PhysX Setup



Before we start with PhysX...

Make sure you have CMake installed: https://cmake.org/
As well as the DirectX SDK:

https://www.microsoft.com/en-ca/download/details.aspx?id=6812

Note: If your DirectX installation fails, uninstall all “Microsoft Visual C++ 2010 x32
or x64 Redistributable - 10.XXXX"” from your machine and try the installation again


https://cmake.org/
https://www.microsoft.com/en-ca/download/details.aspx?id=6812
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https://github.com/NVIDIAGameWorks/PhysX

Home Share View
<_

v > MacTavish > PhysX-40 > PhysX-4.0 > physx

A
Name Date modified Type Size
s Quick access
bin 1/22/2019 12:59 PM  File folder
[ Desktop * : 2 _
buildtools 1/22/201912:57 PM  File folder
= » : .
- Pociments compiler 1/22/2019 1:04 PM  File folder
=] Pictures of documentation 1/22/2019 1:00PM  File folder
mmactavi * include 1/22/201912:56 PM  File folder
datasets samples 1/22/201912:57 PM  File folder
Downloads snippets 1/22/2019 12:56 PM  File folder
physx source 1/22/201912:57 PM  File folder
) tools 1/22/2019 12:58 PM  File folder
provinces . : :
generate_projects.bat 12/21/2018 10:40 ...  Windows Batch File 2KB
B3 This PC generate_projects.sh 12/21/2018 10:40 ...  Shell Script 1KB
3 i ¢ platform_readme.htm 2/21/2018 10:40 ... rome O...
P 3D Objects € platf dme.html| 12/21/2018 10:40 Ch HTML D 1KB
I Desktop ¢ release_notes.html 12/21/2018 10:40...  Chrome HTML Do... 221 KB

E;'] Documents

In the extracted PhysX directory, run the generate projects.bat script to create the Visual Studio project
files
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CAWINDOWS\system32\cmd.exe

C:\Users\mmactavi\PhysX-4.8\PhysX-4.0\physx
Preset parameter required, available preset

android <
vcl2win32

vcl2win64 «
vcl4win32 «
vcl4win64 «
vcl5win32 «
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Select the appropriate version number
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3 Quick access
[ Desktop
Documents
[&=] Pictures

mmactavi
datasets
Downloads
physx
provinces

B This PC
) 3D Objects
[ Desktop

> MacTavish » PhysX-4.0 > PhysX-40 » physx > compiler > vc15win64

~
Name

CMakeFiles
sdk_samples_bin
sdk_snippets_bin
sdk_source_bin
%] ALL_BUILD.vcxproj
1 ALL_BUILD.vcxproj filters
D cmake_install.cmake
CMakeCache.txt
%] INSTALL.vexproj
1 INSTALL.vexproj filters
2 PhysXSDK.sln
%] ZERO_CHECK.vexproj
&1 ZERO_CHECK.voxproj filters

% % % %

Date modified

1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM
1/23/2019 2:26 PM

Type

File folder
File folder
File folder
File folder
VC++ Project

VC++ Project Filte...

CMAKE File
Text Document
VC++ Project

VC++ Project Filte...
Visual Studio Solu...

VC++ Project

VC++ Project Filte...

Now in the compiler/(VSversion) directory, you should have a

PhysXSDK:.sIn file.

Size

63 KB
1KB
2 KB
21KB
12 KB
1KB
100 KB
64 KB
1KB



NOTE:

TestProject Property Pages ? X
Configuration: | Active(Debug) v | Platform: |x64 v Configuration Manager...
4 Configuration Properties Enable String Pooling
General Enable Minimal Rebuild No (/Gm-)
b Project Master Settings Enable C++ Exceptions Yes (/EHsc)
Debugging Smaller Type Check No
VC++ Directories Basic Runtime Checks Both (/RTC1, equiv. to /RTCsu) (/RTC1)
. crees T A 1. treaded Debug UMTe)
Gen.eva.l i Struct Member Alignment Default
Optimization Security Check Enable Security Check (/GS)
Preprocessor . Control Flow Guard
Sode Genession Enable Function-Level Linking
Language 3
Precompiled Headers Enable Parallel Code Generation
Output Files Enable Enhanced Instruction Set Not Set
Browse Informatian Floating Point Model Precise (/fp:precise)
Rikanced Enable Floating Point Exceptions
All Options Create Hotpatchable Image
Command Line Spectre Mitigation Disabled
b Linker
P Manifest Tool
P XML Document Generator
b Browse Information
b Build Events
b Custom Build Step
b Code Analysis Runtime Library
Specify runtime library for linking. ~ (/MT, /MTd, /MD, /MDd)
< >

Under your project’s Properties -> C/C++ -> Code Generation, verify that your setting for “Runtime
Library” is the same for both your PhysX SDK project and your game’s project.



