Okay. Since there doesn't appear to be any information on the 'net about this very thing, I figure I'd throw it out there. I've sent Arne my Xcode project, and he may add it to the CVS. Until he does, here are the instructions for building the Drawtest project from the VSTGUI CVS as an AudioUnit using Xcode. (The CVS includes a Metroworks project, but Xcode is better because it's, like, free and stuff.) Thanks to Urs for the little hints above that got it working. 1) You must have the absolute latest NEWFRAME build of VSTGUI3. Go get it from the Sourceforge CVS, and put a copy of the whole folder in Drawtest. (You're going to make a couple changes, which will cause your VSTs to not build, so you want to work on a separate version for AU purposes.) You must also have the Audiounit effect templates installed. These don't come with the CoreAudio SDK. You must download them separately. You can find them here: http://developer.apple.com/samplecode/AudioUnitEffectTemplates/AudioUnitEffectTemplates.html 2) Once you've installed those according to the directions, start Xcode and do File->New Project->Audio Unit Effect With Carbon View. Make the directory the same as the location of the drawtest files. 3) Open up the Target Info window, add all your paths to the Header Search Paths (duh), change the Exported Symbols File to audiounit.exp, and the Prefix Header to vstplugsquartz.h (note that you have to put the whole relative path in here, from ${SRCROOT}.) 4) Delete the template files from the AU Source group (Delete References And Files), and add the Drawtest files to that group. DO NOT ADD pdrawtestmain.cpp. You don't need it for the AU. 5) Delete everything out of the Resources group except for Info.plist. Then, add all the Drawtest resource files, and also put audiounit.r in here. 6) Make a new group called VSTGUI, and add the VSTGUI files to the project. You don't need any of the normal VST files for this project, so don't add them. 7) Open up vstplugsquartz.h and add the following lines: #include <Carbon/Carbon.h> #define AU 1 #define PLUGGUI 1 #define AEffGUIEditor=PluginGUIEditor then save and close it. Open up pdrawtesteditor.cpp, and change all the AEffGUIEditor references to PluginGUIEditor 9) Right click on the External Frameworks and Libraries group, Add->Existing Frameworks. Add the Quicktime.framework and System.framework to the project. 10) Right click on the target, Add->New Build Phase->New Shell Script Build Phase. Make this: cp -r build/drawtest.component $HOME/Library/Audio/Plug-Ins/Components (Note that the word "drawtest" is dependent on what you called the project, of course.) 11) Build. 

