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1.1.1.1. Setup MSYS2Setup MSYS2Setup MSYS2Setup MSYS2    

- Connect to http://msys2.github.io/ 

- Download package 

o "x86_64"  for 64-bit Windows,  

o "i686"  for 32-bit Windows 

- Run downloaded package – it should bring up a Wizard. 

o Install into desired directory (Ex: C:\msys) 

- After install: 

o Let wizard start shell window 

(or) 

o start shell window running msys2_shell.bat 

- run the following commands to update msys packages (if it looks like package stops without finishing, 

close shell, restart shell and run command again) 

o pacman -Sy pacman 

o pacman –Syu 

o pacman –Su 

- running these commands for me added mingw32.exe and mingw64.exe in the C:\msys directory 

 

2.2.2.2. SSSSetup Yasmetup Yasmetup Yasmetup Yasm    

- Connect to http://yasm.tortall.net/Download.html 

- Download package  

o Win64.exe (yasm-1.3.0-win64.exe) for 64-bit Windows  

- Copy yasm-1.3.0-win64.exe to C:\msys/yasm.exe 

- During debug compilation it complained it can’t find yasm (which is strange as release had no 

problems), so I also added yasm.exe to C:\msys/usr/bin/yasm.exe 

 

3.3.3.3. Rename Rename Rename Rename Link.exeLink.exeLink.exeLink.exe    

Rename C:\msys/usr/bin/link.exe to something else (Ex: C:\msys/usr/bin/link-original.exe) so it doesn’t conflict 

with Visual Studio link.exe 

 

4.4.4.4. System PATHSystem PATHSystem PATHSystem PATH    

Check if the path where MSYS2 was installed (Ex: C:\msys), was added to the system path.  If it’s not in the path, 

make sure to add it. 

 



 
 



5.5.5.5. IIIInstalling nstalling nstalling nstalling ppppkgkgkgkg----configconfigconfigconfig    

NOTE: this step can probably be skipped – while the script/makefile complains that pkg-config is either not found 

or not working, it doesn’t seem to affect compilation as the build seems to succeed. 

 

- I found a good article at (http://www.gaia-gis.it/spatialite-3.0.0-BETA/mingw_how_to.html) 

describing how to install pkg-config so I’m going to include that as it’s pretty descriptive: 

 

pkg-config is a well known package configuration manager; it's widely used by many open source packages. 

Unhappily pkg-config doesn't come already installed once you've installed MinGW and MSYS. 

And, to make things worse, installing pkg-config on Windows is quite difficult and not at all straightforward. 

 

First of all, you must download pkg-config.exe from GTK+ for Windows. 

Then you can simply unzip this downloaded zip-file, and then copy the pkg-config.exe executable into /MinGW/bin 

 

That's not enough: this executable depends on the GLib DLL. 

So you must download GLib DLL too, always from GTK+ for Windows. 

Once again, you have to unzip this downloaded zip-file, and then copy liglib-2.0-0.dll into /MinGW/bin 

 

You have not yet finished: pkg-config still has an unresolved DLL dependency. 

But this time simply performing a trivial copy will suffit. So you must now open an MSYS shell: 

 

cd C:/MinGW/bin 

cp libintl-8.dll intl.dll 

 

And this time that's really all: now you have pkg-confif properly installed and ready to work. 

 

- The only thing with the above mentioned description is that the libintl-8.dll was nowhere to be found, 

however another file was there msys-intl-8.dll 

- If the file (msys-intl-8.dll) cannot be found, the following package is available (under 

\var\cache\pacman\pkg):  libintl-0.19.7-3-x86_64.pkg.tar.xz, which contains it 

- Make a copy of the file to intl.dll (also leaving the original in place), and pkg-config.exe should be 

ready to go 

 

6.6.6.6. Edit Edit Edit Edit msys2_shell.batmsys2_shell.batmsys2_shell.batmsys2_shell.bat    

The current file looks like this: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

- Take out the rem from the rem set MSYS2_PATH_TYPE=inherit to inherit the path from the visual studio 

command line. 

