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the procedure to set up the i.MX31 PDK for building 3D
applications in the WinCE platform.

This application note also provides a series of steps to
configure eMbedded Visual C++. This helps to create new
3D applications that work with Open Graphics Library for
Embedded Systems (OpenGL ES), PowerVR (PVR) shell,
and OpenGL ES (OGLES) tools. OpenGL isthe language
used by most of the graphics hardware. PVR shell and
OGLES are a series of libraries and tools that aid the
development of 3D applications.

1.1 MBX Module Overview

The MBX R-S 3D Graphics Core is an Advanced
Microcontroller Bus Architecture (AMBA) compliant
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System-on-a-Chip (SoC) component. Figure 1 shows atop-level block diagram of the MBX R-S 3D
Graphics Core.
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Figure 1. MBX R-S Graphics Core

The MBX R-S 3D Graphics Core consists of the following modules:
» Tile Accelerator (TA)

Event manager
Display list parser
Hidden Surface Removal (HSR) engine

» Texture shading unit
e Texture cache

Pixel blender

The MBX R-S 3D Graphics Core operates on 3D scene data (sent as triangle batches) that are transformed
and lit either by the Central Processing Unit (CPU) or by the optional VGP R-S. Triangles are written
directly to the TA on First In First Out (FIFO) basis, so that the CPU is not stalled. The TA performs
advanced culling on triangle data by writing the tiled non-culled triangles to the external memory.

The HSR engine reads the tiled data and implements per-pixel HSR with full Z-accuracy. The resulting
visible pixels aretextured and shaded in Internal True Color (1TC) beforerendering thefinal imagefor the

display.

1.2

MBX R-S 3D Graphics Core Features
The MBX R-S 3D Graphics Core has the following features:

Deferred texturing
Screentiling

Flat and Gouraud shading
Perspective correct texturing
Specular highlights
Floating-point Z-buffer
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Creating New SDK Containing MBX and VPU Functionality in WinCE Platform Builder

32-bit Alpha, Red, Green, and Blue (ARGB) internal rendering and layer buffering
Full tile blend buffer

Z-1oad and store mode

Per-vertex fog

16-bit RGB textures, 1555, 565, 4444, 8332, 838

32-bit RGB textures, 8888

YUV 422 textures

PowerV R Texture Compression (PVR-TC) compressed textures
One-bit textures for text acceleration

Point, bilinear, trilinear, and anisotropic filtering

Full range of OpenGL and Direct3D (D3D) blend modes

Dot3 bump mapping
Alphatest
Zero-cost full-scene anti-aliasing
2Dvia3D
NOTE
The MBX moduleis present in thei.MX31 processor, but not in the
I.MX31L.

Creating New SDK Containing MBX and VPU
Functionality in WinCE Platform Builder

The prerequisites to create SDK in the WinCE platform builder are as follows:

To compl ete the steps mentioned in this section, the platform builder and a proper i.MX Board
Support Package (BSP) must be installed. If none of these can be installed, contact Microsoft or
Freescale distributor.

While creating a new platform in the platform builder:

— Add the Vector Processing Unit (VPU) drivers.
To download the VPU drivers, go to
http://www.arm.com/products/os/'windowsce_downloads.html, and follow the instructions
provided there.
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Creating New SDK Containing MBX and VPU Functionality in WinCE Platform Builder

Steps to create a new Software Development Kit (SDK) in the WinCE platform builder are as follows:

1. Open Third Party > BSP > Freescale 3DS:ARM4I > Device Drivers > MBX in the WinCE
catalog, and add all the catalog items in the MBX branch to the OS Design, as shown in Figure 2.

R =l
=3 BSPs =l =88 30S5Mobility Catalog items [«
-7 Caore 05 D Device Drivers
{1 Device Drivers B h Freescale 3D5: ARMYV4|
: -(Z3 Platform banager =42 Device Drivers
=43 Third Party -2 Audio
EEyBSPs e [ Bluetoath
= $p Fresscale 3D5: ARMy4I - [l Camera
=423 Device Drivers -2 CODECS
----- a Bluetooth B[ GPS
----- @ Camera - [l 12 Bus
----- [ EPSON LAFO0242T03 [vGA] (-3 Input Devicss
U‘"? gE? [ZI---% IPU Backlight
""" =23 MBX
----- @ Hantro CODECS e [l MB3 M31 Base Diiver
""" @ 12cBus - [ MBX Mx31 D3DM Cors
-3 Input Dew.c:es ....... i b
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—_— Fl-(23 TV Output
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Hide

Figure 2. Catalog Items

2. Select SDK > New SDK in the Platform menu, and follow the SDK Wizard to configure the SDK,
as shown in Figure 3.

Platform Target Build Project Build OS Tools Window Help

AddItem to User-spedfied Catalog Item(s) IinFiIEHame
Refresh Catalog Items
Clone Catalog Item hihd
Review Spedal Motifications...

