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F—iR  EEN

FRBEIE , FENEW , BHARNEENEIE LISIE@DXkKite, 28
HMNEFRNABEEIEEND , 5528 S SDL2 B934

| #include "SDL2/SDL.h"

A XHEBEEE TIRGSRZIRY SDL2 BREL

EREAF R , FRICEEREHISE , BN SDL2 RHFEANBTREBEN T | FrlE
BRI UX AR int main(int arge,char *argv[]);

int main(int argc, char **argv)

{

@I EIRIR , ARICAMSEE |, | REREICEHMIT I int
main(int,char**)

IR, BRERTERSHZXARAME— , FHKIKIA:int main(tBAINZEIT
To o o HATERIE  BAITLIEERHEMET. B, (REEFB—
/™ SDL_Window*S5a(R, i T BB M S8 | INEERIER#I%R{t/9 NULL:

| SDL_Window* win=NULL;

EERAETRIIRMA NULL 2—MRIFRIIIR | 1SRRI ER R
EMFIR  WEEW BN TEFEELISE , IBIE , #ihxT, XM F
RAEIE ? BRI R FHANERS KNEAEL T .

BOBT , BBABIEEBESO LR , EEAD 7R ! BIRT , H(VEEE
BOLFEE  IEEE JRESE Renderer; 1L IRERB—ME !

| SDL_Renderer *renderer=NULL;

I A— I EALIEANEE , BEE—MFREAREIEART. . HiFF
T, BRLEREAASEONEERING:

win = SDL_CreateWindow("Hello World", 0, 0, 480, 800, 0);

renderer = SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);




*F EERRINEREL , (R LIEER Wiki B2, BFAEERIAT  EEEN
BEOAK/N , 7E C4droid LEREZ2FEM. FrLATE C4droid £ | 8 RREX
AAK.

BT FERNG | AEERE—KENR : Texture, .

| SDL_Texture *HelloTex = NULL;

XIRIFIERE | {RAEAE | (REABEEEAE LEEE ? BEzE ? | | *A_Ax /D
INVEEFEEE ! F2 ! 1011 T, BER , BARRES., SEIRBECYAIEAREL
Surface:

| SDL_Surface *Surface = NULL,;

T LAEBFNERLRK ? FEBENRGE 715 ?

EERERAREE—MELE , R—METHEYM , MEREERYm , FJLL
RS AR | BAREEATERE— MG EIE ? BEEFRIRIAALL
B, AL, . .

Surface = SDL_LoadBMP("/mnt/sdcard/hello.bmp");

HelloTex = SDL_CreateTextureFromSurface(renderer, Surface);

FERRBEEAEER L FEFHCERMEENR HelloTex £, iEREZK(Surface)
BIDNERERER , IXEEFIEIRZ LoadBMP() a2 R 245N bmp HEHIE R
%, XREE , FAGENE. . . . TEEE : "/mnt/sdcard/hello.bmp" ,

£ SDL2 THIE R XHEEERBXTIEEN , WRFEREXTERE | WAGEMS.
FxERE A HFAZEET , #iteEE—T

| SDL_FreeSurface(Surface);

BRAT. TEXEET | |, FeEiREFEIR | AEBFEFPIEE | ik
ERFT$.

| SDL_RenderClear(renderer);

RIEHEH :

| SDL_RenderCopy(renderer, HelloTex, NULL, NULL);




XEEFMN NULL 240, F— 1P EEEER ERIXE , — P 28EE ERIXE,
KTEERE , HREEFZDRAARNER | BN BERFERSGIRE | Z&
EREEO LRRHE , BRERFH—T |

| SDL_RenderPresent(renderer); \

¥y BALEALUT  BAHME

| SDL_Delay(2000); |

EEM LFEE 2 #(2000 2R) &R

[* $HERIREIZRE */
SDL_DestroyTexture(HelloTex);
[* SHERERES */

SDL_DestroyRenderer(renderer);

[*HEHERE O/
SDL_DestroyWindow(win);
[FIBH*/
SDL_Quit();

return O;

s
s , X, /LT, BT




PLEKRE

lessonBl.c

V¢klkktk#*llk&ttlkktk#*ltk\

*SDL2#iz

*E—iR

*Hello word!

*DXKitelRE

*2014-5-11

\'*'0'#1'0'*"4‘4'4‘0'0“# k'fl‘k'#!'*"&‘#*l'i‘*,’

#include "SDL2/SDL.h"

int main(int argc, char *argv[])
{

/* glEEO */

SDL_Window *win = NULL;

/* BIEBHEE */

SDL Renderer *renderer = NULL;
/* Bl@iERE */

SDL_Texture *HelloTex = NULL;

3| /* BlEINERE */

SDL_Surface *Surface = NULL;
/* {ERSDLEI&HRE */
SDL_Init(SDL_INIT_EVERYTHING);

1/ REHED */

win = SDL CreateWindow("Hello World",
0, 0, 480, 800, 0);

/* REBRE */

renderer = SNl CreateRenderer(win




FF ErBER
ZIIMERNE—R |, BEASTXT SDL2 N4AEAFRE T —EENTHTIE? X2
HRAVIERR . SDL_Surface*->SDL_Texture*->SDL_Renderer*->SDL_Window*

SKBENEZINERE R , | Bl , ESLERMER T —KERT , , &
REMBRNEERIE bmp 8NNE H. SDL.h RIZEE N EMBE FATINEER
£, FrLL, BNEEE:

| #include "SDL2/SDL_image.h"

XA R T E R INEEREL , nTLAINESFE /40 png,bmp,jpg,jpge , gif
EERANE R,

EfERRT , BEEERDBH—TFR—E., 2ERREIRTTFEREIREIHE,

| IMG_Init(IMG_INIT_PNG);

FEEAFEIRBEE. TEZEERIEREA

typedef enum
{

IMG_INIT_JPG = 0x00000001,
IMG_INIT_PNG = 0x00000002,
IMG_INIT_TIF = 0x00000004,
IMG_INIT_WEBP = 0x00000008
} IMG_InitFlags;

extern DECLSPEC int SDLCALL IMG_Init(int flags);

I | EE MR R

| extern DECLSPEC void SDLCALL IMG_Quit(void);

IRFEIX MBINH L,

BTR  UERRFEERNIEEREL , iXSEEXAE SDL_image.h ERYINEREY :

| extern DECLSPEC SDL_Surface * SDLCALL IMG_Load(const char *file);




EBAIERSRCTBEE

| Surface = SDL_LoadBMP("/mnt/sdcard/hello.bmp");

B

| Surface = IMG_Load("/mnt/sdcard/source/background.png");

IRRNEZFTRER MBI T |, IRIR , BRREXHRE— N EERE—
NFI IR !

