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Preparing for a release under Windows

The following acts as a tutorial and a reference checklist for preparing your build for release and
packaging for deployment. It covers preparing and inserting an icon for your executable, a checklist of
things for your config files, and finally to create a setup.exe.

Checking Library Dependencies

Orx on Windows depends on libgcc and libstdc++ being compiled in statically, which it is. Your project
needs to have these two libraries compiled in statically too, in order avoid the user being prompted
when running your application.

These libraries are supplied as part of the Microsoft Visual C++ Redistributable.

Any project you create using init should already be set up to compile in these libraries statically. If
your project isn't, you can add the following to your linker options: -static;-static-1libgcc -
static-libstdc++.

This step should not be necessary for Visual Studio users.

Code and Config pre-flight checklist

e Ensure that your [Resource] section has paths that will locate your config when you repackage
your binary, configs, assets and DLLs. For example:

Texture = ../../data # ./data

e Remove any test features from your code.

e Copy your bin and data folders to a new location. Remove any files that aren't needed. Remove
orxd.dll and orxp.dll. Only orx.dll is needed for release.

e Test your game .exe and ensure it works correctly with the folder structure changes.

Icon for your .exe

First, create your own icon for your program, using something like Gimp. Gimp can also write out the
Jico file format.

You'll need a resource.rc file added to your editor of choice. Things are easier in Visual Studio, but for
Codelite, you can follow these steps:

a) Create a .ico icon file, copy it to your src folder, and import it into your project. Right click the icon
file and “Exclude from Build”. b) Create an empty resource.rc (just a text file) file in the src folder, and
import it into your project. c¢) Create a reference to the icon by entering the following into the
resource.rc file:

MY ORX_GAME_ICON ICON "icon.ico"
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d) In your main code file, add the following #define line (after your #include lines):
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#define MY ORX GAME ICON 1

e) Compile, then check your executable file in file explorer. Your .exe should have an icon.

Creating your Setup Installer

e Download the Inno Setup Compiler http://innosetup.com.
e Launch it.
e Select the wizard option and work through the screens:

x

— Mew file
{~ Create a new empty script file

||

{¥ Create a new script file using the Script Wizard:

— Open file
" Openan existing script file

Example scripts...
Mare files. ..

l | &
[T Don't show this dialog again K I Cancel |
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Inno Setup Script Wizard x|

Welcome to the Inno Setup Script
Wizard

This wizard will guide you through the process of creating a
new Inno Setup script file, The results will be used to generate
a new script file which can be compiled directly or saved on
disk for later use,

Mot all features of Inno Setup are covered by this wizard, See
the documentation for details on creating Inno Setup script
files.

Click Mext to continue, or Cancel to exit this wizard.

[T Create a new empty script file

Inno Setup Script Wizard x|

Application Information
Please specify some basic information about your application.

Application name:

IMyGreatOrxGame

Application version:

|t.o
Application publisher:
IM\; Game Studio, Inc.

Application website:

Ihttp:waw.mygamest_ldinl com/

bold = required < EECk I MNext > I Cancel

Orx Learning - https://www.orx-project.org/wiki/


https://www.orx-project.org/wiki/_detail/tutorials/community/sausage/inno-01.png?id=en%3Atutorials%3Apublishing%3Apreparing_a_windows_release
https://www.orx-project.org/wiki/_detail/tutorials/community/sausage/inno-02.png?id=en%3Atutorials%3Apublishing%3Apreparing_a_windows_release

Last
update:
2025/09/30
17:26 (7
months
ago)

Inno Setup Script Wizard x|

Application Folder
Flease specify folder information about yvour application,
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Application destination base folder:
IF‘ru:ugram Files folder j

Application folder name:

IMyGreatOrxGame

¥ Allow user to change the application folder
Other:
[~ The application doesn't need a folder

Cancel

bold| = reguired < Back

Inno Setup Script Wizard x|

Application Files
Flease specify the files that are part of your application,

Application main executable file:

IC: \GameProjects\MyGreatGame My GreatGame, exe Browse. .. |
¥ Allow user to start the application after Setup has finished
[T The application doesn't have a main executable file
Other application files:
Add file(s)... |
Add folder. .. |
Edit. .. |
Remove |
bold = required < Back I Mext = I Cancel |

e Click “Add Folder”, and select the base folder of your game (bin and data are the subfolders).

» Say yes that files in the subfolders should be included.

* Choose options for the user, ie, the start folder name, uninstall icon, quick launch icon,
information files to show to the user, etc etc.

¢ You can then nominate an installation icon for the setup.exe to use.
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&» Untitled - Inno Setup Compiler 5.5.5 (a) - |EI|1|

File Edit View Buld Run Tools Help

Ul H @ s a0 e

; Script generated by the Inno Setup Script Wizard. =
; SEE THE DOCUMENTATICN FCR DETAILS ON CREATING INNC SETUP SCRIPT FILES!
[Setup]

; NOTE: The wvalue of AppId uniquely identifies this application.

; Do not use the same Appld wvalue in installers for other applications.
; (To generate a new GUID, click Tools Generate GUID inside the IDE.)
ZppId={{4ES9BF251-DCB3-4E39-B210-593119EDOSBA}

LppName=MyGreatOrxGame
AppVersion=1.0

;AppVerName=, reatOrxGame 1.0
LppPuklisher=My Game S5tudio, Inc.
EppPukblisherURL=http://www.mygamestudio. com/
RppSupportURL=http://www.mygamestudio.com/
LppUpdatesURL=http://www.mygamestudio. com/
DefaultDirName={pf}\MyGreatOrxGame
DefaultGroupName=MyGreatOrxGame
LllowNoIcons=yes
CutputBaseFilename=MyGreatGame
5etupIcanile=C:\Work\Iconﬂ\icon.ico
Compression=lzma

SolidCompression=yes

[Langnages]
Hame: "english"; MessagesFile: "compiler:Default.isl"

[Tasks]

Name: "desktopicon™; Description: "{cm:CreateDesktopIcon}"; GroupDescription: "{cm:AdditionalIcons}"; Flags: unchecked

Name: "guicklaunchicon™:; Description: "{cm:CreateQuickLaunchIcon}"; GroupDescription: "{cm:AdditionalIcons}"; Flags: unchecke

[File=s]

Source: "C:\GameProjects\MyGreatGame\MyGreatGame.exe"; DestDir: "{app!"; Flags: ignoreversion

Source: "C:\GameProjects\MyGreatGame\*"; DestDir: "{app!"; Flags: ignoreversion recursesubdirs createallsubdirs

; HOTE: Don't use "Flags: ignoreversion" on any shared system files —

[Icons]

Name: "{group}\MyGreatOrxGame"; Filename: "{appl}\MyGreatGame.exe"

Wame: "{groupii{cm:UninstallProgram, MyGreatOrxGame}"”; Filename: "{uninstallexe}"

Hame: "{commondesktopl\MyGreatOrxGame"; Filename: "{app}\MyGreatGame.exe"; Tasks: desktopicon

Hame: "i{nseranndatal\MicrnsnftiTnternet FxnloreriOnick TennchhMuGreatOrxFame”: Filename: "{annihvMuGRreatGame.exe": Tasks: n'irl;l
K ——— »
| 20: 28 |Modiﬁed | Insert | | 4

e Save the .iss script for later editing if need be.
e Select Build/Compile to create your Setup.exe to give out to the world.

That's all.

Additional Tips

There are a number of other things you might like to consider when packaging your release.
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