Insert 3

Lependencies for Selected Item...

Settings...

..
BSP Wizard... Configure S0K. ..
Export Wizard... Build SDK. ..

(LU TTTCTRN [ITTTON TRVETHN s Ul o TN TTTTTER [ e w N

Figure 3. Platform Menu
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Creating New SDK Containing MBX and VPU Functionality in WinCE Platform Builder

3. Select the settings as shown in Figure 4, and click Next to complete the SDK Wizard.

SDK Wizard

Development Languages
An S5DK can support multiple development languages and multiple frameworks for
application development.

Select the development languages that you want your SDK to support.

¥ eMbedded Visual C++ 4.0 support

¥ ATL for Windows CE applications
¥ MFC for Windows CE applications
¥ MFC for Windows CE ActiveX controls

¥ MNET Compact Framework

< Back MNead > Cancel Help

Figure 4. SDK Wizard

4. Oncethe SDK Wizard completes, go to SDK > Configure SDK in the Platform menu. In the CPU
tab, make sure that the configuration chosen for ARMA4I is Freescale 3DS:
ARMV41 Release/Debug, and then click Apply followed by OK. The SDK Settings window is
shown in Figure 5.

sokserungs x|
Startup Servers I Development Languages I Additional Files I Help I Emulation
Install | Product Properties | EULA/Readme | Splash Screen CPU | Transports

The following list shows which configuration of your 05 design is supported for
each CPU family that your SDK supports. To choose a supported configuration for
a CPU family, select the entry for the CPU family and then click Edit.

Corfigurations
CPU famiky Configuration

Freescale 3DS: ARMV4l_Release

ok | cancel | Aoply | Help

Figure 5. SDK Settings
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Configuring Microsoft eMbedded Visual C++ for PVR and OGLES Tools

5. Once the settings are configured, select SDK > Build SDK option in the Platform menu and
follow the Wizard. When the Wizard completes, SDK is placed in the SDK folder, which is
located inside the OS Design workspace.

3 Configuring Microsoft eMbedded Visual C++ for PVR
and OGLES Tools

To configure Visual C++, install the SDK as mentioned in Section 2, “Creating New SDK Containing
MBX and VPU Functionality in WinCE Platform Builder.” If the SDK isinstalled correctly, the name of
SDK is displayed on the top of the screen and programs for the i.MX31 PDK can be compiled.

Figure 6 shows an eMbedded Visual C++ window.

Eile Edit Wiew Insert Project Build Tools Window Help

[Globals] T=[@ 0 glebal members) =1 @ About BN ”J‘@ ==l = 2|5

= |[305Mokility Device

test | [0Sk obilty
S|

= [\in32 (wCE ARK4I) Debug

Figure 6. Microsoft eMbedded Visual C++ Window

To usethe PVR SDK for building 3D applications, OpenGL 1.1 SDK hasto be downloaded for the MBX
family. Go to http://www.imgtec.com/powervr/insi der/powervr-sdk.asp to download OpenGL 1.1 SDK.
To compile using PVR SDK, a series of paths have to be given to the linker. The paths can be given only
once, while setting up the paths required by the linker during the platform configuration (the SDK is built
in the platform builder).

Steps to configure the eMbedded Visual C++ for PVR and OGLES tools are as follows:
1. Goto Tools> Options > Directories in the Microsoft eMbedded Visual C++ window.