REE1T -

B ! BT XRAREROERSINAR Y. INEEREEE—

extern DECLSPEC SDL_Texture * SDLCALL IMG_LoadTexture(SDL_Renderer
*renderer, const char *file);

XNEEEMBEHRT Texture B9, RAENE , BT/ R, &
SDL_image.h BiXE L NEREL.



| extern DECLSPEC int SDLCALL IMG_isICO(SDL_RWops *src); |

MEXHF—RA , IFEIEHRAZEE. . SKHEIXET , EERERS !
T—RMBEET.

10



E=iR BERLE

BT XERE
BT TIEIER
HB=T hetL4an

BT XE=

LI PIERIRAHAE | 1BEARXTF SDL2 MERBE THISHIAR , TEKE
A FHAXIE FHIER(E.

B, WRAZKAINIES44E. £ SDL2 B | 579LATTLARRER

> DNEEREL: NRERREL , RN, RIS SFRIRRR.

> BEERE: XA EAEENRERR.

> INRERREN: SLIEIRHITRE | AT REHENEE R EBRIRE

2219 FERRAR , BBABAIFHREBE. XIXAEGRIEMR N ER  ICFRE
RYZRPEEBIUE main RELT | FANEFSTERFHITIRRIL,

SoEHBA— LB A RIRIZRAS

#include "SDL2/SDL.h"
#include "SDL2/SDL_image.h"

// EUEEEO
SDL_Window *win = NULL;

/] BlEEARAR
SDL_Renderer *renderer = NULL;

/] Bl EERE

11




SDL_Texture *pic = NULL;
SDL_Surface *picSur = NULL;
SDL_Texture *background = NULL;

std::string RootFile = "/mnt/sdcard/SDL2 2{#Z/lessons/src/lesson03/";

!

IR RRER:
int Init()
{
/* EFA SDL BUSEAIIaL */

SDL_Init(SDL_INIT_EVERYTHING);
IMG_Init(IMG_INIT_PNG);

/¥ REEO */

win = SDL_CreateWindow
("hnEE ", 0, 0, 480, 800, 0);

/< REEREE ¥/

renderer =

SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);
¥

PERRERIEL:

int Destroy()
{

[* $HERIREIZRE */
SDL_DestroyTexture(pic);

[* HHERESER */
SDL_DestroyRenderer(renderer);

/* HERE N */

12




SDL_DestroyWindow(win);
[* FEMGERE */
SDL_FreeSurface(picSur);
[* 1B */
SDL_Quit();
IMG_Quit();

s

LLEIRREY

int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
SDL_Renderer * Draw_Render)

{
SDL_Rect Draw_Render_Rect;

Draw_Render_Rect.x = x;

Draw_Render_Rect.y = y;

intw=20,h=0;

SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
Draw_Render_Rect.w = w;

Draw_Render_Rect.h = h;

/] BEB RE AT IR,

/| BXBRIRFEALIBITER

SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
s

L EAZIAY int SDL_QueryTexture(SDL_Texture* texture,Uint32* format, int*
access,int* w,int* h)2FkEE Texture FEER. LMERELHINEHEARASIE
P E R R {EERE, ERERA U !

BT, BIIRREEEERERIRE

13




SDL_Surface *SetColorKey(SDL_Surface * f, intr, int g, int b)
{
/] EHENX— 32 (L SEE
// (Usigned int 32->Uint32)
Uint32 colorkey = SDL_MapRGB(f->format, 0, OxFF, OxFF);
SDL_SetColorKey(f, SDL_TRUE, colorkey);

return f;

¥
Erhi@id SDL_SetColorKey( iR & X<,
SE5BE © M, 77C(SDL_FALSE,SDL_TRUE),32 IS,

BIBERRHA?. o . B! HER | XRERNEZERNE R

int LoadSrc(std::string RP)
{
[/InEE H
picSur = IMG_Load((RP + "foo.png").c_str());
[[FREARNZZBEER
picSur = SetColorKey(picSur, 0, 0xff, 0xff);
//BVEE Texture

pic = SDL_CreateTextureFromSurface(renderer, picSur);

[MIEER. MOERRERE—RET

14




[ AEESOXAEE |
background =

SDL_CreateTextureFromSurface(

renderer,
IMG_Load((RP +"background.png").c_str())
)i
[[F IR E INEARIN

if ((pic == NULL) || (background == NULL))
return -1;

return O;

3L ERRBANEN , ABBDRIRAERTE Y. BERVETSRIERE

int main(int argc, char *argv([])

{

if ((Init() '= 0) || (LoadSrc(RootFile) != 0))
return -1;

SDL_RenderClear(renderer);

BiltTexture(0, 0, background, renderer);

BiltTexture(100, 200, pic, renderer);

SDL_RenderPresent(renderer);

SDL_Delay(2000);

Destroy();

return O;

BAREF—YET ? XBizTHIER !

15




B, ATLER. BRIVREEESANT (B EXERERE ABHE ).

BH NEER

B ERENZI TIBRAEERK , MERERIIERE.



SRBEAIBGEFZIEWE |, &%, FAIEEERZIRI SDL2 K]

extern DECLSPEC int SDLCALL SDL_RenderCopy(
SDL_Renderer * renderer,
SDL_Texture * texture,
const SDL_Rect * srcrect,

const SDL_Rect * dstrect);

YWFXNRE  BERAREBARLE  FRIHEEAREIEZRT , FRARIER
288 , BNSHEII—EER NULL e TIRERN. HHERREERE
FRY const Rect *srcrect , X FIXNMESEL , FATRILINEFHIE src A2
source B9RRE. rect BE rectangle Bt 2FEH, , SZXIMAYSEELZ SDL_Rect 25
B ISR R AR .

A, XNETFH 24BN ? (FRAEAENNL const SDL_Rect *dstrect iIXME7RHL
AfLAKIE, XERREREEAE _ LTSI TR , mEfiILARIRE NULL , 2
EARENBHNREKRER. FT75XRIE. —KERXGHAUB SRS KN
BREXET , IR TIRSERA |, thilinNE. RN R , REEXNEHRL
/NE R R ERIRE T X A5 aT LA (s AR !

