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1 Description
1.1 What is Premake ?
Premake is a build configuration tool developped by Jason Perkins.Describe your C++,C ..  software project using a lua interface. (source http://industriousone.com/introducing-premake)
- Microsoft Visual Studio 2002,2003,2005, and 2008,Express editions

- GNU Make,including Cygwin and MinGW

The version 4.1 added some experimental support for cross-compiling:
· 32 and 64-bit builds

· Mac OS X32- and 64 bits universal binaries

· Xbox 360

· Playstation 3

1.1.1 Premake Extended

In extension,the ITF team added the following features:

- Exludes files and filter by platform to support exclude files for a given platform

- Dependencies by project

- Crosslink to automize library name for a target/platform
- Auto preprocessor flags for configuration and platform

- ITF lua script to create the cross-platform configuration easily
- Support for source control support (Pending)
- Codewarrior for WII (Pending)

-…
1.1.2 Alias Glossary
In the documentation and lua configuration template files,we will use some alias to describe the right table to assign.
· #CONFIG_LIST# :List of configuration affected by your settings ,supported :
“Debug”,”Release”,”Final”,”Profile”

· #DEFINE_FLAGS_LIST# :List of Preprocessor flags
· #DEPENDENCIES_LIST# :List of project name depencendies for the current project
· #EXTRA_FLAGS# : extra flags for the compilation :

"ExtraWarnings"
:warning level 4
"FatalWarnings"
:error on warning

"FloatFast"
: fast math
"Optimize"

: perform a balanced set of optimizations. 

"OptimizeSize"
: optimize for the smallest file size.
"OptimizeSpeed"
: optimize for the best performance.
"NoEditAndContinue" : Disable support for Visual Studio’s Edit-and-Continue feature. 

· #FILE_TOADD : files or folder ,you want to add to your project
· #FILE_TOEXCLUDE_LIST# :List of files or folder ,you want to exclude from your project

· #INCLUDEPATH_LIST# :include paths for a project
· #INTERMEDIATEDIR# :object and intermediate file directory for a project, default is "$(ConfigurationName)"
· #LIB_LIST# :libraries added to the linking process
· #LIB_TOIGNORE_LIST# :libraries removed from the linking process
· #OUTPUT_LIB# :folder where the lib/exe will be copied,default is "../../lib"
· #PLATFORM_LIST# :list of platform set,  supported is “Native”,”PS3”, “Xbox360”
· #PROJECT_NAME# : project name
· #SOLUTION_NAME# :solution name
· #SOURCE_ROOT# :folder where the source code is present (under refactoring)
· #SRC_LANGUAGE# :compilation language supported “c”,”c++”
· #TARGET_DIR# :sets the destination directory for the compiled binary target ,default is "$(SolutionDir)$(ConfigurationName)"
· #TYPE_APPLICATION# :kind of application supported "ConsoleApp", "WindowedApp", "SharedLib" or "StaticLib"
1.2 How to setup a solution
1.2.1 Prepare the batch file
First, you need to make a batch file to run the solution build
You need to use a command line as the following:
premake_exe_path --file=your_solution_config.lua target
As example:

core\premake4_r.exe --file=start_premake_techno.lua vs2008
1.2.2 How to setup the solution
The file start_premake_SlnTemplate.lua describes how to build a solution.

1- Copy start_premake_SlnTemplate.lua and rename it with an appropriate name

2- Fill the “Custom Config Section” members as the following :

Members



sln_folder_name 
Folder destination where the solution will be created #FOLDER_DEST#

sln_solution_name
#SOLUTION_NAME#

sln_package_table 
List of table that describe each project

Project name #PROJECT_NAME#,

Project destination folder, it’s recommended to use #FOLDER_DEST# to group all solutions and projects at the same root
#FOLDER_DEST_PROJECT#,

Lua file that describe project settings #CONFIG_FILE_LUA#
sln_configuration 
#CONFIG_LIST#
The following is a solution configuration example:

sln_folder_name
= "solutions"

sln_solution_name 
= "techno"

sln_package_table =

{


{"CmdLineClient","solutions","config_cmdlineclient.lua"},


{"Editor","solutions","config_editor.lua"},

}

sln_configuration = {"Debug", "Release"}

sln_platforms_list = {"Native","PS3","Xbox360" }
3.Make sure that dofile("ITF_buildsolution.lua") is present

