How to compile an SDE C API program.      (Updated for ArcSDE 8.x – Feb 2001)

1.) Unix:

You need to include both sdetype.h and sdeerno.h (and optionally sderaster.h) in your code, ie. 


#include <sdetype.h>


#include <sdeerno.h>

In order for these additional include files to be found, you must specify their location with the -I compiler flag, ie.


‑I$SDEHOME/include

You will need to link to several system libraries as well as several SDE libraries. In order for these additional libraries to be found, you must specify their location with the -L compiler flag, ie.


‑L$SDEHOME/lib

The entire compile line will look like something like this:

cc ‑o dissolve dissolve.c ‑I$SDEHOME/include ‑L$SDEHOME/lib ‑lsde80 -lpe80 -lsg80 -lras80 ‑lm ‑lpthread -lsocket
The sde80, pe80 (projection engine), sg80 (shape geometry), ras80 (raster), libraries are SDE’s, while the m (math), pthread, and socket libraries are from the O/S.  On some platforms, you will need to use the thread library instead of pthread library.

2.) NT:

The following example is for MS VC++ 6.0.  It outlines implicit linking using import libraries (.LIB files), and not explicit linking using LoadLibrary and GetProcAddress (see MSDN for more info on this).

You need to include both sdetype.h and sdeerno.h (and optionally sderaster.h) in your code, ie. 


#include <sdetype.h>


#include <sdeerno.h>

In order for these additional include files to be found, you must specify their location using the Projects Settings interface:
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· Under the C/C++ tab, select Preprocessor in the Category combo-box.  

· Under Additional include directories, put   $(SDEHOME)/include
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Because on NT, we dynamically link rather than statically link, we do not need to link our SDE libraries at compile-time.  The sde80.dll, pe80.dll, sg80.dll, and ras80.dll are found and linked at run-time, as the %SDEHOME%\bin is in our %PATH% system variable, where the files are located.

However, because we are implicitly linking, we need to specify the location of SDE’s import libraries, the .LIB files which contain lists of exported functions from the DLL’s and their addresses.

· Under the Link tab, select Input in the Category combo-box.  

· Under Object/library modules, add the sde80.lib, pe80.lib, sg80.lib, and ras80.lib import libs.  

· Under Additional library path, put   $(SDEHOME)/lib
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Now you can compile your SDE C API code in MS VC++ 6.0.

The end.
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