[BIEASZIR , BEERS EHERATHIE;
FRBARRZY

int ClipBiltTexture(int x, int y, SDL_Texture * Draw_Texture, SDL_Rect
Clip,SDL_Renderer * Draw_Render);

MEFEATILABZEIE 5 1241, Hh Cip BE(1AFEES. eRRES—
t&F 7 NERRINIE(SERY SDL_Rect £8, EFEIUMAIFRTE !

int ClipBiltTexture(int x, int y, SDL_Texture * Draw_Texture, SDL_Rect Clip,
SDL_Renderer * Draw_Render)
{
SDL_Rect Draw_Render_Rect;
Draw_Render_Rect.x = x;

Draw_Render_Rect.y = y;

17




intw=0,h=0;

SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
Draw_Render_Rect.w = Clip.w;

Draw_Render_Rect.h = Clip.h;

SDL_RenderCopy(Draw_Render, Draw_Texture, &Clip,
&Draw_Render_Rect);

}

SR RA A

Draw_Render_Rect.w = Clip.w;

Draw_Render_Rect.h = Clip.h;

XEMESS ETREMAR  EFTAKA  HOTFTTREFMRE. 55K
M1 L R=RITS .

| SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect); \

NS EEH Clip & T

| SDL_RenderCopy(Draw_Render, Draw_Texture, &Clip, &Draw_Render_Rect); \

X, BARIBIREEHMER LEARZ T, HANEDRRE HEXK

KKER , 87 4 1VNEFZ. FIEBA EARY BRI TR

SDL_Rect clip;
clip.x = 0;

clip.y = 0;

18



clip.w = 100;
clip.h = 100;

XIT ALY | (FARAFEARERYT . TITHRZE. FAIBERERLET
IRAYIRS. AR T —R

| ClipBiltTexture(0, 0, pic, clip, renderer);

AR THRIFRAIRE. FTR, BOEEETHR © WEE R
TITKT .

B=T  hebkgEny

Z AT T EREY SDL_RenderCopy()ir B 1N7aB. AMHLE :

| extern DECLSPEC

19



int SDLCALL SDL_RenderCopyEx(
SDL_Renderer * renderer,
SDL_Texture * texture,

const SDL_Rect * srcrect,

const SDL_Rect *dstrect,

const double angle,

const SDL_Point *center,

const SDL_RendererFlip flip
)i

MNRERE , R

ESEGIREARKIE , AL, KPR, BAEn

LIBEFNERK , RIEFRT , LB IREBERIZ4E. 5 SDL_RenderCopy()

12T 3 NSH : angle BE , — MNUBERIZREL

: center iy , —

/™ SDL_Point S5811T HRIEAZREBRICAARIZAR. B LERIRENERPIZEEL.
FkfEFIEETL | RE— 12— MrC , tEEAKIEEER , BLIT 3FR

.

& SDL_FLIP HORIZONTAL 7K3Fhett

& SDL FLIP VERTICAL FEEEHE

& SDL_FLIP NONE AH#{E(ahbHE

B, BARRZALUBSHRT |, ABARILRAIRIGIE—TE -

SpinBiltTexture

(int x, inty,

SDL_Texture * Draw_Texture,
SDL_Renderer * Draw_Render,
bool zoom = false,

float extent = 1.0,

double angle = 0.0,

intcx =-1, intcy = -1)
{

int

20




o, RRHARANEEE T — I EEZFRE angle , XINAYZhHEER
B FEEEN ooy BRREHIEE D , XEFDRUN-L,ETAHA?
BTRBR, SERNSEEENARN— bool K8, ARRERENE R
17485, BB—NEEEY extent FIRIRE4aRIELA.

SDL_Rect Draw_Render_Rect;
Draw_Render_Rect.x = x;

Draw_Render_Rect.y = y;

intw=0,h=0;
SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);

XEBIRAIERYR AKE,

if (extent < 0)
{

extent =1.0;

XN EARREENENIIREGHE. MRASEE , H
irlt 79 1.0 BEARHTHERL,

if (zoom)
{
Draw_Render_Rect.w = w * extent;

Draw_Render_Rect.h = h * extent;

by
else
{
Draw_Render_Rect.w = w;
Draw_Render_Rect.h = h;
s

21




XERERTEMEERS B LETALARE |, %8/2 Draw_Render_Rect B97F7E |
BMENAKIRB—TNEESTWHERN. 5 srcrect —#f , ERARBAMIERER
REER , AT REABRAEEOLAOMNE. BIEED LBRINER |, X8
BT LB R EEKFIEE RSN E F# T9  F—RNEREERE
IREXMESH. LBEREEIRELET.

BT RIXERD B FRSCINNERERY -

if ((cx '=-1) && (cy '=-1))
{
SDL_Point center;
center.x = cx;

center.x = cx;

XEET— SDL_Point E#EZhedEHIORIEE.

SDL_RenderCopyEx(
Draw_Render,
Draw_Texture, NULL,
&Draw_Render_Rect,
angle,
&center,
SDL_FLIP_NONE);
by

else
{

SDL_RenderCopyEx(
Draw_Render,
Draw_Texture, NULL,

&Draw_Render_Rect,

angle, NULL, SDL_FLIP_NONE);

22




}

REERSHOFRCT J4B2F SDL_FLIP_NONE Y , AN BHAEENE , B
BINEE R, — N IR RI R BRI T .

4

2R B2RFE
AT, BITHRNER R

BRNFAZE SDL2 iI—NMRERE. ME— N RE. iLR(Eea8adEN
AESHHIE !

23



| #include "SDL2/SDL_ttf.h"

RIEHHE— P FERNFRRERE | FiRE

| string Fonts = "/system/fonts/DroidSansFallback.ttf";

MRARENE. SSENFEELER. KREERFIRRIER

SDL_Texture *Text(std::string Fonts, int FontSize, SDL_Renderer * Render,

std::string FontsPath,int r=0,int g=0,int b=0,int a=0)

XBE—HEZIHEE 7 M85, 23R
¢ FIRERZ

& E3ES

* RN

*

B2 RGBA

BT R THIR .

/] MR
TTF_Init();
TTF_Font *font = NULL;

font = TTF_OpenFont(FontsPath.c_str(), FontSize);

IRE— NFRREE,

SDL_Color color;
color.r =r;
color.g =g;

color.b =b;

color.a = a;

SDL_Color Z5fafNaIRES

24



SDL_Color

{
Uint8 r,g,b,a;
3
FRmEEIE— Texture
extern DECLSPEC SDL_Surface * SDLCALL

TTF_RenderUTF8_Blended(TTF_Font *font,const char *text, SDL_Color fg);

{sEF:

SDL_Surface *temp = NULL;temp = TTF_RenderUTF8_Blended(font,
Fonts.c_str(), color);

BT REMN AR HFR

fonts = SDL_CreateTextureFromSurface(Render, temp);
SDL_FreeSurface(temp);

TTF_CloseFont(font);

if (fonts '= NULL)

return fonts;

BTk, R

| BiltTexture(0, 0, Text("DXkite",20,Render,Fonts,20,100), Render);

ETRERE] :




BhiR MESMH

26



EBEMNZITIAXTIPERLE | BRFREARRN , SROART
AREE. FBARMEBRENARTANE ? SDL2 FEMAI—™ SDL_Event Fsk4bE
RF%EH.

