AppGameKit

AppGameKit Studio Repo 2024 Guide by Zaxxan

The purpose of this guide is to help AGK users to install and configure the necessary software to build
the AGKRepo.

Visual Studio 2022

Download the Microsoft Visual Studio 2022 Community Edition using the following link:

https://visualstudio.microsoft.com/thank-yvou-downloading-visual-studio/?sku

=Release&version=VS52022&source=VSlLandingPage&cid=2030&passive=false

Run the VisualStudioSetup.exe, this will start the Visual Studio Installer. Ensure that the ‘Desktop
development with C++’ is selected and then click the install button.

Desktop development with C++
Build modern C++ apps for Windows using tools of your

choice, including MSVC, Clang, CMake, or M5Build.

The software will be installed to the following location:
C:\Program Files\Microsoft Visual Studio\2022\Community

GitHub for Windows

Download and install GitHub for Windows using the following link and run the Git-2.46.2-64-bit.exe

Note: Use the default install path and default selected components, just keep pressing NEXT and do
not make any changes.

GitHub Desktop

Download GitHub Desktop using the following link and run the GitHubDesktop-x64.exe

https://central.github.com/deployments/desktop/desktop/latest/win32


https://visualstudio.microsoft.com/thank-you-downloading-visual-studio/?sku=Community&channel=Release&version=VS2022&source=VSLandingPage&cid=2030&passive=false
https://visualstudio.microsoft.com/thank-you-downloading-visual-studio/?sku=Community&channel=Release&version=VS2022&source=VSLandingPage&cid=2030&passive=false
https://github.com/git-for-windows/git/releases/download/v2.46.2.windows.1/Git-2.46.2-64-bit.exe
https://central.github.com/deployments/desktop/desktop/latest/win32

GitHub Large File Storage
Download the GitHub Large File Storage using the link below and run the git-Ifs-windows-v3.5.1.exe

https://github.com/git-Ifs/git-Ifs/releases/download/v3.5.1/git-Ifs-windows-v3.5.1.exe

Note: Use the default install path

Android Studio

Download Android Studio using the link below and run the android-studio-2024.1.2.13-windows.exe

windows.exe

Java JDK v17.02
Download the Java SDK using the link below and unzip openjdk-17.0.2_windows-x64_bin.zip

https://download.java.net/java/GA/jdk17.0.2/dfd4a8d0985749f896bed50d7138ee7f/8/GPL/openjdk
-17.0.2_windows-x64_bin.zip

Rename the unzipped jdk-17.02 to jdk-17 and copy the folder to C:\Program Files\Java\
i.e. C:\Program Files\Java\jdk-17

Note: It is important that the jdk folder is named jdk-17 as the repo build process is looking for this
folder. Step 16 of the build process will fail if it cannot find the jarsigner.exe


https://github.com/git-lfs/git-lfs/releases/download/v3.5.1/git-lfs-windows-v3.5.1.exe
https://redirector.gvt1.com/edgedl/android/studio/install/2024.1.2.13/android-studio-2024.1.2.13-windows.exe
https://redirector.gvt1.com/edgedl/android/studio/install/2024.1.2.13/android-studio-2024.1.2.13-windows.exe
https://download.java.net/java/GA/jdk17.0.2/dfd4a8d0985749f896bed50d7138ee7f/8/GPL/openjdk-17.0.2_windows-x64_bin.zip
https://download.java.net/java/GA/jdk17.0.2/dfd4a8d0985749f896bed50d7138ee7f/8/GPL/openjdk-17.0.2_windows-x64_bin.zip

onfisure the Envi | Variabl

Type in the Windows search box ENV and the best match should show ‘Edit the system environment
variables’ Select this option, and the System Properties Panel opens.

System Properties X

Computer Name Hardware Advanced  System Protection  Remote

‘You must be logged on as an Administrator to make most of these changes.

Performance

Visual effects, processor scheduling, memory usage and virtual memaony

User Profiles
Desktop settings related to your sign-in

Settings...
Start-up and Recovery
System start-up, system failure and debugging information
Settings...
Envinonment Variables. ..
QK Cancel Apply

Click the button that is labelled ‘Environmental Variables’ and then add the following variables to the
user section:

NDK_PATH with absolute path to "D:\DEV\AGKREPO\AGK_Build\External\android-ndk-r20b"

USERNAMEFORAGK with the folder truncation of your Username (so would be ' 'as might
appear in "C:\Users\ \Documents\"). Do not use your full username or include any path text,
just the folder name that appears in the example given.