Build modes

the debug build can be useful for error analysis, but contains asserts used for SDK
development which some customers may find too intrusive for daily use.
Optimizations are turned off for this configuration.

the checked build contains code to detect invalid parameters, API race conditions,
and other incorrect uses of the APl which might otherwise cause mysterious
crashes or failures in simulation.

the profile build omits the checks, but still has PVD and memory instrumentation.

the release build is built for minimal footprint and maximum speed. It omits most
checks and instrumentation.



Running Snippet/Sample code

<« v P > MacTavish > PhysX-4.0 > PhysX-4.0 > physx > compiler » vcl5win84 > sdk_snippets_bin
~
Name Date modified Type Size
# Quick access 7 TG -

&1 SnippetPrunerSerialization.vexproj filters 1/23/2019 2:226 PM  VC++ Project Filte... 2 KB
. i ’ %] SnippetRaycastCCD.vexproj 1/23/2019 2226 PM  VC++ Project 57 KB
B Documents * B snippetRaycastCCD.vexprojfilters 1/23/20192:26PM  VC++ Project Filte... 2KB
=] Pictures # %] SnippetRender.vcxproj 1/23/20192:26 PM  VC++ Project 31KB
mmactavi 2 &1 SnippetRender.vcxproj filters 1/23/2019 2:26 PM VC++ Project Filte... 2 KB
datasets %45 Snippets.sin 1/23/2019 2226 PM  Visual Studio Solu... 88 KB
Powrlonils ] SnippetSerialization.vcxproj 1/23/2019 2226 PM  VC++ Project 57 KB
byt 21 SnippetSerialization.vexproj filters 1/23/2019 2226 PM  VC++ Project Filte... 2KB
Y (%] SnippetSplitFetchResults.vexproj 1/23/2019 2226 PM  VC++ Project 57 KB
ti 21 SnippetSplitFetchResults.vexproj filters 1/23/2019 2:26 PM VC++ Project Filte... 2KB
4 This PC %] SnippetSplitSim.vexproj 1/23/2019 226 PM  VC++ Project 57 KB
_;l 3D Objects &1 SnippetSplitSim.vexproj filters 1/23/2019 226 PM  VC++ Project Filte... 2KB

The sdk_snippets_bin subdirectory has a .sln file containing all the available PhysX Snippets
(examples)



Build the Snippets solution.

You can set one of the projects as
the StartUp Project so it will run
once the solution is built.

Solution Explorer

o E- @

4 @] Snippets
%] SnippetArticulation
%] SnippetBVHStructure
%] SnippetContactModification
%] SnippetContactReport
%] SnippetContactReportCCD
| SnippetConvert
SnippetConvexMeshCreate
| SnippetCustomJoint
SnippetCustomProfilel % Build
| SnippetDeformableMe Rebuild
SnippetDelaylLoadHoo 2
| SnippetHelloGRB Clean

SnippetHelloWorld
| SnippetimmediateMoc¢
Snippetioint

View
Analyze

Project Only

| SnippetLoadCollectior
SnippetMBP Incredibuild

| SnippetMultiThreading Scope to This
SnippetNestedScene

New Solution Explorer View
1 Cotewan

Profile Guided Optimization
Properties Build Dependencies
SnippetHelloWorld Project Prope Add
21 % Class Wizard... Ctrl+Shift+X
B Misc Manage NuGet Packages...

(Name) Set as StartUp Project
Project Dependencies Debug

Root ard
Remove
Rename
Unload Project
Rescan Solution
v (Name) Display Browsing Database Errors
Specifies the project name. Clear Browsing Database Errors
Open Folder in File Explorer
Nsight User Properties
Properties Alt+Enter




Linking to your Project

You need: the include files, DLLs, and .lib files
Navigate to physx\bin\(your build version)\checked

Copy all .dll files into your directory with your exe, copy all .lib files to your project’s
lib directory.