TENMEIERSEN

\
*
\
\
*

SDL_KeyboardEvent key &2 450E
SDL_MouseMotionEvent motion FEAREI{ESE{4EGE
SDL_MouseButtonEvent button FRir&HESE4EGE
SDL_MouseWheelEvent wheel irmzFCEEHEIE

SDL_TouchFingerEvent tfinger it EE{4EUE

RTBAERZIRIRMFFHEUE

¢

<>

Uint32 type SE{4-358Y
SDL_FINGERMOTION #5514
SDL_FINGERDOWN & FE{4
SDL_FINGERUP 42514

Uint32 timestamp S48
SDL_TouchID touchld fitfFi&Z K3 |
SDL_FingerID fingerld fitFz3|
float x #IE x(0~ 1)

float y #){i& y(0 ~ 1)

float dx K& x(0~1)
float dy R{& y(0~1)

float pressure %Z/£(0~ 1)

27



BISLL LS8R | BEIReERRATAIB— MEF SRR, RliFtinaig
B 4. tEamEErkhERRIRFEAR , B LIRS RE ST,
AU AEMICREZRIIERSIN , AR

SDL_Event event;

while (true)
{
while (SDL_PollEvent(&event))
{
if (event.type == SDL_FINGERUP)
{
Tx = 0.0;
Ty = 0.0;
by
Tx = event.tfinger.x;
Ty = event.tfinger.y;
by

}

EEAREF , SER IR R A,

SDL_PollEvent(&event) REARRAIMMEREE R AE  WRAKET , BT T
ERICES.

NFRMRABERRXISARITERATHIMT , AILAGERA dx,dy. XFWPMEIEEE 77X
HWERHMRMERER , B ANEEFERNNEEZS RKEBURRE— 4=
RREIE) , ®5ERE , SABEEMANSE , MRITLULRBCRE— 1R

é&t?—ﬂ::b [x<:0.<1101[y:0.580]

28




BN EREH

BT LT, FAE TIEEFESY , BRIFNAREMERN  MERE
AT & Android FLXHERIFHER , LBRIFTENIEEREE Android FEH
CAdroid VAT , FREXHRESLIMRIFAISTS | BB IR ERAMBERHENIEE
EHIIRANT

AT REBSLIMEREH , NS TEMAYIE. KW T — P LUEHBNIERIS
#13x SDL_StartTextInput()FH&FRA LANEX 1R EZ ARFHIRREU AR B
AY. FrLA , SRNERFEEHFERECEFHEALTMATIAZZE S
(t#E—4) , SDL2.0 INXABMAENANER) , LA SR L TAEGRER
RN

5, 1EFA11EF SDL_KeyboardEvent FIRZ :
4 Uint32 type {43581 SDL_KEYDOWN #Z TN
& SDL_KEYUP 4
Uint32 timestamp S{45542%
Uint32 windowID kBN RHEOZRS|
Uint8 state §#£21K7 SDL_PRESSED &~
SDL_RELEASED %
Uint8 repeat EE

SDL_Keysym keysym 42 71g MIBEHEEHINS

® & 6 &6 O o o

SDL_Scancode scancode #JIBAVZHEES ... ATRZ , BARZE
BMNEIA

& SDL_Keycode sym SDL EHIRVIRHERS ...HTFRS , BARE
BENEA

& Uint16 mod I7ERYEAEER

it S AL

| while (SDL_PollEvent(&event))

29



| {

XERZIRURI—HF |, ATESEFHARE.

| if (event.type == SDL_KEYDOWN)

MR TS,

\ switch (event.key.keysym.sym)

Uiiprinses i

{
case SDLK_UP:

{

BiltTexture(0, 0, Text("SDLK_UP", 40, Render, Fonts, 255,
255), Render);

break;

b
case SDLK_DOWN:

{

BiltTexture(0, 0, Text("SDLK_DOWN", 40, Render, Fonts,
255, 255), Render);

break;

b
case SDLK_LEFT:

{

BiltTexture(0, 0, Text("SDLK_LEFT", 40, Render, Fonts,
255,

255), Render); break;

b
case SDLK_RIGHT:

{

30



BiltTexture(0, 0,Text("SDLK_RIGHT", 40, Render, Fonts,
255, 255), Render);

break;

¥
case SDLK_1:

{

BiltTexture(0, 0, Text("SDLK_1", 40, Render,
Fonts, 255, 255), Render);

break;

} case SDLK_2:

{

BiltTexture(0, 0, Text("SDLK_2", 40, Render, Fonts, 255,
255), Render);

break;
} case SDLK_3:

{

BiltTexture(0, 0, Text("SDLK_3", 40, Render, Fonts, 255,
255), Render);

break;

}
}

EAAFN L EENRBET L AL 2SN , EftNIBTEEN |, B
M ERTLAEERmAL, INR—EoABERE | BRALEEERNBENERN
3. WRFERBEIRE T TH4AR , dF—H75t

while (true)

{
while (SDL_PollEvent(&event))

{
if (event.type == SDL_FINGERDOWN)

{

31




Window = SDL_GetKeyboardFocus();
SDL_StartTextInput();
by
T = SDL_GetKeyName(event.key.keysym.sym);
BiltTexture(0, 100,Text(T, 40, Render, Fonts, 255, 255),

Render);
if (T =="A")
BiltTexture(0, O,
Text("{R&E T 7T A #", 40, Render, Fonts, 255,255),
Render);

}

Y 2 <[] o] n [
BREEEE 20
DEE - B
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BEiR HIEN

— iR T IEENEIERER | RBEESZENIER. AT, BlIEHEN
REVIIERERAVENR. SDL2 ABHIRBEIRNAIRE , BBAMFTERK
IIRI—N e

| #include "SDL2/SDL_mixer.h" |
EFEE T SEMBRE RN , EPFENREEF IS IMBRAYRES

extern DECLSPEC int SDLCALL Mix_OpenAudio(int frequency, Uint16 format,
int channels, int chunksize);

