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1.1.

1.2.

Obecné

#include "SDL.h"

Datové typy

SDL | C ekvivalent
SDL_bool | int

Uint8 unsigned char
Uint16 unsigned short
Uint32 unsigned int
Uint64 unsigned long long
Sint8 signed char
Sint16 signed short
Sint32 singed int
Sint64 signed long long

SDL_TRUE

SDL-bool = { gp. FALSE

SDL_Init() — Inicializace
int SDL_Init(Uint32 flags);

Flagy (zadavat s bitovym OR):

— SDL_INIT_TIMER, SDL_INIT_AUDIO, SDL_INIT_VIDEO,
SDL_INIT_CDROM, SDL_INIT_JOYSTICK — zapnuti
subsystémii pro ¢asova¢, audio, video, CD-ROM,
joystick,

— SDL_INIT_EVERYTHING — vSechny piedchozi dohro-
mady,

— SDL_INIT_NOPARACHUTE - ochrana pied zachycenim
atalnich signalu,

— SDL_INIT_EVENTTHREAD — sprava udalosti ve zvI4s-
nim vldknu.

SDL_InitSubSystem(), SDL_QuitSubSystem() -
dodatecénd inic. subsystému nebo jeho vypnuti

int SDL_InitSubSystem(Uint32 flags);
void SDL_QuitSubSystem(Uint32 flags);

SDL_Waslnit() - kontrola jestli byl subsystém iniciali-
ZOVan

int SDL_WasInit(Uint32 flags);
SDL_GetError() — vrati fetézec s popisem chyby
char *SDL_GetError(void);

SDL_Quit() — ukonceni béhu SDL

void SDL_Quit(void);

Video

Struktura SDL_Surface — definuje parametry okna video
paméti

typedef struct SDL_Surface {
Uint32 flags;
/* Format pixeld */
SDL_PixelFormat *format;
/* w - 8itka, h - vyska */
int w, h; /* Read-only */
/* délka obr. fadku v bytech */
Uint16 pitch; /* Read-only */
/* ukatel na obr. data */
void *pixels;
/* ofezovy obdélnik */
SDL_Rect clip_rect;
int refcount;

} SDL_Surface;

/* Read-only */

/* Read-only */

/* Read-write */

/* Read-only */
/* Read-mostly */

Struktura SDL_Rect
oblasti

definuje parametry obdélnikové

typedef struct{
Sint16 x, y; /* levy horni roh */
Uint16 w, h; /* rozméry Sifka x vyska */
} SDL_Rect;

Struktura SDL_PixelFormat — ulozené parametry sur-
face

typedef struct {
/* ukazatel na 8bit. paletu */
SDL_Palette *palette;
/* po&et bitl na pixel (8, 16, 24, 32) */
Uint8 BitsPerPixel;
/* po&t byt na pixel x/
Uint8 BytesPerPixel;
/* pfesnost barevnjch kanald */
Uint8 Rloss, Gloss, Bloss, Aloss;
/* pousny uloZeni bar. kanald */
Uint8 Rshift, Gshift, Bshift, Ashift;
/* maska barevnych kanald */
Uint32 Rmask, Gmask, Bmask, Amask;
Uint32 colorkey;
/* celkova hodnota alfa kanalu */
Uint8 alpha;

} SDL_PixelFormat;

SDL_SetVideoMode() - nastaveni paremetri video
médu

SDL_Surface *SDL_SetVideoMode(int width,
int height, int bitsperpixel, Uint32 flags);

Flagy (zadavat s bitovym OR):

— SDL_SWSURFACE — surface v hlavni paméti,

— SDL_HWSURFACE — surface ve video paméti,

— SDL_DOUBLEBUF — hardwarovy double-buffering,

— SDL_FULLSCREEN — fullscreen rezim,

— SDL_OPENGL — vykreslovani pfes OpenGL,

— SDL_RESIZABLE — okno s proménymi rozmeéry,

— SDL_ASYNCBLIT, SDL_ANYFORMAT, SDL_HWPALETTE,
SDL_OPENGLBLIT, SDL_RESIZABLE, SDL_NOFRAME

SDL_CreateRGBSurface() — vytvoii prazdny surface

SDL_Surface *SDL_CreateRGBSurface(Uint32 flags,
int width, int height, int bitsPerPixel,
Uint32 Rmask, Uint32 Gmask, Uint32 Bmask,
Uint32 Amask);

Flagy (zadavat s bitovym OR):

— SDL_SWSURFACE, SDL_HWSURFACE

— SDL_SRCCOLORKEY — klicovani barevnych kanal,

— SDL_SRCALPHA — zapind michani alpha-kanalu.
Poradi bitové masky

SDL BIG_ENDIAN RGBA
SDL-BYTEORDER = { g/ 1 17 ENDIAN ABGR
SDL_CreateRGBSurfaceFrom()
obrazovymi daty.

vytvorit surface s

SDL_Surface *SDL_CreateRGBSurfaceFrom(void *pixels,
SDL_SetClipRect() — nastavi ofezovy obdélnik surface

void SDL_SetClipRect (SDL_Surface *surface,
SDL_Rect *rect);

SDL_MapRGB() — mapovéani RGB(A) kanala do for-
matu pixelu

1.3.

