Manifest Tool
#- XML Document Genera| |

+- Browse Information

+)- Build Bvents Additional Include Directories
#- Custom Build Step - | | Specifies one or more directories to add to the include path: use semi-colon delimited list if more

L [ '

m ' | than one.  (/I[path])

oK || cancel || Apply




Go to C/C++ > CommandLine > Additional Options and add:

/I "C:\Program Files\Autodesk\Maya8.5\include"

'MayaHelloWeorld2 Propert

Configuration: | Active(Debug) | Platform: |Active(Win32) T] [ Configuration Manager... ]

- Common Properties All options:

i Configuration Properties SOd /D "NT_PLUGIN" /D "_UNICODE" /D "UNMICODE" /D "_WINDLL" /G fEH=c /RTC1 /MDd = =
- General fFo"Debugy\" /Fd"DebughweBD.pdb” /W3 /nologe /o /Wpbd /Z1 /TP ferrorReport:prompt

- Debugging

g C/C++

- General

- Optimization

- Preprocessor

- Code Generation

- Language

- Precompiled Heade
- Output Files

- Browse Information
- Advanced

- Command Line

+)- Linker

+- Manifest Tool

#- XML Document Genera| |

Additional cptions:
/1"C:\Program Files\AutodeskiMaya8 5\include'|

+- Browse Information
+- Build Events
+)- Custormn Build Step

- [ '
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Go to Linker > CommandLine > Additional Options and add:
/LIBPATH:"C:\Program Files\AliasWavefront\Maya6.0\1ib"

/export:initializePlugin /export:uninitializePlugin

MayaHelloWorld2 Property Pages =

Configuration: | Active(Debug) * | Platform: | Active(Win32) T] [ Configuration Manag

=

- Common Properties All options:

=~ Configuration Properties /OUT:"F\Documents\Visual Studio 2005

- General WProjectsiMayaHelloWorld\Debug \MayaHelloWorld2.mil" ANCREMENTAL /MOLOGO /DLL
. Debugging SMANIFEST /MAMNIFESTFILE:"DebugMayaHelloWaorld2.mllintermediate. manifest” /DEBUG
G C/C++ fPDE:"f\documents\visual studic 2005
\projectsimayahelloworld\debug\MayaHelloWerld2.pdb” /SUBSYSTEM:WINDOWS
SMACHIME:X86 /ERRORREPORT:PROMPT Foundation.lib OpenMaya.lib OpenMayalLlib

- General OpenMayadnim.lib OpenMayaFilib OpenMayaRender.lib Image.lib kernel32.lib user32.lib
- Input gdi32.lib winspool.lib comdlg32.lib advapi32.lib shell32.lib ole32.lib cleaut32.lib uuid.lib

.. Manifest File cdbc32.lib ﬂ-dbccpﬂi_‘.lib{

- Debugging

= Linker

- System
- Optimization
- Embedded IDL
- Advanced

- Command Line
H- Manifest Tool

Additional cptions:
H- XML Document Genera

SUBPATH:"C:\Program Filesh\AliasWavefronthMayad. 04 lib"

- Browse Information SexportinitializePlugin fexportuninitializePlugin

r- Build Events
i Custom Build Step
- Code Analysis

LT [}

T

| | Cancel

Now your project is ready.

Don’t forget to add #include <iostream> to your class before building your project
on Windows.

When you build your project, the .mll file will be created inside the debug
folder of your Solution (not inside the debug folder of your Project!).

Example: F:\Documents\Visual Studio
2005\Projects\MayaHelloWorld\debug\MayaHelloWorld2.ml1l

and not: F:\Documents\Visual Studio
2005\ Projects\MayaHelloWorld\MayaHelloWorld\Debug