SR
frequency ERBERE EH 22050
format 1B, & MIX_DEFAULT_FORMAT

channels BHUEE BER int

*® 6 o6 o o

chunksize #A<X/N & 4096

JIIESF=p IR B

extern DECLSPEC Mix_Chunk & SDLCALL
Mix_LoadWAV_RW(SDL_RWops *src, int freesrc);

#define Mix_LoadWAV(file)
Mix_LoadWAV_RW(SDL_RWFromFile(file, "rb"), 1)

extern DECLSPEC Mix_Music & SDLCALL
Mix_LoadMUS(const char *file);

extern DECLSPEC void SDLCALL Mix_FreeChunk(Mix_Chunk *chunk);

extern DECLSPEC void SDLCALL Mix_FreeMusic(Mix_Music

*music);
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#define Mix_PlayChannel(channel,chunk,loops)
Mix_PlayChannelTimed(channel,chunk,loops,-1)

extern DECLSPEC int SDLCALL Mix_PlayChannelTimed(int
channel, Mix_Chunk *chunk, int loops, int ticks);

extern DECLSPEC int SDLCALL Mix_PlayMusic(Mix_Music
*music, int loops);

SR
@ loops TEMMERUREL LA MEFERBVEIIUR
¢ ticks iz HE-1 HEHKERERTHAN.
AN

typedef struct Mix_Chunk {
int allocated;
Uint8 *abuf;
Uint32 alen;
Uint8 volume;

} Mix_Chunk;

typedef struct _Mix_Music Mix_Music;

EERLLEERER , B/ FE BRI,

+  WIEERIFTA REREIER OpenAudio BREY ; /B : SEURERRL , N
FEREUEFETSIERS Mix_Chunk #1 Mix_Music #1484t , BI—EAZS,

+ 5K Free RESIIEREMER—MRAR , AMEEES S T ENERE
[ER | ESERNEIHREE . SEUEBR.
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HRE—LEIENE  BTHEBSESRRE  SHEWEINEMAEER. B
A Android SEEBRIAYA mp3 I8REI. EER SNSRI RRT 2R
wav IS, A | & Linux WZAIFEE ogg thEVEIBA |, thal Android, K
ETMEAN ogg 18z,

B TRE— SRS

int Play()
{
Mix_Chunk *Chunk = NULL;

Mix_OpenAudio(22050, MIX_DEFAULT_FORMAT, 2,
4096);

Chunk = Mix_LoadWAV("/mnt/sdcard/First.wav");
Mix_PlayChannelTimed(1, Chunk, 0, -1 );

}
® (EFRIMRAZ: SoEREE— Mix_Chunk*258Y
® FIFHEMES
o XYL
® &M

o B, EXEHREHRARNEL  FEESRIT.
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BIE  BREImER

KATo0E , EBR—I—IE R TR , XEATATAIER while(true)rd
REFAIFEAMEEN LB BB AE , RExRB R , SEREN
79ERD 24 SKRIRTR | IRIBISTED LR | TRIE THE.

AL EIEHAEIER |, RERMEFLLEITR.  LARFEAIEN

7= SDL_Delay()BR &Rz , MAEFAIBIMAN—1i+ES=RF : SDL_GetTicks();
extern DECLSPEC Uint32 SDLCALL SDL_GetTicks(void);

MEREERBERTLAEE , BERE— 32 A GASEE , BlIaTLUB SRt
int 2284, BP int Time=GetTicks();

PRAEIMEHIEETRE © FRENELITRIRT A

XSRS B THIRT ANRAYENSTFHEE BN A , ANRLISERTERE , &=
—ERH8],

R377

/] EROMEL
int Frame = 24;
while (true)

{
/] Fgatt
TimeStart = 0;
TimeEnd = 0;
/] RIS =RIATIE]
TimeStart = SDL_GetTicks();
[RE.......
/] FRISEERATIE]
TimeEnd = SDL_GetTicks();
/] SNERERTHIT TR
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Bhi® w2z
TF— Nk . SRAEEERIRHREETEMEEAT ? BRAGERRILAE
FREIRYSLSH

| #include "SDL2/SDL_thread.h"

(EJSELEAAEN

struct SDL_Thread;
typedef struct SDL_Thread SDL_Thread;

{EFREREL

typedef int (SDLCALL * SDL_ThreadFunction) (void *data);

extern DECLSPEC SDL_Thread *SDLCALL
SDL_CreateThread(SDL_ThreadFunction fn, const char *name, void *data,

pfnSDL_CurrentBeginThread pfnBeginThread,pfnSDL_CurrentEndThread
pfnEndThread);

AFRBERT |, BEEER N ANERTHERA , BIBERNEERNTENX
hiR

#define SDL_CreateThread(fn, name, data) SDL_CreateThread(fn, name,
data, (pfnSDL_CurrentBeginThread)_beginthreadex,
(pfnSDL_CurrentEndThread)_endthreadex)

— N EERAYRY

#include "SDL2/SDL.h"
#include "SDL2/SDL_thread.h"
#include<fstream>

using namespace std;

int TestThread(void *ptr);
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int main(int argc, char *argv[])

{

/| ELA2
SDL_Thread *thread;

/] B EAEH TR

ofstream text;
text.open("MainThread.txt");

text << "MainThread Start" << endl;

text << "Second Thread Start" << endl;

thread = SDL_CreateThread(TestThread, "TestThread", (void *)NULL);

|| EFEFRIEITE
SDL_WaitThread(thread, NULL);

text << "Second Thread End" << endl;
text << "MainThread End" << endl;
text.close();

return 1;

int TestThread(void *ptr)

{

/] BlZFE
ofstream text;
text.open("TextThread.txt");

for (inti =0; i< 10; ++i)
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text.open("TextThread.txt", ios::app);
text << "Outfile[" << i << "]" << endl;
SDL_Delay(100);

text.close();

-

MainThread. txt

1|HainThread Start
2|15:11:1352c0nd Thread Start
3115:11:13Second Thread End

4 'MainThread End

TextThread. txt

putfile[1]
Qutfile[2]
Qutfile[3]
Qutfile[4]
Qutfile[5]
Outfile[6]
Qutfile[7]
Qutfile[8]
Outfile[9]

W oo~ n & Wk
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RERTAMERTEIUAER,
BRI

E-mail : DXkite@163.com
QQ :670337693

C4droid NE:

http://tieba.baidu.com/f?kw=c4droid&fr=ala0

DXKite NE:

http://tieba.baidu.com/f?&kw=dxkite&jump tieba native=1&mo device=1

JRRD &L

http://pan.baidu.com/share/link?shareid=3198150860&uk=1413256347
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SDL2基础教程随书源码/lesson01/lesson01.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson01.c
* 标   识: SDL2基础教程源代码
* 摘   要: 第一课源码示列
*
* 当前版本:1.0
* 作者:DXkite
* 完成日期 :2014年5月11日
*/