4.Your solution configuration file is now ready
1.3 How to setup a project

1.3.1 Initialization

1.Copy and rename config_PrjTemplate.lua with the same name used in your solution configuration for this project.
2. Setup default settings and project:
First call ITF_preparedefault() and ITF_setproject() and set source root, language and type application


ITF_setproject(#SOURCE_ROOT#,#SRC_LANGUAGE#, #TYPE_APPLICATION#)
#SRC_LANGUAGE# =  “C” or ”C++”

#TYPE_APPLICATION# = “ConsoleApp”, ”WindowedApp”, ”SharedLib” or ”StaticLib”

1.3.2 Compilation setup
1.Setup DEFINES: ITF_adddefines
Assign your preprocessor flags by configurations, platforms and list of flags

ITF_adddefines({#TABLE_CONFIG#}, {#TABLE_PLATFORM#},{#TABLE_FLAGS#})
2.Setup INCLUDE_PATH: ITF_includepaths
Assign the includepath for all platform and configuration

ITF_includepaths( {#INCLUDEPATH_LIST#})
3.Setup FILE_LIST : ITF_filelist
Assign the source files you want to add to your project

ITF_filelist(sourceroot,{#FILE_TOADD#},item)
Sourceroot is the folder where the source code is located ,set an item text if you    want to have an item in your project explorer

4. Setup EXCLUDE_FILE : ITF_excludes
Describe the excluded files from your project (all configuration,all platform)
ITF_excludes({#FILE_TOEXCLUDE_LIST#})
Compilation setup sample: 
--COMPILATION COMMANDS

ITF_setproject("../make/win32/Techno/","c++","ConsoleApp")

local sourceroot = package.defprj.sourceroot

ITF_filelist(sourceroot ,"**.cpp",”main”)

ITF_filelist(sourceroot,"**.h",”main” )
ITF_includepaths({





"$(SolutionDir)../../src",





"$(SolutionDir)../../extern",3





"$(SolutionDir)../../extern/enet/include"




})

ITF_adddefines("Debug","Native","_CONSOLE;GLFW_DLL")


ITF_adddefines("Release","Native","_CONSOLE;GLFW_DLL")


1.3.1 Link setup

1. Setup LibDirectories: ITF_libdirs
Folder directories where the libraries could be found



ITF_libdirs({#CONFIG_LIST#}, {#PLATFORM_LIST#},{#PATHLIB_LIST#})
2. Setup project dependencies: ITF_projectdependencies
Assign dependencies between projects


ITF_projectdependencies({#DEPENDENCIES_LIST#})

3. Setup ignore libraries : ITF_ignorelib
Assign libraries that you want to exclude from the linking process

ITF_ignorelib({#CONFIG_LIST#},{#PLATFORM_LIST#},{#LIB_TOIGNORE_LIST#})

4. Setup libraries to link to the project : ITF_links


ITF_links({#CONFIG_LIST# },{#PLATFORM_LIST#},{#LIB_LIST#})

5. Setup cross_platform libraries : ITF_crosslinks
For each library, its name will be rebuilt with configuration and platform 

naming convention

ITF_crosslinks({#CONFIG_LIST# },{#PLATFORM_LIST#},{#LIB_LIST#})
Sample:
--LINK SETUP

--Set the import lib directories Config,Platform, Lib paths

ITF_libdirs({#CONFIG_LIST#}, {#PLATFORM_LIST#},{#PATHLIB_LIST#})




ITF_projectdependencies({#DEPENDENCIES_LIST#})

--Ignore lib (usually WIN32 version) 

ITF_ignorelib({#CONFIG_LIST#},{#PLATFORM_LIST#},{#LIB_TOIGNORE_LIST#})

--Assign links for a specific configuration

ITF_links({#CONFIG_LIST# },{#PLATFORM_LIST#},{#LIB_LIST#})

--Assign cross links for a specific configuration/platform,name lib are built according the platform and configuration

ITF_crosslinks({#CONFIG_LIST# },{#PLATFORM_LIST#},{#LIB_LIST#})
2.0 Custom your own premake
(Under construction)
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