2. Select the platform as Installed SDK in the Platform Builder, and choose the other settings as
shown in Figure 7.

2lx]
Debug I Compatibility I D ownload I Build  Directories | W’Drl{ EE

Flatform: CPUz Show directornies for:
IBDSMobiIit_l,l "I wiind2 Pw/CE ARMY AL 7 Ilnclude files LI

|Qirect0lies: e B8 ar 45

C:AProgram Files"windows CE Toolsbwceb00M30 S kM obilitpnclude'sR I"-'1=
C:AProgram Files\windows CE T oolghwoeb00N30S M obilites mf chinclude
C:wProgram Files'windows CE Toolsswoeb00%3005 M abilibyhatisinclude
DAOGLESA1 1 _wWINDOWSCES_aRMVP_2.01.21.09834B uild=\OGLESY
DAOGLES A1 _wANDOW S CES_aARMMVE_Z.01.21.09834E uild=\ O GLES
DAOGLES -1 _WwINDOWSCES ARMVE_Z.01.21.098345 hell

DADGLES 1.1 _WINDOWSCES AR MVF’:Z. 01.21.0983MTools"OGLES

DMOGLES-1. 1 _WINDOW SCES_ARMVP_Z.01.21.09834ShellO0 5w inde >

ak I Cancel |

Figure 7. Options Window with Show Directories for: Include Files
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Configuring Microsoft eMbedded Visual C++ for PVR and OGLES Tools

Add the following paths, and click OK to close the dialog box:
— <PVR SDK Path>\Builds\OGLES\Include

— <PVR SDK Path>\Builds\OGL ES\Windows\Include

— <PVR SDK Path>\Shell

— <PVR SDK Path>\Tools\OGLES

— <PVR SDK Path>\ShelN\OS\Windows

— <PVR SDK Path>\Shel\API\KEGL

3. Select the platform as Installed SDK in the Platform Builder, and use the other settings as shown
in Figure 8.

21xl

Debug I Compatibility I Download I Ewild Directories | Worl{ EE

PBlatform: CPUs Show directaories for:
|305Mobiity = |[win32 [WTE ARMvAI) -

|Qirect0[ies:

C:%Frogram Files\\indows CE Toolzhweeb0043D 5 MobilitpslibuaB ki 4]
C:%Frogram Files\findows CE Toolzhwoeb00430 Sk obiligsrfchlibhAaR kv 4l
| C:AProgram Files'\windows CE Toolzhweeb0043D 5 Mabilitps atlibt AR k4w 4l
] DAOGLES-11_WINDOWSCES_ARMWE_2.01.21.09834Builds\OGLE 5%\ ik
DMOGLES-1 1 WINDOWSCES_ARMWE_2.01.27.09834T ool WO GLES B il
DMOGLES-1.1 W INDOWSCES_ARMWP_2.01.21.0983TO0OLS0GLES

Ok I Cancel I

Figure 8. Options Window with Show Directories for: Library Files

Add the following paths, and click OK to close the dialog box:
— <PVR SDK Path> \Builds\OGL ES\WindowsCESARMV4l\lib
— <PVR SDK Path> \Tools\OGL ES\Build\WindowsCE\Common-ARMV4IRel

4. Select the platform as Installed SDK in the Platform Builder, and use the other settings as shown
in Figure 9.

Zlx|

Drebug I Compatibility I Download I Ewild Directories I WDI}{ EE

Elatform: CPUs: Show directories for:
|30SMobility | [win32 WwCE ARKY ) | 50umes files =]
Diirectories: HE 8 = F

C:AProgram Files\wWindows CE Toolsbwwce5004% 30 S Mobilitymfchars ;l

C:AProgram Files\windows CE Tools'weceb00% 30 S M obilitymfchinchude

C:AProgram Files\wWindows CE Toolsbwwce5004% 30 Skobilityhatlharc

C:AProgram Files\windo E Toolz'wwoe500%30 Sk abili
P DMOGLES-1.1 wWiINDO 5_ARMWE_2.01.21.0

D:AOGLES-1T. 1 _WINDDWSCES_ARMYP_2.01.21. 09834 SHELLAO S Wk
D DDWSCES_!—\F!MVF'_ZD‘I.21.0983\SHELL\API&KEI:I

Ok I Cancel I

Figure 9. Options Window with Show Directories for: Source Files
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Configuring Microsoft eMbedded Visual C++ for PVR and OGLES Tools

Add the following paths, and click OK to close the dialog box:
— <PVR SDK Path>\SHELL

— <PVR SDK Path>\SHEL L\OS\WINDOWS
— <PVR SDK Path>\SHEL L\API\KEGL

NOTE

Compilation in the selected platform causes the linker to access the PVR
SDK paths.

When anew project is created, the following operations have to be done:

1. To create anew project, PVR SDK hasto add the source files: PV RShell.cpp, PVRShellAPI .cpp,
and PVRShell OS.cpp. The FileView of the project should look as shown in Figure 10.