- Start <Visual Studio x64 Native Tools Command Prompt> (it’s a good idea to run it as Administrator) 

o NOTE: To compile the 32 version of FFmpeg, make sure to start the 32 bit version of the 

tools < VS2013 x86 Native Tools Command Prompt> otherwise it will produce the 64 bit 

libraries even through the build script would suggest it’s running 32 bit.  By running the < 
VS2013 x86 Native Tools Command Prompt>, it will point to the 32 bit version of cl.exe while 

<Visual Studio x64 Native Tools Command Prompt> will point to the 64 bit version of cl.exe 

: 

@echo off 

 

rem To activate windows native symlinks uncomment next line 

rem set MSYS=winsymlinks:nativestrict 

 

rem Set debugging program for errors 

rem set MSYS=error_start:%WD%../../mingw32/bin/qtcreator.exe^|-debug^|^<process-id^> 

 

rem To export full current PATH from environment into MSYS2 uncomment next line 

rem set MSYS2_PATH_TYPE=inherit 

 

call "%~dp0start_shell.cmd" -msys %* 

:EOF 

 

 



 
 

- If you type path in this command window you should see a nice long path to the Visual Studio paths 

(the path where MSYS2 was installed should also be there): 

 

 
 

- From the Visual Studio Command Prompt, run the modified msys2_shell.bat file (Ex: 

C:\msys/msys2_shell.bat). 

- Type which cl/link in the shell window for msys to see which compiler and linker it will choose, just so 

we know we’ve done the proper steps so far.  In the end it should look something similar to this: 

 

        
 



7.7.7.7. Directory name changeDirectory name changeDirectory name changeDirectory name change        

At the msys command prompt, change directory to the path where ffmpeg source is located (Ex: 

C:\dvtP4/Thirdparty/ffmpeg) cd /c/dvtP4/Thirdparty/ffmpeg. 

 

 
 

8.8.8.8. Getting source codeGetting source codeGetting source codeGetting source code    

There is a script for getting the source code aptly named get_sourcecode.   

- you will need to have two programs wget and tar, and you can check if they’re availabe 

using which wget/tar. 

- If wget and tar are not available, you will need to get them: 

o pacman –S  wget 

o pacman –S tar 

- run ./get_sourcecode to get the version of FFmpeg (in this case 3.0.2) – it should show something 

along the lines: 

 
 

- the source code should’ve been downloaded and extraced under ./src/ffmpeg-3.0.2 

- this script will be run as part of “build” scripts (like build_ffmpeg_win64) so there’s no need to run it 

manually from now on. 

NOTE: there is a tar file containing the source code – this can be unpacked using WinRar, to eliminate the 

need to get the source code repeatedly.  The code should get unpacked under ./src/ffmpeg-3.0.2 which is 

where the build script is looking for files.  The final path, based on the screen above would be: 

C:/dvtP4/Thirdparty/ffmpeg/ffmpeg-3.0.2/scr/ffmpeg-3.0.2 



 

 

9.9.9.9. BuildBuildBuildBuild    

We’re ready to finally compile the library.  There are a number of scripts to run windows/linux builds.   

- Type the corresponding script you would like to build (Ex: ./build_ffmpeg_win64) and everything 

should be set in motion now. 

- The build_ffmpeg_xxxxxx scripts contain more or less three lines of information: 

 

 

 

 

 

 

- If you’ve already unpacked the source code you can comment out the ./get_sourcecode command 

- you can also comment out either the debug/release builds in case one is not needed.   

NOTE: the debug build is in fact release with some optimizations turned off 

#!/bin/bash 

./get_sourcecode 

./scripts/ffmpeg-build-win release 64 

#./scripts/ffmpeg-build-win debug 64 

 