Navigate to physx\include and move folder content to your project’s include
directory. Do the same with the pxshared\include folder

Make sure to link the PhysX libraries to your project



Linking to your Project

You need: the include files, DLLs, and .lib files

Navigate to physx\bin\(your build version)\checked (or \debug)

| @ = | bin
€ - v 9

& Quick access

[l Desktop

[£| Documents

[&=| Pictures
mmactavi
datasets
Downloads
physx

provinces

Share

> MacTavish » PhysX-4.0 > PhysX-4.0 > physx > bin

R R G S

View

Name o
linux.clang
winx86_32.vc120.mt
winx86_32.vc140.mt
win.x86_32.vcl141l.mt
winx86_64.vc120.mt
win.x86_64.vc140.mt
win.x86_64.vc14l.mt

Date modified

1/22/2019 12:58 PM
1/22/2019 12:58 PM
1/22/2019 12:58 PM
1/22/2019 12:58 PM
1/22/2019 12:58 PM
1/22/2019 12:59 PM
1/22/2019 12:58 PM

Type

File folder
File folder
File folder
File folder
File folder
File folder

File folder



NOTE:

To link against your project, you will want to use the DLLs and .lib files generated
in debug mode when you are also running your project in Debug mode, and use
the files generated in checked mode when you are running your project in Release
mode.

If your project gives you linker errors or other unexpected issues when you try to
build it, verify that you are using the appropriate .dll and .lib files for your build
configuration.

<« v > MacTavish > PhysX-40 > PhysX-40 > physx > bin > winx86_64.vc141.mt
~
Name Date modified Type
# Quick access
checked 1/23/2019 2:43 PM File folder
[ Desktop b 4 2
debug 1/22/2019 12:58 PM  File folder
Hocianents , profile 1/22/201912:58 PM  File folder
=] Pictures ol release 1/22/201912:58 PM  File folder
mmactavi »



| < | checked . [} X

Home Share View - @
<« v 4 > MacTavish > PhysX-4.0 > PhysX-4.0 > physx > bin > winx86_64vcl4l.mt > checked v O | Search checked r

Name Date modified Type & Size i
% Quick access [ SnippetSplitFetchResults_64.exe 1/23/20192:43PM  Application 1,460 KB
[ Desktop A [ SnippetSplitSim_64.exe 1/23/20192:43PM  Application 825KB
5] Documents #  [&] SnippetStepper_64.exe 1/23/20192:42PM  Application 791KB
[&] Pictures # [ SnippetToleranceScale_64.exe 1/23/2019 242PM  Application 784 KB
mmactavi » [ SnippetTriangleMeshCreate_64.exe 1/23/2019 2:42 PM Application 580 KB
datasets [ SnippetVehicledW_64.exe 1/23/2019 2:43PM  Application 1,389 KB
o [5] SnippetVehicleContactMod_64.exe 1/23/20192:42PM  Application 1,384 KB
[#] SnippetVehicleMultiThreading_64.exe 1/23/2019 2:42PM  Application 1,374 KB
Bhysx [&] SnippetVehicleNoDrive_64.exe 1/23/2019242PM  Application 1,383KB
TestProject [ SnippetVehicleScale_64.exe 1/23/20192:42PM  Application 1,339 KB
[ This PC leeSninastiehiclalanlke Al s 1/23/2019 2:42 PM Application 1,391 KB
“J 30 Objects glut32.dll 12/21/2018 10:40 ...  Application extens... 268 KB
|2] PhysX_64.dlI 1/23/2019 2:42PM  Application extens... 2,768 KB
B Desktop 5] PhysXCommon_64.dil 1/23/2019242PM  Application extens... 1,881 KB
] Documents PhysXCooking_64.dll 1/23/20192:42PM  Application extens... 619 KB
¥ Downloads [] PhysXDeviceb4.dll 12/21/201810:40...  Application extens... 688 KB
D Music [%] PhysXFoundation_64.dIl 1/23/20192:41PM  Application extens... 524 KB
[&] Pictures )] PhysXGpu_64.dll 12/21/2018 10:40...  Application extens... 30,728 KB
& Videos B o T T — 1/23/20192:42PM  Exports Library File 34KB
& 0S(C) & PhysXCommon_64.exp 1/23/2019 2:42 PM Exports Library File 150 KB
£ PhysXCooking_64.exp 1/23/2019 2:42PM  Exports Library File 28KB
== DATA (D) #8 PhysXFoundation_64.exp 1/23/20192:41PM  Exports Library File 38KB
= mmactavi (\nsh.cs.ucalg 488 o ples 64.exp 1/23/2019243PM  Exports Library File 1KB
=¥ Network I Samples_64.ilk 1/23/2019 2:43 PM Incremental Linke... 10,575 KB
I3 SnippetArticulation_64.ilk 1/23/2019 2:42 PM Incremental Linke... 4,443 KB
n SnippetBVHStructure_64.ilk 1/23/2019 2:42 PM Incremental Linke... 2,792KB
I3 SnippetContactModification_64.ilk 1/23/2019 2:42PM  Incremental Linke... 4,465 KB
I3 SnippetContactReport_64.ilk 1/23/2019 2:42PM  Incremental Linke... 4,453 KB