VULKAN_SDK_PATH with absolute path to "D:\DEV\AGKREPO\AGK_Build\External"
AGK_STUDIO_PATH with absolute path to "D:\DEV\AGKREPO\AGK"
STEAMWORKS_PATH with absolute path to "D:\DEV\AGKREPO\AGK_Build\External\Steamworks"

ANDROID_HOME with absolute path to "C:\Users\ \AppData\Local\Android\Sdk" where is
the folder assigned to you from your username

PATH with absolute path to “C:\Program Files\Java\jdk-17\bin” (add to the existing PATH variable)

Note: USER is your user name.



Downloading the Repo

Start GitHub Desktop by clicking the icon on your Desktop. Select Clone Repository

) File Edit View Repository

New repository... Ctrl+

Add local repository... Ctrl+C

Clone repository...  Ctrl+Shift+O

Options...

Exit

Paste the following link into the URL field:

https://github.com/TheGameCreators/AGKRepo

Clone a repository

GitHub.com GitHub Enterprise

Repository URL or GitHub username and repository
( hubot/cool-repo )

hittps://github.com/TheGameCreators/AGKRepo
Local path
C\Users\zaxa: r]\Docu ments\GitHub\axxan\AGKRepo

Click ‘Clone’, this will download the Repo to the path indicated in the Local Path field.

3 Cloning AGKRepo

Receiving objects: 4% (501/10525), 37.10 MiB | 36.91 MiB/s

Once the Repo has finished downloading you will be asked if your want to initialise LFS, select
‘Initialise Git LFS’



Initialize Git LFS

This repository uses . To contribute to it, Git LFS must first be

nibialized. Would you like to do so now?

in ' AGKRepo

Inihalize Git LFS

On the top right of the GitHub Desktop screen, you should see the name of the current repository
and the current branch. These should be ‘AGKRep’ and ‘main’.

) Fle Edit View Repository  Branch  Help

H AGKRepo
Changes History

0 changed files

On the right-hand side of the GitHub Desktop screen, you should see:

No local changes

There are no uncommitted changes in this repository. Here are some friendly suggestions for = {;—l
what to do next. SECHH

Open the repository in your external editor
Select your editor in Open in Visual Studio Code
or Ctrl + Shift + A

View the files of your repository in Explorer
R nenu or Ctrl = Shift + F

Show in Explorer

Open the repository page on GitHub in your browser

anu or Cirl + Shift + G View on GitHub




Click the ‘Show in Explorer’ button and you should see the following files and folders:

Mame - Date medified Type

.git 0/25/2024 1:40 PM File folder
B 2ok 33 File folder
. AGK_Build 0/25/2024 1:33 PN File folder
B gitatiributes 0/25/2024 W Git Attributes Sour...
o] Jgitignore 0/25/2024 1:33 PN Git Ignore Source ...
n README.md 0/25/2024 1:33 PM Markdown Source...

Select all of these and copy and paste to the following location:
D:\DEV\AGKRepo

Navigate to this folder and open the AGK_Build folder and you should see the following
folders:

Name Date modified Type

B suilds 9/18/2024 12:52 PM File folder
B shared 9/18/2024 12:52 PM File folder

B Signing 9/18/2024 12:56 PM File folder
B emp /18/2024 12:52 PM File folder

Now we need to download additional files from the GitHub repository: -
hared Folder
Click the following link: -

https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite3/AGK_Bui
Id-Shared.zip

Unzip this folder and copy the contents to the D:\DEV\AGKRepo\AGK_Build folder, this will
merge with the ‘Shared’ folder within the AGK_Build folder.

External
Click the following link: -

https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite2/AGK_Bui
Id-External.zip


https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite3/AGK_Build-Shared.zip
https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite3/AGK_Build-Shared.zip
https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite2/AGK_Build-External.zip
https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite2/AGK_Build-External.zip

Unzip this folder and copy the contents to the D:\DEV\AGKRepo\AGK_Build folder, this will
add the ‘External’ folder to the AGK_Build folder.

