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“ |#all Flages which should be set
= [cC = g++ #compiler
o |LD = g++ #linker

Hrall the makennint hankarrcannt

#if make is called without any arguments

clean :

#make clean should delete all *.0 files

#build the Application
bankaccount: $(0BJS)

#build the application and start vallgrind
valgrind: $(OBJS)

$(LD) $ (LD FLAGS) $(EXECUTABLE) $(OBJS) $(DEBUG FLAGS)
valgrind --tool=memcheck --leak-check=yes ./S$ (EXECUTABLE)

7 Gefme all objects mluenced
OBJS = BankAccount.o \
startUp.o \

#all Flages which should be set
CC = g++ #compiler
LD = g++ #linker

CC FLAGS = -c -Wall
LD FLAGS = -o

DEBUG FLAGS = -g

#name of executable file
EXECUTABLE = bankaccount

#if make s called without any argument;
#call the makepoint barkaccount
all : bankaccount

#make clean should delete all *.o files
clean :
rm $(OBJS) §(EXECUTABLE

#build the Application
bankaccount: §(0BJS)

$(LD) $(LD FLAGS) §(EXECUTABLE) §$(OBJS) #linking all *.o files together

#build the application and start vallgrind

valgrind: §$(0BJS)
$(LD) $(LD FLAGS) $(EXECUTABLE) $(OBJS) $(DEBUG FLAGS)
xalgrind -ocogl ==l (EXECUTARLE)
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3 define al abjects influenced

0BJIS = field.o\
player.o\
board.o\
startup.o

all Flages which should be set

= -Wall -

DEBUG_FLAGS = -g

s#nane of executable file
EXECUTABLE = boardgame

##if make is called without any arguents. call the makepoir boardgame
all : §(EXECUTABLE)

##nake clean should delete all ~o files
clean:
rm $(OBJS) $(EXECUTABLE)

##build the Application
$ (EXECUTABLE) : § (0BJS)
$(LD) $(OBJS) §$(LD_FLAGS) §(EXECUTABLE) #linking all *.o files together

##call the target o build the application and start valgrind
valgrind: §(EXECUTABLE)
salgring

‘flllﬁl'_l "

valgrind --tool-memcheck --leak-check=yes ./$ (EXECUTABLE)

5call anather lnux fool
33 tar:
tar czve § (EXECUTABLE) .tar.gz *.cpp *.h

##define what o build if a file has changed
37 field.o: field.cpp\

38 field.n\

35 player.cpp\

40 player.h

$(cC) §(cC_FLAGS) field.cpp

ard.o:
44 field.h\

45 board.cpp\

46 board.h

$(cC) §(CC_FLAGS) board.cpp

field.cpp\

ayer.o: player.cpp\
50 player.n
$(cC) §(cc_FLAGS) player.cpp

artUp.o: startup.cpp\
54 player.cpp\

55 player.h \

56 board.cpp\

57 board.h \

58 field.epp \

55 field.h

0 AcC) S(cc Fracs) start
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