#include "SDL2/SDL.h"

int main(int argc, char *argv[])
{
/* 创建窗口 */
SDL_Window *win = NULL;
/* 创建渲染器 */
SDL_Renderer *renderer = NULL;
/* 创建绘画表面 */
SDL_Texture *HelloTex = NULL;
/* 创建加载表面 */
SDL_Surface *Surface = NULL;
/* 使用SDL前先初始化 */ SDL_Init(SDL_INIT_EVERYTHING);
/* 设置窗口 */ 
win = SDL_CreateWindow("Hello World", 0, 0, 480, 800, 0);
/* 设置渲染器 */
renderer = SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);
/* 加载图片 */
/*图片必须为bmp格式*/
Surface = SDL_LoadBMP("/mnt/sdcard/hello.bmp");
/* 从表面创建画图表面 */
HelloTex = SDL_CreateTextureFromSurface(renderer, Surface);
/* 释放表面 */
SDL_FreeSurface(Surface);
/* 清理渲染器 */
SDL_RenderClear(renderer);
/* 复制绘图后的表面至渲染器 */
SDL_RenderCopy(renderer, HelloTex, NULL, NULL);
SDL_RenderPresent(renderer);
/* 暂停2000毫秒 */
SDL_Delay(2000);
/* 销毁绘画表面 */ SDL_DestroyTexture(HelloTex);
/* 销毁渲染器 */ SDL_DestroyRenderer(renderer);
/*销毁窗口*/
SDL_DestroyWindow(win);
/*退出*/
SDL_Quit();
return 0;
}
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SDL2基础教程随书源码/lesson02/lesson02.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson02.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第二课源码示列
*
* 当前版本 :1.1
* 作者 :DXkite
* 修改日期 :2014年6月24日
*
* 历史版本:1.0
* 作者:DXkite
* 完成日期:2014年5月12日
*/
#include "SDL2/SDL.h"
#include "SDL2/SDL_image.h"

int main(int argc, char *argv[])
{
/* 创建窗口 */
SDL_Window *win = NULL;
/* 创建渲染器 */
SDL_Renderer *renderer = NULL;
/* 创建绘画表面 */
SDL_Texture *HelloTex = NULL;
/* 创建加载表面 */
SDL_Surface *Surface = NULL;
/* 使用SDL前先初始化 */ SDL_Init(SDL_INIT_EVERYTHING);
IMG_Init(IMG_INIT_PNG); 
/* 设置窗口 */ 
win = SDL_CreateWindow("加载图片", 0, 0, 480, 800, 0);
/* 设置渲染器 */
renderer = SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);
/* 加载图片 */
/*图片必须为bmp格式*/
Surface = IMG_Load("/mnt/sdcard/source/background.png");
/* 从表面创建画图表面 */
HelloTex = SDL_CreateTextureFromSurface(renderer, Surface);
/* 释放表面 */
SDL_FreeSurface(Surface);
/* 清理渲染器 */
SDL_RenderClear(renderer);
/* 复制绘图后的表面至渲染器 */
SDL_RenderCopy(renderer, HelloTex, NULL, NULL);
SDL_RenderPresent(renderer);
/* 暂停2000毫秒 */
SDL_Delay(2000);
/* 销毁绘画表面 */ SDL_DestroyTexture(HelloTex);
/* 销毁渲染器 */ SDL_DestroyRenderer(renderer);
/*销毁窗口*/
SDL_DestroyWindow(win);
/*退出*/
SDL_Quit();
IMG_Quit();
return 0;
}
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SDL2基础教程随书源码/lesson03/lesson03.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson03.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第三课源码示列
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月22日
*/
#include "SDL2/SDL.h"
#include "SDL2/SDL_image.h"
#include<string>
	// 创建窗口 
SDL_Window *win = NULL;
	// 创建渲染器 
SDL_Renderer *renderer = NULL;
	// 创建绘画表面 
SDL_Texture *pic = NULL;
SDL_Surface *picSur = NULL;
SDL_Texture *background = NULL;
std::string RootFile = "/mnt/sdcard/SDL2教程/lessons/src/lesson03/";

int Init()
{

	/* 使用SDL前先初始化 */
	if (!SDL_Init(SDL_INIT_EVERYTHING))
		return -1;
	if (!IMG_Init(IMG_INIT_PNG))
		return -1;
	/* 设置窗口 */
	win = SDL_CreateWindow("加载图片", 0, 0, 480, 800, 0);
	/* 设置渲染器 */
	renderer = SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);
	return 0;
}

int Destroy()
{
	/* 销毁绘画表面 */
	SDL_DestroyTexture(pic);
	/* 销毁渲染器 */
	SDL_DestroyRenderer(renderer);
	/* 销毁窗口 */
	SDL_DestroyWindow(win);
	/* 释放表面 */
	SDL_FreeSurface(picSur);
	/* 退出 */
	SDL_Quit();
	IMG_Quit();
}

int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
				SDL_Renderer * Draw_Render)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}
// 去背景色
SDL_Surface *SetColorKey(SDL_Surface * f, int r, int g, int b)
{
	// 声明定义一个32位无符号颜色
	// (Usigned int 32->Uint32)
	Uint32 colorkey = SDL_MapRGB(f->format, 0, 0xFF, 0xFF);
	SDL_SetColorKey(f, SDL_TRUE, colorkey);
	return f;
}

int LoadSrc(std::string RP)
{
	picSur = IMG_Load((RP + "dots.png").c_str());
	picSur = SetColorKey(picSur, 0, 0xff, 0xff);
	pic = SDL_CreateTextureFromSurface(renderer, picSur);
	background =
		SDL_CreateTextureFromSurface(renderer,
									 IMG_Load((RP +
											   "background.png").c_str()));
	if ((pic == NULL) || (background == NULL))
		return -1;
	return 0;
}


// 切割图片
int ClipBiltTexture(int x, int y, SDL_Texture * Draw_Texture, SDL_Rect Clip,
					SDL_Renderer * Draw_Render)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = Clip.w;
	Draw_Render_Rect.h = Clip.h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, &Clip, &Draw_Render_Rect);
}

// 旋转函数

int SpinZoomBiltTexture(int x, int y, SDL_Texture * Draw_Texture,
					SDL_Renderer * Draw_Render,
				bool zoom = false, float extent = 1.0, double angle = 0.0, int cx =
					-1, int cy = -1)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;