Uint32 SDL_MapRGB(SDL_PixelFormat *fmt,
Uint8 r, Uint8 g, Uint8 b);

Uint32 SDL_MapRGBA(SDL_PixelFormat *fmt,
Uint8 r, Uint8 g, Uint8 b, Uint8 a);

SDL_GetRGB() — vrati RGB(A) kanély z pixelu

void SDL_GetRGB(Uint32 pixel,
SDL_PixelFormat *fmt,
Uint8 *r, Uint8 *g, Uint8 *b);

void SDL_GetRGBA(Uint32 pixel,
SDL_PixelFormat *fmt,
Uint8 *r, Uint8 *g, Uint8 *b, Uint8 *a);

Kresleni pixelu pomoci zaddvéni adresy uvnitf surface

Adresa = ukazatel + Y x velikost fadku + X x pixel

— ukazatel na pocatek surface: surface->pixels
— velikost obrazového fadku v bytech: surface->pitch

— velikost obr. bodu v paméti:
surface->format->BytesPerPixel

SDL_FillRect() — vyplnéni oblasti barvou, dstrect
omezi velikost, pri NULL celd plocha

int SDL_FillRect (SDL_Surface *dst,
SDL_Rect *dstrect, Uint32 color);

SDL_SetAlpha — nastaveni prihlednosti, Gplné pri-
hledny 0, neprtihledny 255

int SDL_SetAlpha(SDL_Surface *xsurface,
Uint32 flags, Uint8 alpha);

SDL_BlitSurface() — rychly pfesun dat mezi surfacy

int SDL_BlitSurface(SDL_Surface *src,
SDL_Rect *srcrect,
SDL_Surface *dst,
SDL_Rect *dstrect);

SDL_LoadBMP(), SDL_SaveBMP() — nacteni a ulo-
Zeni obrazu

SDL_Surface *SDL_LoadBMP(const char *file);
int SDL_SaveBMP(SDL_Surface *surface,
const char *file);

SDL_LockSurface(), SDL_UnlockSurface()
uzamceni surface pro pfimy pristup, udemdceni surface.
Uzamceni se provadi pred zapisem obrazovych dat.

int SDL_LockSurface(SDL_Surface *surface);
void SDL_UnlockSurface(SDL_Surface *surface);

SDL_UpdateRect — obnovi oblast obrazovky, pokud
jsou parametry 0 celou obrazovku

void SDL_UpdateRect (SDL_Surface *screen, Sint32 x,

Sint32 y, Sint32 w, Sint32 h)
SDL_FreeSurface — uvolni surface z paméti
SDL_FreeSurface (SDL_Surface *surface);
Komunikace se spravcem oken
SDL_WM _SetCaption nastaveni titulku okna

void SDL_WM_SetCaption(const char *title,
const char *icon);

SDL_WDM _ToggleFullScreen — pfepinani mezi oknem
a celou obrazovkou (za béhu pouze pod X11)

int SDL_WM_ToggleFullScreen(SDL_Surface *surface)
SDL_GrabMode - chovani kurzoru mysi;
SDL_GrabMode SDL_WM_GrabInput (SDL_GrabMode mode) ;

Moéd: pri SDL_GRAB_ON kurzor pohlcen v okné, vypnout
SDL_GRAB_OFF, zjistit stav pomoci SDL_GRAB_QUERY

1.4.

Sprava udalosti

Union SDL_Event pro zpracovani udalosti vyvolanych uzi-
vatelem, obsahuje struktury se stavem jednotlivych zazi-
zenl

— Klavesnice

typedef struct{
Uint8 type; /* SDL_KEYDOWN, SDL_KEYUP */
Uint8 state; /* SDL_PRESSED, SDL_RELEASED */
SDL_keysym keysym; /* klavesa */

} SDL_KeyboardEvent;

— Pohyb kurzoru mysi

typedef struct{
Uint8 type; /* SDL_MOUSEMOTION */
Uint8 state; /* stav tladitek */
Uint16 x, y; /* pozice */
Sint16 xrel, yrel; /* relativni poz. */
} SDL_MouseMotionEvent;

— Stav tlacitek mysi

typedef struct{
/* SDL_MOUSEBUTTONDOWN, SDL_MOUSEBUTTONUP */
Uint8 type;
Uint8 button; /* které tladitko 7 */
Uint8 state; /* SDL_PRESSED, SDL_RELEASED */
Uint16 x, y; /* soufadnice p¥i zméné& stavu */
} SDL_MouseButtonEvent;

Tlacitko (SDL_BUTTON xxx): LEFT, MIDDLE, RIGHT,
WHEELUP, WHEELDOWN

— Ukonceni spravcem oken, typ SDL_QUIT

typedef struct{ Uint8 type } SDL_QuitEvent;

SDL,WaitEvent(% — libovolné dlouhé éekdni dokud ne-
nastane néjaka udalost

int SDL_WaitEvent(SDL_Event *event);

SDL_PollEvent() — vréati posledna udalost ve fronté, ne-
éekd na udalost v pfipadé prazdné fronty

int SDL_PollEvent (SDL_Event *event);

SDL_PumpEvents() — shromazduje udalosti ze zaficeni
a tlaci je do fronty

void SDL_PumpEvents(void);
SDL_PushEvent() — vloZeni udélosti do fronty

int SDL_PushEvent (SDL_Event *event) ;

2. Kompilace v GNU/Linux

Nastaveni voleb kompilatoru

gcc ‘sdl-config --cflags‘ -c program.c

Nastaveni voleb linkeru

gce ‘sdl-config --1libs‘ -o program program.o