‘Wworkzpace 'Test2": 1 project(s)
=28 Test2 files
=23 Source Files
PVRShell.cpp

1] FWRShellaPl cpp
1] FWRShel0S. cpp
*] test? cpp

:
i[Z] Resource Files
I:l External Dependencies

B3 Classiiew | (2] Fileview |
Figure 10. FileView
NOTE

The main source file must inherit a class from PVRShell and follow the
PVRShell template. The template can be found in the path <PVR SDK
Path>\TrainingCourse\03_IntroducingPV RShell.

The following lines should be added in the source code to make the compiler to link the PVR
libraries:

— #pragma comment(lib, "libGLES_CM.lib")
— #pragma comment(lib, "OGLESTools.lib")

Getting Started with OpenGL ES, PVR Libraries, and Tools for the i.MX31 PDK, Rev. 0
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Configuring Microsoft Visual Studio® 2005 for PVR and OGLES Tools

4  Configuring Microsoft Visual Studio® 2005 for PVR and
OGLES Tools

Steps to configure Visual Studio 2005 are as follows:
1. Goto Tools> Options, as shown in Figure 11.

3D test - Microsoft Visual Studio

File Edit Wiew Project Build Debug Target | Tools | Window  Community Help
e e A=A - N - - W IR Platform Builder for CE 6.0 * lyar
: Freescale 3D5: ARMY4I_Release - E]; E Ae l:'_il Attach to Process... Ctrl+Alt+P b =
{ Device: [ 3= 2= | 8 Connect to Device...
. i)
Solution Explorer - test “test.cpp ﬂ Connect to Database. ..
@ I\,@ MorphingDer| 'g Connect to Server...
; Solution ‘test’ (1 project) ;ﬁ Code Snippets Manager... Cirl+, Cirl+8
=- » .
[ Header Files o Choose Toolbox Items. .. e
- N m
Lj Resourcg Files Add-n Manager. ..
= L:';’ Source Files B
i €4 PYRShel.cop =B Macros 4
& Pyl ra
-—1 PYRShellAPT.cpp Activex Control Test Container
€4 PYRShel0s.cpp
C+ test.cpp Create GUID
Dotfuscator Community Edition
-
Error Lookup
ATL/MFC Trace Tool e =
ILDasm r.r;:,
Ats
Spy++ bri
”””” ‘isual Studio 2005 Command Prompt ==
£ FVEShe
) External Tools...
re Eff‘ Device Emulator Manager. ..
: Import and Export Settings.. .
I.—. fEmmm Customize... e = =
&Sls.. c. [Ec. [[Z2P.. |[@R.. [
s |[@c. [Fe. [lZr. [F [ Options...

Figure 11. Microsoft Visual Studio Window

2. Goto Projects and Solutions > VC++ Directories in the Options menu, and select the settings as
shown in Figure 12.

2

Bl Environment Platform: Show directories for:
B Projects and Solutions 3DSMobility (ARMYAT) - IIncIude fil=s ;I
o General

- Build and Run LIEIEILILI
=

A Defaglts . s(vCInstalDir)ce\atmfclindude
WC++ Directories =(VSInstallDir)SmartDevices \SDK\SOL Server Mohile 3.0
C++ Project Settings D:YOGLES-1. 1 WINDOWSCES ARMVP 2.01.21.0983\Bui GLES\Indude

[ Source Control D:\OGLES-1. 1_WINDOWSCES_ARMYP_2,01.21.0983'Builds\OGLES \Windows
- Text Editor D:YOGLES-1. 1_WINDOWSCES_ARMYP_2.01.21.0983"shell
b I D:NOGLES-1, 1_WINDOWSCES_ARMYP_2.01,21,0983 Tools\OGLES
b s Tnos D:YOGLES-1. 1_WINDOWSCES_ARMYP_2,01.21,0983\5hell\O5Windows
B Debugging D:YOGLES-1. 1_WINDOWSCES_ARMYP_2.01.21.0983\shell' APT\KEGL
[ Device Tools D:NOGLES-1,1_WINDOWSCES_ARMYP_2.01,21,0933Builds\OGLESInclude'(
[ HTML Desigrier
[ Platform Builder for CE 4 | |
- Windows Forms Designer
Include Directories
Path to use when searching for incude files while building a ¥C++ project. ;I
Corresponds to environment variable INCLUDE. LI

Figure 12. Options Menu with Show Directories for: Include File
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Configuring Microsoft Visual Studio® 2005 for PVR and OGLES Tools

Add the following paths, and click OK to close the window:
— <PVR SDK Path>\Builds\OGLES\Include
— <PVR SDK Path>\Builds\OGL ES\Windows\Include
— <PVR SDK Path>\Shell
— <PVR SDK Path>\Tools\OGLES
— <PVR SDK Path>\ShelN\OS\Windows
— <PVR SDK Path>\Shel\API\KEGL
— <PVR SDK Path>\Builds\OGLES\Include\GLES
3. Inthe Options menu, select the settings as shown in Figure 13.