161 items

Copy all DLL files to the same directory as the .exe file that runs your game



I &4 < | checked - (] X

Home Share View v o
<« v > MacTavish > PhysX-4.0 > PhysX-4.0 > physx > bin > winx86_64.vc14l.mt > checked v & | Search checked P
~
Name Date modified Type Size (e
s Quick access o
B PhysX_64.map 1/23/2019 2:42 PM Linker Address Map 6,131 KB
[ Desktop g S o
B PhysXCommon_64.map 1/23/2019 242PM  Linker Address Map 3,374KB
=] Documents A i by 1/23/2019 2:42PM  Linker Address Map 1,548 KB
=] Pictures # I 888 FastXml_static_64ib 1/23/20192:41PM  Object File Library 45KB
mmactavi » BEE LowlLevel_static_64.lib 1/23/2019 2:41 PM Object File Library 2,086 KB
datasets BH8 LowLevelAABB._static_64.lib 1/23/20192:41PM  Object File Library 1,533KB
Do 88 LowLevelDynamics_static_64.lib 1/23/2019241PM  Object File Library 5,926 KB
physx BER PhysX_64.lib 1/21/2019 2:30 PM Object File Library 56 KB
TetPic BER PhysXCharacterKinematic_static_64.lib 1/23/20192:41PM  Object File Library 1,043 KB
et 88 PhysXCommon_64.ib 1/21/20192:29PM  Object File Library 251KB
[ This PC 888 PhysXCooking_64.lib 1/21/20192:30PM  Object File Library 47K8
“J 30 Objects 88 PhysXExtensions_static_64.lib 1/23/20192:42PM  Object File Library 10,991 KB
I Desktop L] PhysXFoundation_64.lib 1/21/2019 2:29 PM Object File Library 65 KB
5 ; B8 PhysXPvdSDK _static_64.lib 1/23/20192:41PM  Object File Library 1,854 KB
ocuments
B8 PhysXTask_static_64.lib Object File Library 84 KB
¥ Downloads 888 PhysXVehicle_static_64.lib /23/20192:42PM  Object File Library 5,091 KB
J Music BB SampleBase_static_64.lib 1/23/20192:42PM  Object File Library 3,000 KB
[&] Pictures BE8 SampleFramework_static_64.lib 1/23/2019 242PM  Object File Library 1,194 KB
B Videos 888 SamplePlatform_static_64.lib 1/23/20192:42PM  Object File Library 1,197 KB
e 0S(C) BER SampleRenderer_static_64.lib 1/23/2019 2:42 PM Object File Library 10,188 KB
DATA (D3) L] Samples_64.lib 1/23/2019 2:43 PM Object File Library 2KB
. 2 BH8 SamplesToolkit_static_64.lib 1/23/2019 2:42PM  Object File Library 91KB
== mmactavi (\\nsh.cs.ucalg 2 2 5 : S
B8 SceneQuery_static_64.lib 1/23/20192:41PM  Object File Library 2475KB
Network BEB SimulationController_static_64.lib 1/23/2019 2:41 PM Object File Library 5,110KB
— ) ry
BB SnippetRender_static_64.lib 1/23/2019 2:41PM  Object File Library 112KB
B8 SnippetUtils_static_64.lib 1/23/2019 2:41PM  Object File Library 43KB
.- !astXml_statlc_M.pdb 1/23/2019 2241 PM Program Debug D... 132KB
&) LowLevel_static_64.pdb 1/23/2019 2:41 PM Program Debug D... 932 KB
161 items

Copy all .lib files to your project’s lib directory.



Include files

« o v 2

7 Quick access
¥ Desktop
| Documents
[&=] Pictures

mmactavi
datasets
Downloads
physx
TestProject

B4 This PC
) 3D Objects
B Desktop

Copy everything from the physx\include directory into your project’s include directory.

> MacTavish > PhysX-4.0 > PhysX-4.0 > physx

L O IR TR RS

~
Name

bin

buildtools

compiler

documentation

include

samples

snippets

source

tools
generate_projects.bat
generate_projects.sh
€ platform_readme.html

€ release_notes.html

Date modified

/2018 10:40 ...
/2018 10:40 ...

/2018 10:40 ...

Type

File folder
File folder
File folder
File folder
File folder
File folder
File folder
File folder
File folder
Windows Batch File

Shell Script

Chrome HTML Do...
Chrome HTML Do...

Size

2 KB
1KB
1KB
221 KB



< v P > MacTavish » PhysX-4.0 » PhysX-40 > pxshared

-~
Name Date modified Type Size

s Quick access

include 1/22/2019 1:00 PM File folder
Desktop

Do the same with the “include” folder in the pxshared directory that should have also been
included in the .zip download of the PhysX Git repository.



