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1 Abstract

This document describes how to compile the evaluation engine of StirMark Benchmark 4.

The program has been written in C++ and uses the Standard Template Library. It also uses statically linked C libraries (JPEGLib by the independent JPEG group and Lapped Transform library by Henrique Malvar).

2 Compilation on Windows platforms

The easiest way to compile StirMark Benchmark 4 on Microsoft Windows platform is to use Microsoft Visual C++ 6 and open the StirMark Benchmark.dsw project. We have not tried with other compilers.

3 Compilation on Unix platforms

3.1 Needed tools

The dynamic library loader must be available since all the libraries are dynamically linked.

All the ‘classical’ compilation tools are also needed: g++, ar,ranlib, etc.

3.2 Compilation

One next thing to do is to add an automatic configuration tool. Right now, you just have to do it by yourself.

The important file is StirMark.tmpl. It contains the options used for compilation and linking.

All the objects file are written in the objects directory, while all the libraries are built in the lib directory. This directory also contains some external libraries used by StirMark Benchmark.

3.3 Before running

The libraries compiled with StirMark Benchmark are dynamic. You need to set an environment variable to be able to run it.

Let's say MARKBENCH_DIR stands for the directory where is located StirMark Benchmark (for instance, /home/foo/src/StirMark_Bench/Bin/Benchmark)

If your shell is bash:

[bash] >> export LD_LIBRARY_PATH=MARKBENCH_DIR/lib

If your shell is csh (or tcsh):

[csh] >> setenv LD_LIBRARY_PATH MARKBENCH_DIR/lib

This will cause your program to look for libraries in the given directory.