Build

Click the following link: -

https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite/AGK_Buil
d-Build.zip

Unzip this folder and copy the contents to the D:\DEV\AGKRepo\AGK_Build folder, this will
merge with the ‘Build’ folder within the AGK_Build folder.

Marne - Date modified Type

l Builds 24 12:52 PM File folder
B External _ 2:56 PM File folder
B shared 13 :52 P File folder
l Signing 2:56 PM File folder
l Temp /18/2024 12:52 PM File folder

Signing
Download the required keystore.keystore file for signing the android apps from here: -

https://drive.google.com/file/d/1wE7eHGkbJH91I3AZdBBTg0226IrIX7Gx/view?usp=drive lin
k

and copy the file to D:\DEV\AGKRepo\AGK_Build\Signing

The password for the keystore file is ‘studio’, this will be required during the build process


https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite/AGK_Build-Build.zip
https://github.com/TheGameCreators/AGKRepo/releases/download/Prerequisite/AGK_Build-Build.zip
https://drive.google.com/file/d/1wE7eHGkbJH91l3AZdBBTqO226lrlX7Gx/view?usp=drive_link
https://drive.google.com/file/d/1wE7eHGkbJH91l3AZdBBTqO226lrlX7Gx/view?usp=drive_link

Synchronising Android Studio Projects

It is important to synchronise the three AGKPlayer’s for Google, Amazon and Ouya, this has to be
completed because during the synchronisation files are downloaded that are required during the
Repo build process.

| would also recommend copying the contents of the HTMLS folder from the August 2023 update:
C:\Program Files (x86)\The Game Creators\AppGameKit Studio\media\data\HTML5

To the following location:

D:\DEV\AGKRepo\AGK_Build\Shared\WindowsReceive\Studio\HTML5

The reason for this is that the HTMLS5 files used to be generated by the Linux build, as we can no
longer build the Linux files we have to copy the files from an existing installation.

| would also recommend that you make a backup of the AGK_Build folder so that you don’t have to
repeat this part of the process again. If you download a newer version of the repo it’s always a good
idea to start off with a clean AGK_Build folder, that includes the keystore file and the HTMLS5 files

To synchronise the AGKPlayers start Android Studio and click on the ‘Open’ button

@ Android Studio

Projects

Welcome to Android Studio (Administra...

Customize
Plugins

Learn

New Project Open Get from VCS




You will then be able to select the Google project by navigating to D:\DEV\AGRepo\AGK\apps and
then selecting the interpreter_android_google project as shown below, click OK and the project will
load.

Open File or Project

id_common

ommon_native

r_android_amazan

android_google

android compiler

[ interpreter_compiler

OK Cancel

Note: you may see a message saying:

‘The SDK path 'C:\Users\leeba\AppData\Local\Android\Sdk' does not belong to a directory. Android
Studio will use this Android SDK instead: 'C:\Users\YOUR USER NAME\AppData\Local\Android\Sdk'
and will modify the project's local.properties file’

This is normal and the message is just saying it is changing the user name to your user name.

During the load process Android Studio will synchronise the project and download any necessary
files. Once the synchronisation process is complete you will see the project files in the left-hand pane
as shown below.

=[G interpreter_android_google ~ ¥ main ~
Android ~

0 AGKPlayer2
manifests

ndroidManifest.xml

local.properties

gradle




The next step is to verify that the Android API 35 is installed, to do this go to the ‘Tools’ menu and
select the ‘SDK Manager’

Note: You can also check this via ‘Settings’

Export

= Print

Selecting the SDK Manager will open the ‘Settings’ window. In the Languages and Frameworks
section select ‘Android SDK’ and then check that ‘Android API 35 is selected and installed, if not then
select it and the SDK will be downloaded.

