Subject: Re: How to configure for SDL2 project?
Posted by Klugier on Sun, 16 May 2021 11:42:57 GMT

View Forum Message <> Reply to Message

And the new SDL template looks as follow:

File Attachnents

1) SDLTenpl at e. png, downl oaded 984 ti nes
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Package name SDLETest

Create in fhome/klugier/upp/MyApps

Template
<empty=

Android SDK application (no U++)

Console application (no U++)

U++ Basic CtriLib application

U++ Core console project

U++ Core with SDL2

U++ CtriLib application with main window

Win32 API project (no U++)

Win32 DLL project (no U++)

Create header

B Initialize video

Create new package
Package description

SDL2Test.cpp
#include <Core/Core.h>

#ifdef PLATFORM_POSIX
#include <SDL2/SDL.h>
#else

#include <SDL.h>
#endif

SDL_Window* CreateWindow(const :
{
auto* window = SDL_CreateWir
"SDL2Test",
SDL_WINDOWPOS_UNDEFINED
width, height,

flags):

if{'window)

{
Upp::Cerr() << "Couldn"
return nullptr;

)i

return window;

b

vold Paint(SDL_Renderer* render:

{
SDL_SetRenderDrawColor(rend
SDL_RenderClear(renderer);
SDL_RenderPresent(renderer)

int main(int argc, char*x argv)

if(SDL_Init(SDL_INIT_VIDEO)
return 1;

int videoflags = SDL_WINDOW.

auto* window = CreateWindow

if(lwindow)
return 1;
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