	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
		if (extent < 0)
	{	extent =1.0;
	}
	if (zoom)
	{
		Draw_Render_Rect.w = w * extent;
		Draw_Render_Rect.h = h * extent;
	}
	else
	{
		Draw_Render_Rect.w = w;
		Draw_Render_Rect.h = h;
	}
	/* 函数原型

	   extern DECLSPEC int SDLCALL SDL_RenderCopyEx(SDL_Renderer * renderer,
	   SDL_Texture * texture, const SDL_Rect * srcrect, const SDL_Rect *
	   dstrect, const double angle, const SDL_Point *center, const
	   SDL_RendererFlip flip); */
	if ((cx != -1) && (cy != -1))

	{
		SDL_Point center;
		center.x = cx;
		center.y= cy;
		SDL_RenderCopyEx(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect,
						 // 旋转角度
						 angle,
						 // 旋转中心
						 &center,
						 // 旋转方式
						 // SDL_FLIP_HORIZONTAL 水平旋转
						 // SDL_FLIP_VERTICAL 垂直翻转
						 // SDL_FLIP_NONE 无
						 SDL_FLIP_NONE);
	}
	else
	{
		SDL_RenderCopyEx(Draw_Render, Draw_Texture, NULL,
						 &Draw_Render_Rect, angle, NULL, SDL_FLIP_HORIZONTAL);
	}

}

int main(int argc, char *argv[])
{

	if ((Init() != 0) || (LoadSrc(RootFile) != 0))
		return -1;
	SDL_Rect clip;
	clip.x = 0;
	clip.y = 0;
	clip.w = 100;
	clip.h = 100;
	double i=0.0;
	while (true)
	{
		i+=1.0;
		SDL_RenderClear(renderer);
		BiltTexture(0, 0, background, renderer);
	//	BiltTexture(100, 200, pic, renderer);
	//	ClipBiltTexture(100,100, pic, clip, renderer);
	SpinZoomBiltTexture(300, 100, pic, renderer,1,0.5,i, 0,0);
		SDL_RenderPresent(renderer);
		/* 暂停2000毫秒 */
		SDL_Delay(20);
	}
	Destroy();
	return 0;
}






SDL2基础教程随书源码/lesson04/lesson04.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson04.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第四课源码示列
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月22日
*/

//第四课
//显示字体
#include "SDL2/SDL.h"
// 包含字体扩展库
#include "SDL2/SDL_ttf.h"
#include<string>
// 使用std::string
using std::string;

// 根目录/mnt/sdcard/
string Root = "/mnt/sdcard/";
// 字体路径
string Fonts = "/system/fonts/DroidSansFallback.ttf";

	// 窗口
SDL_Window *Window = NULL;
// 渲染器
SDL_Renderer *Render = NULL;
// 画笔
SDL_Texture *fonts = NULL;


int Init()
{
	/* 参数说明 *标题,位置信息(x,y,w,h),窗体模式标记 */
	Window =
		SDL_CreateWindow("SDL2 第四课 DXkite", 0, 0, 480, 600,
						 SDL_WINDOW_FULLSCREEN);

	/* 参数说明 *窗体,渲染器索引(-1为默认),模式标记 */
	Render = SDL_CreateRenderer(Window, -1, SDL_RENDERER_ACCELERATED);
	if ((Render == NULL) || (Window == NULL))
		return -1;
	return 0;
}

SDL_Texture *Text(std::string Fonts, int FontSize, SDL_Renderer * Render,
				  std::string FontsPath,int r=0,int g=0,int b=0,int a=0)
{
	// 初始化字体
	TTF_Init();
	TTF_Font *font = NULL;
	font = TTF_OpenFont(FontsPath.c_str(), FontSize);
	/* 
	 *结构体原型
	 SDL_Color
	 {
	 Uint8 r,g,b,a;
	 };
	 */
	SDL_Color color;
	color.r =r;
	color.g =g;
	color.b =b;
	color.a = a;
	SDL_Surface *temp = NULL;
	/* 
	   函数原型： extern DECLSPEC SDL_Surface * SDLCALL
	   TTF_RenderUTF8_Blended(TTF_Font *font,const char *text, SDL_Color fg); */
	temp = TTF_RenderUTF8_Blended(font, Fonts.c_str(), color);
	fonts = SDL_CreateTextureFromSurface(Render, temp);
	SDL_FreeSurface(temp);
	TTF_CloseFont(font);
	if (fonts != NULL)
		return fonts;
}


	int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
					SDL_Renderer * Draw_Render)
{
	// 不支持缩放了～～～
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	/* 
	 *查询函数
	 *int SDL_QueryTexture(SDL_Texture* texture,Uint32* format, int* access,int* w,int* h)
	 */
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}


int DestroyAll()
{
	// 释放
	SDL_DestroyTexture(fonts);
	SDL_DestroyRenderer(Render);
	SDL_DestroyWindow(Window);
}

int main(int argc, char *argv[])
{
	// 初始化SDL2(为了省事初始化了全部)
	SDL_Init(SDL_INIT_EVERYTHING);
	// 初始化
	if (Init() == -1)
		// 初始化失败退出SDL
		SDL_Quit();
	BiltTexture(0, 0, Text("DXkite",80,Render,Fonts,20,100), Render);
	// 刷新(不刷新，等着黑屏)
	SDL_RenderPresent(Render);
	SDL_Delay(10 * 1000);
	DestroyAll();

	SDL_Quit();
}






SDL2基础教程随书源码/lesson05/DXErr.h


/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：DXErr.h
* 标   识 : SDL2基础教程源代码头文件
* 摘   要 : 用于输出错误信息
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月25日
*/

#include<fstream>
#include<string>
#include <time.h>

#ifndef __DXERR_H__
#define __DXERR_H__
#define DXFunc __func__
#define DXLine __LINE__
#define DXFile __FILE__
namespace DXkite
{
	class DXErr
	{
	  private:
		std::ofstream file;
		time_t Etime;
		struct tm *Err;
		int close();
		int Start();
	  public:
		  DXErr() = default;
		  template < typename T > int put(T ty);
		  std::string Time();