Note: SDK is downloaded to C:\Users\USER\AppData\Local\Android\Sdk\build-tools and Gradle is
downloaded to C:\Users\USER\.gradle

Languages & Frameworks » Android SDK

Appearance & Behavior y c Toc
Keymap

Editor

Plugins

Version Control

Build, Execution, Deployment

~ Languages & Frameworks

Advanced Settings
Other Settings

Experimental




The next step is to check that the Gradle JDK is selected. In the ‘Settings’ window select ‘Builds,
Execution, Deployment’ and then ‘Build Tools’ and finally ‘Gradle’

Set the Gradle JDK to the version that you previously installed by using the drop-down menu i.e.
C:\Program Files\Java\jdk-17

Build, Execution, Deployment » Build Tools » Gradle

Appearance & Behavior

Keymap

Editor Gradle user home:

Plugins
i B te *.iml files for modules imported from Gradle
~ Build, Execution, Deployment )
Enable parallel Gradle model fetching fc
# Build Tools

on:
Gradle JOK: 17

Languages & Frameworks

Tools

Advanced Settings

Other Settings

Experimental

REPEAT the above process for the interpreter_android_amazon

and interpreter_android_ouya projects.



Building the Repo

The next step is to build the AGKBuild.exe

Navigate to the following folder: -
D:\DEV\AGKRepo\AGK\tools\AGKBuildSystem\Windows
Then double click on the AGKBuild.sIn file

This will open the AGKBuild solution in Visual Studio and you should see the Solution
Explorer on the right-hand side of the screen.

Right click on the AGKBuild solution as show below

M| A=

tion E er (Ctrl+;)

! oiution luild' (1 of 1 project)
b & [F] AGKBuild

Solution Explorer Git Chz

Now click ‘Rebuild’

Build Dependencies



If the rebuild is successful at the bottom left of the screen you should see ‘Rebuild All succeeded’: -

Error List  Output

[_] Rebuild All succeeded

In the D:\DEV\AGKRepo\AGK\tools\AGKBuildSystem\Windows folder you should now see a folder
called ‘Final’

Navigate to this folder and then double click the AGKBuild.exe file, this will open a command window

as shown below.

[N D:ADEV\AGKRepo\AGK\tools\AGKBuildSystem\Windows\Finah\AGKBuild.exe

New File

Now type 1 to start the build process and when prompted for a password enter ‘studio’ The build
process completes at step 17 and should look something like this:

| B D:\DEV\AGKRepo\AGK\tools\AGKBuildSystem\Windows\FinahAGKBuild.exe - o X

common
bullet

ommon
bullet fo
pla

Example P1

key to continue . . .



If the build process succeeds you will have created the AGK Studio files in the following location: -
D:\DEV\AGKRepo\AGK_Build\Builds\Studio\AGKStudioWindows

Step 19 must be performed as a single step by typing 19 after the first 18 steps have completed.
Step 19 copies the HTMLS5 files from:
D:\DEV\AGKRepo\AGK_Build\Shared\WindowsReceive\Studio\HTML5

To the build folder:

D:\DEV\AGKRepo\AGK_Build\Builds\Studio\AGKStudioWindows\media\data\html5



Change build date on the Google AGKPlayer2

Start Android Studio and open the interpreter_android_google project

Open File or Project

O interpreter_compiler

OK Cancel

When the project has finished synchronising double click on the AndroidManifest.xml

= B interpreter_android_g
Android ~

v [3 AGKPlayer2

Change the date of android:versionName to the current date.

AndroidManifest.xml




Change the build date on the IDE
Navigate to D:\DEV\AGKRepo\AGK\Agklde and open the Ide.sIn solution and then double click the
ide.h file in the solution explorer:

Gui.cpp

’ |de.cpp
p &R ldeh
&R Iderc

- (Global Scope)
_H_AGK_TEMPLATE_
_H_AGH_TEMPLATE_

e NOMINMAX

tu gt
F AGK_MACOS

AGH_LINUX

VICE_WIDTH 1286

JICE_HEIGHT 1824

VERSION " Y.8
TVERSTON 111

Save and then Rebuild the solution. This will create a new IDE in the following location: -

D:\DEV\AGKRepo\AGK\Agklde\Final



Navigate to:
D:\DEV\AGKRepo\AGK

And open the file AGK.txt

Bl AGK.ixt - Notepad

File Edit Format View Help
AGK Change Log

- Update billing to 7.8.8
- Update app dependencies
- Minor changes to IDE

Build Studioc 2824.87.87

- Update billing to 6.8.1

Build Studioc 2024.86.89

- Change Hue 5tyle option to Custom GUI Colors
- Update Google billing to v5.2.1
- Add browser help to context menu

Edit the file with the new changes, save and then the next time the Repo is built it will use this file to
create the change.log



late Google Bill

Navigate to D:\DEV\AGKRepo\AGK\Agklde and in the solution explorer double click the Gui.cpp file
to open it.

