Install PS3 Eye Multi

Description
* this is PS3 Eye Freeframe Plugin for VVVV

* it use cmake to build your projectFiles
* o your projectFiles and your SourceCode is clearly seperated
* you can build your projectFiles for different IDEs (ie. VisualStudio/CodeBlocks ....)

Requirements:

CL Eye Platform Driver/ CL Eye Platform SDK
¢ http://codelaboratories.com/downloads/

CMAKE 2.6 or grater:

*  http://www.cmake.org/cmake/resources/software.html
¢ download and install

for OpenCV use
¢ download and install
e http://sourceforge.net/projects/opencvlibrary/files/opencv-win/1.0/

Configure CMake

* open PS3EyeMulti-source\source\CMakeLists.txt

PROJECT( ps3EyeFreeFrame CXX C)

MESSAGE(STATUS " "
MESSAGE(STATUS "Configuring: $ {PROJECT NAME!}")
MESSAGE(STATUS " "

CMAKE MINIMUM REQUIRED(VERSION 2.6 FATAL ERROR)

SET(OPENCV1.0_PATH "C:/Program Files (x86)/OpenCV")
SET(CL_EYE SDK PATH "C:/Program Files (x86)/Code Laboratories/CL-Eye Platform
SDK")

SET(VVVV_PATH "E:/000_ WORK/001 CODING/Vvvv-45beta25.1/bin")

SET(CMAKE MODULE PATH "${CMAKE CURRENT SOURCE _DIR}/ cmake")
INCLUDE(CommonConfig)
INCLUDE(MacroOptional AddSubdirectory)

# ADD YOUR PROJECTS HERE

MACRO OPTIONAL ADD SUBDIRECTORY (PS3EyeMulti)

* set Path to OpenCV

* set Path to CL Eye Platform SDK

* set Path to vvvv

» ifit's true, your IDE (i.e VisualStudio) will copy your Plugin to <vvvvPath>\freeframe

* add subdirectories here (is done allready), this will be your Projects


http://www.cmake.org/cmake/resources/software.html
http://codelaboratories.com/downloads/
http://sourceforge.net/projects/opencvlibrary/files/opencv-win/1.0/
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File Toals Options  Help

Where is the source code: I Browse Source. ., |
Where to build the binaries: I LI Browse Build. .. |

Search: ¥ Grouped v Advanced 5P Add Entry | 0 Rernowve Entey |

Mame

| I i3

Press Configure bo update and display new values inred, then press Generate ko generate selected build files,

Configure | Generate Current Generator: None

open CMake (cmake-gui)

set source to PS3EyeMulti-source\source

set build to PS3EyeMulti-source\build

click configure

. CMake 2.8.4 - C:/Users/NOD, Desktop/freeFrameExtended/build =101x]

File Toaols Options  Help

‘Where is the source code: IC:,I'LlsersINOD,I'DeskJ:0|:|,|'FreeFrameExtendedIsnurce Browse Source, ., |
here ko build the binaries: I s fUsers oD DeskiopfFreeFrameExtended/build ;I Browuse Build, .. |

Search: I v Gronned W oadvanred 28 Add Frkes I 8 Remove Entry |
e . cmakegui 2lx|———
Mame

apecify the generator For this project

visual Studio

f* se default native compilers

" Specify native compilers

|

™ Specify toalchain file For cross-compiling _'I
Pi

Zonfigure |

™ Specify options For cross-compiling Files.

< Back | Finish I Cancel

select you IDE (i.e. VisualStudio) click Finish




File Tools Options Help

=10l x|

where is the source code: IC:Il'LIsers,I'NODII'Deskl:cupll'FreeFrameExtendedp’source Browse Source. ., |
Where to build the binaties: |C:,I'Llsers,I'NOD,I'DeskJ:op,l'FreeFrameExtended,l’build ;l Browse Build. .. |

Search; ¥ Grouped W Advanced  gp Add Enkrey | Renmoe Entry |

Press Configure to update and display new values in red, then press Generate to generate selected build Files.,

Canfigure | Generate | Current Generator: Wisual Studio 9 2005

Configaring: TenplateExtlpenCW

Configaring: TenplateExt

Configuring done

< |

ADLD _FREEFRAME PLUGIN: TemplateExtOpenCW == FreeFrame. cpp;TemplateBExtOpenCV. cpp;FreeFrame def =

ADD FREEFPAME PLUGIN: TemplateExt »> FreeFrame. cpp;:TemplateExt. cpp;FreeFrame.def »> FreeFrame. ]

0

* Click Generate
* and your VisualStudioProject will be make
* you will find it at

PS3EyeMulti-source\build\PS3EyeMulti.sln

Configure VisualStudio
* set your PluginProjet to startProject

* set your Configuration to Realese
=
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* go to Project-Properties/Debugging/Comand

* set path to vvvv.exe

* set/o "path to your Patch.v4p"
o COPY PS3EyeMulti-source\freeframe\PS3EyeMulti help.v4p
°© TO  vvvv\freeframe

TemplateExtOpenC¥-Eigenschaftenseiten d |
KonFiguration: IAktiv(Release) j PlaktFarm: IF\ktiv(Win32) j Konfigurations-Manager. .. |
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Debugging Befehl ;I
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Befehl
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* now you can RUN/DEBUG your Plugin

* hit F5 the Plugln will be build to PS3EyeMulti-source\freeframe)
* ifyouuse COPY _TO VVVV your patch will be open AND DEBUG

* IN CODE USE SOMTHING LIKE THAT TO DEBUG

char buffer[100];

OutputDebugString(bufter);

sprintf(buffer, "%i x %i1", FImageSize.width, FImageSize.height);