2l
[#- Ervironment Platform: Show directories for:
= Projects and Solutions 3DSMobility (ARMVAT) Library files LI
i General ;
Build and Run v ek x| +| +|
VE Defa.ults ) C:\Program Files\Windows CE Toolswee50043DSMobility ik ARMY 41 ;l
o RS S(VCInstallDir)ceatimfc i \aRMy 41
L MC 4+ Project Settings s =] i

D:\OGLES-1. 1 NDOWSCES _ARMVP_2.01.21.0983\Builds

H- Source Control
D:\OGLES-1. 1_WINDOWSCES_ARMVYP_2.01.21.098 3\ Tools \OGLES \Build Win

[

- Text Editor

[ Database Tools
(- Debugging

[H- Device Tools
- HTML Designer X
- Platform Builder for CE /| | _’|_I
[

¥ Windows Forms Designer

Library Directories
Path to use when searching for library files while building a VC ++ project. ;I
Corresponds to environment variable LIB. LI

OK I Cancel |

Figure 13. Options Menu with Show Directories for: Library Files

Add the following paths, and click OK to close the window:

— <PVR SDK Path> \Builds\OGL ES\WindowsCESARMV4l\lib

— <PVR SDK Path> \Tools\OGL ES\Build\WindowsCE\Common-ARMV4IRel
4. Inthe Options menu, select the settings as shown in Figure 14.

2]
[F- Environment Platform: Show directories for:
=B Projects and Solutions 3DSMobility (ARMWY4I) hd ISource files ;I
- General
uild and Run \/Il:_ufcl ).(I ¢I .'.J
BL=fautts S{(VCInstallDir)ce\atimfc\src\at! -

C++ Directories s{VCInstallDirjce \atimfc\srcimfc
- YC++ Project Settings S{VCInstallDir)ce\crtlsrc

- Source Control D:\OGLES-1. 1 WINDOWSCES ARMVE 2.01.21.0083\S
. Text Editor D:\OGLES-1. 1_WINDOWSCES_ARMYP_2.01,21,0983\5hell\OS Windows
D:\OGLES-1. 1_WINDOWSCES_ARMYP_2.01.21.0083'shel \APT\KEGL

[

[E

[l Database Tools
[+ Debugging

[ Device Tools
- HTML Designer e
[l Platform Builder for CE «| | _'|_I
[

H- Windows Forms Designer

Source Directories
Path to use when searching for source files to use for Intelisense. ;l

=]
Ok I Cancel I

Figure 14. Options Menu with Show Directories for: Source Files
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Configuring Microsoft Visual Studio® 2005 for PVR and OGLES Tools

Add the following paths, and click OK to close the window:
— <PVR SDK Path>\SHELL
— <PVR SDK Path>\SHEL L\OS\WINDOWS
— <PVR SDK Path>\SHEL L\AAPI\KEGL
5. Inthe Solution Explorer, right-click on the Project and select Properties as shown in Figure 15.

File Edit Wiew Project Buld Debug Target Tools Window Community Help
- - 2 el R ¥ Bm om0 - ™ - - | P Release
: Freescale 3D5: ARMYSI_Release - | Es | 4s Se B P TR B ax

+ 3DSMobility (ARMYST) =

i
il
[l
i
U
¥
i
f

Solution Explorer - test test.cpp|
| &0 [*t& Morphingbema -
[ad Solution ‘test’ (1 project)
[SRlE e - / Tells Princ3D e de =211 the pending cemxt =
io| EE Build ™ PrintsD.Elusn():
Rebuild
S| S .
Berioy spdate ()7
rate++;
Clean
Praject Only > recurn true:
Custom Build Rules. ..
Tool Build Order...
Add »
References...
Add Web Refe -
e RetErEnee £ FVRSnell= NewDemo ()
Set as StartUp Project 1
i N return new MorphingDemo () :
3
4 cut L
s, | Paste <
74 Remove T
p Rename = P=EY
1>e Unlead Project f : warning LNK4zZ54: =e " _CRT' (40000040) mexzged inte '.&
1>c N [ oW ning LHK4254: se " .CRT" (40000040 m ged into '.d
Properti
1>L = = T wa ing LNK4099: PDB 'libbmt _ovdb' was not fo with 'C:\Px