P B
> B m
boa
P&

[
[»
b
b

filec h

Gui.cpp

Next locate approx line 7996 where you will see: -
android:value=\"6.0.0\" />\n\
Change this value to the new Google Billing API i.e to android:value=\"7.0.0\" />\n\

Gui.cpp 7 X

[F1de

LUIILEIIL3S — JLLILLLLUIILTIILIE

strcat(newcontents, contents2);

if ( (pCurrentSelectedProject->apk_permission_flags & AGK_ANDROID_PERMISSION_IAP) && bIsGoogle )
{
rcat(newcontents, "\n\

Save this and then rebuild the IDE.
Next open interpreter_android_google in Android studio and after the project has synchronised

double click the build.gradle (Module:AGKPlayer2) file in the project window and then scroll down
and locate the following line: -

implementation




Change the billing version from 6.0.0 to 7.0.0

implementation

More information on upgrading to Google Billing version 7 can be found here: -

https://developer.android.com/google/play/billing/migrate-gpblv7

Update bundletool,jar

Copy the latest version from here https://github.com/google/bundletool

And paste to here and overwrite existing byndletool.jar: -

D:\DEV\AGKRepo\AGK\Agklde\media\data\android


https://developer.android.com/google/play/billing/migrate-gpblv7
https://github.com/google/bundletool

Update the AP|

For this example we will update the APl from 34 to 35.

Navigate to D:\DEV\AGKRepo\AGK\Agklde and in the solution explorer double click the Gui.cpp file
to openit.

Next locate approx line 7378 where you will see: -

Gui.cpp & X
Ide - (Global Sc::lpEZI

if (includePushNotify && !includeFirebase)

{
strcpy(android_error, "Push Notifications on Android now use Firebase,
Valid = ;

if (valid) {
curDir[MAX_PATH];
startupFolder[MAX_PATH] ;
* androidJar = "a

~ #if defined(AGK_WINDOWS)

g path_to_aapt2 = startupFolder;
P n-+l-_‘ +n bhumndl atanl — cdawboanCal dam-
A

change this to:-

* androidJar = "andro

Next we need to copy files from the Android Studio SDK to the AGEKRepo as follows: -

Update aapt2-bundle.exe, zipalign.exe

Copy aapt2.exe and zipalign.exe from the SDK you are upgrading to i.e API 35: -
C:\Users\davew\AppData\Local\Android\Sdk\build-tools\35.0.0

And paste to to the following location and overwrite the zipalign.exe: -
D:\DEV\AGKRepo\AGK\Agklde\media\data\android

Delete aapt2-bundle.exe and rename the aapt2.exe that have just copied to aapt2-bundle.exe



Upd ksi .
Copy apksigner.jar from the SDK you are upgrading to i.e API 35; -
C:\Users\davew\AppData\Local\Android\Sdk\build-tools\35.0.0\lib

And paste to the following location and overwrite existing apksigner.jar: -

D:\DEV\AGKRepo\AGK\Agklde\media\data\android

Update android35.jar

Copy android.jar from the SDK you are upgrading to i.e APl 35 and rename to android35.jar: -
C:\Users\davew\AppData\Local\Android\Sdk\platforms\android-35
And paste to the following location: -

D:\DEV\AGKRepo\AGK\Agklde\media\data\android

More information on upgrading the API can be found here: -
https://developer.android.com/about/versions/15/setup-sdk

Note: it is important to understand how updating the API may affect your apps so it is important to
read the behavioural changes:-

https://developer.android.com/about/versions/15/behavior-changes-all

https://developer.android.com/about/versions/15/behavior-changes-15

Hopefully you should now have a working copy of AppGameKit Studio <

Zaxxan


https://developer.android.com/about/versions/15/setup-sdk
https://developer.android.com/about/versions/15/behavior-changes-all
https://developer.android.com/about/versions/15/behavior-changes-15