Figure 15. Solution Explorer

6. Go to Configuration Properties > C/C++ > Command Line in the Property Page, and add the
following additional options:

/02 /Os /D " _WIN32 WCE=0x500" /D "ARM" /D " ARM " /D "3DSMobility (ARMV4I)" /D
"ARMVAI" /D

"UNDER CE=0x500" /D "UNICODE" /D "NDEBUG" /D " VC80 UPGRADE=0x0600" /D " UNICODE" /FD
/EHsc /MT /fp:fast /GR- /Fp"3DSMobility (ARMV4I)\Release/MorphingDemo.pch"
/Fo"3DSMobility

(ARMV4I)\Release/" /Fd"3DSMobility (ARMV4I)\Release/" /W3 /nologo /c /TP

Getting Started with OpenGL ES, PVR Libraries, and Tools for the i.MX31 PDK, Rev. 0
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Configuring Microsoft Visual Studio® 2005 for PVR and OGLES Tools

The Property Page after the addition should ook as shown in Figure 16.

test Property Pages B 2=

Configuration: IAcuve(Releasa}- LI Blatform: IAcﬁveBDSMobi\il\t (ARMY4L)) j Configuration Manager...

[#}- Common Properties A options:
Bt Configuration Properties /02 fOs fGL /D "_MBCS" JFD fEHsc /MD [fp:fast JGR- fFo"3DSMobility (ARMYAT)Release/” =
General fFd"3DSMobility (ARMV4L)\Releasefvc80.pdb™ /W3 /nologo fc /Zi TP
Debugging
- Deplayment
E-CiC++
General
.- Optimization
i Preprocessar
Code Generation
! Language
- Precompiled Headers
Qutput Files
Erowse Information
- Advanced
- Command Line
#1- Linker LI
- XML Document Generator Additional aptions:
|- Browse Information
+]- Build Events
¥- Custom Build Step
- Authenticode Signing

SMobility (ARMVA4I)™ /D "ARMV4I™
GRADE=0x0600" /D *_UNICODE™ /FD

E-F-E-E-E-E

’TI Cancel I apply |
Figure 16. Property Page

7. Right-click on the Source filesin the Solution Explorer, and select Add > Existing Item, as shown
in Figure 17.

ution Explorer - Solution 't... ~ & X W
| @ I\)[gMDrphingDemD
'_; Solution "test’ {1 project)
= test
[ Header Files
[ Resource Files

S Tells Frint3D 1
m Print3D.Flushi):

.
. & PyRsh |— Add > | 23] New Item...
€+ PYRSH X cut ||_] Existing Item...
G+ PYRSHY )
¢ test.cy A CoPY Db R o
Ee) 5 Vg Class.
X Remove #% Resource...
Rename
Properties

behawi

B FVRShell= HNewDemol)

return new Morphiz

=ls. j@c. [FEo. 2P @R |2
Figure 17. Solution Explorer Before Adding the Files
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8. Addthefiles: PVRShell.cpp, PVRShell API.cpp, and PVRShellOS.cpp in the PVR SDK Package,
and the Solution Explorer window should look as shown in Figure 18.

290 test - Microsoft Visual Studio

File Edit View Project Build Debug Target Tools Window ¢
- i - 5 | % Fam|9 - - B P oRe

Freesscale 3D5: ARMY4I_Relsase - E]; lEl A :aj' - . +3

[ B

Solution Explorer - Solution 't... ~ & X tEst.cppEStart Page ]
= IV’[gMDrphingDemo
[&d Solution 'test’ {1 praject)
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i [ Header Files

i [ Resource Files
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Figure 18. Solution Explorer After Adding the Files

NOTE

The new file should have amain function, so that it can compile. To use the
PVRShell, the program must inherit from PV RShell—class Test: public
PVRShell.

5 References

The reference for the application note is given as follows:
*  MCIMX31 and MCIMX31L Applications Processors Reference Manual (MCIMX31RM)

6 Revision History
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