	};
	  template < typename T > DXErr & operator<<(DXErr & in, T Out)
	{
		in.put(Out);
		return in;
	}
	std::string DXErr::Time()
	{
		char str[20];
		sprintf(str, "%02d:%02d:%02d ", Err->tm_hour, Err->tm_min,
				Err->tm_sec);
		return str;
	}
	int DXErr::Start()
	{

		time(&Etime);
		Err = localtime(&Etime);
		char filename[20];
		sprintf(filename, "%04d-%02d-%02d.log", 1900 + Err->tm_year,
				Err->tm_mon + 1, Err->tm_mday);
		file.open(filename, std::ios::app);
	}

	template < typename T > int DXErr::put(T type)
	{
		Start();
		file << type;
		close();
	}

	int DXErr::close()
	{
		file.close();
	}
	DXErr & operator<<(DXErr & in, std::string Fun())
	{
		// endl
		if (Fun() == "Endl")
			in << "\n";
		// time
		if (Fun() == "Time")
			in << __TIME__;
		if (Fun() == "TimeNow")
			in << in.Time();
		if (Fun() == "Date")
			in << __DATE__;
		return in;
	}

	std::string Endl()
	{
		return "Endl";
	}
	std::string Time()
	{
		return "Time";
	}
	std::string TimeNow()
	{
		return "TimeNow";
	}
	std::string Date()
	{
		return "Date";
	}
}

#endif							/* */






SDL2基础教程随书源码/lesson05/lesson05.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson05.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第五课源码示列
*
* 当前版本 :1.1
* 作者 :DXkite
* 修改日期 :2014年6月25日
*
* 历史版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月23日
*/			
	// 第五课
	// 触屏事件
#include "SDL2/SDL.h"
	// 包含字体扩展库
#include "SDL2/SDL_ttf.h"
#include "DXErr.h"
	using namespace DXkite;
#include<string>
// 使用std::string
using std::string;

// 根目录/mnt/sdcard/
string Root = "/mnt/sdcard/";
// 字体路径
string Fonts = "/system/fonts/DroidSansFallback.ttf";
DXErr f;

	// 窗口
SDL_Window *Window = NULL;
// 渲染器
SDL_Renderer *Render = NULL;
// 画笔
SDL_Texture *fonts = NULL;


int Init()
{
	/* 参数说明 *标题,位置信息(x,y,w,h),窗体模式标记 */
	Window =
		SDL_CreateWindow("SDL2 第四课 DXkite", 0, 0, 480, 600,
						 SDL_WINDOW_FULLSCREEN);

	/* 参数说明 *窗体,渲染器索引(-1为默认),模式标记 */
	Render = SDL_CreateRenderer(Window, -1, SDL_RENDERER_ACCELERATED);
	if ((Render == NULL) || (Window == NULL))
		return -1;
	return 0;
}

SDL_Texture *Text(std::string Fonts, int FontSize, SDL_Renderer * Render,
				  std::string FontsPath, int r = 0, int g = 0, int b =
				  0, int a = 0)
{
	// 初始化字体
	TTF_Init();
	TTF_Font *font = NULL;
	font = TTF_OpenFont(FontsPath.c_str(), FontSize);
	/* 
	 *结构体原型
	 SDL_Color
	 {
	 Uint8 r,g,b,a;
	 };
	 */
	SDL_Color color;
	color.r = r;
	color.g = g;
	color.b = b;
	color.a = a;
	SDL_Surface *temp = NULL;
	/* 
	   函数原型： extern DECLSPEC SDL_Surface * SDLCALL
	   TTF_RenderUTF8_Blended(TTF_Font *font,const char *text, SDL_Color fg); */
	temp = TTF_RenderUTF8_Blended(font, Fonts.c_str(), color);
	fonts = SDL_CreateTextureFromSurface(Render, temp);
	SDL_FreeSurface(temp);
	TTF_CloseFont(font);
	if (fonts != NULL)
		return fonts;
}


int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
				SDL_Renderer * Draw_Render)
{
	// 不支持缩放了～～～
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	/* 
	 *查询函数
	 *int SDL_QueryTexture(SDL_Texture* texture,Uint32* format, int* access,int* w,int* h)
	 */
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}


int DestroyAll()
{
	// 释放
	SDL_DestroyTexture(fonts);
	SDL_DestroyRenderer(Render);
	SDL_DestroyWindow(Window);
}

int main(int argc, char *argv[])
{
	// 初始化SDL2(为了省事初始化了全部)
	SDL_Init(SDL_INIT_EVERYTHING);
	// 初始化
	if (Init() == -1)
		// 初始化失败退出SDL
		SDL_Quit();
	int i = 0;
	double Tx = 0.0, Ty = 0.0;
	char str[80];
	char str2[80];
	float Tdx = 0.0, Tdy = 0.0, p = 0.0;
	char str3[80];
	char str4[80];
	SDL_Event event;
	while (true)
	{
		while (SDL_PollEvent(&event))
		{
			// event.type: 
			// SDL_FINGERDOWN 
			// SDL_FINGERUP
			// SDL_FINGERMOTION
		/*	if (event.type == SDL_FINGERUP)
			{
				Tx = 0.0;
				Ty = 0.0;
			}*/
			Tx = event.tfinger.x;
			Ty = event.tfinger.y;
			Tdx = event.tfinger.dx;
			Tdy = event.tfinger.dy;
            //p=event.tfinger.pressure;
              p=event.tfinger.timestamp ;
		}
		sprintf(str, "[x:%.3f][y:%.3f]", Tx, Ty);
		f << str << Endl;
		BiltTexture(0, 0, Text(str, 40, Render, Fonts, 255, 255), Render);
		sprintf(str3, "[dx:%.3f][dy:%.3f]", Tdx, Tdy);
		f << str3 << Endl;
		BiltTexture(0, 200, Text(str, 40, Render, Fonts, 255, 255), Render);
		sprintf(str4, "%.3f",p);
		f << str4 << Endl << Endl;
		BiltTexture(0, 250, Text(str4, 40, Render, Fonts, 255, 255), Render);
		BiltTexture(0, 50, Text("触点", 30, Render, Fonts, 0, 255), Render);
		int TWx = Tx * 480;
		int TWy = Ty * 800;
		sprintf(str2, "[x:%03d][y:%03d]", TWx, TWy);
		BiltTexture(0, 100, Text(str2, 40, Render, Fonts, 0, 255, 255),
					Render);
		// 刷新(不刷新，等着黑屏)
		SDL_RenderPresent(Render);
		SDL_Delay(10);
	}
	DestroyAll();

	SDL_Quit();
}






SDL2基础教程随书源码/lesson06/lesson06.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson06.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第六课源码示列
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月23日
*/
// 第六课
// 键盘输入
#include "SDL2/SDL.h"
// 包含字体扩展库
#include "SDL2/SDL_ttf.h"
#include<string>
// 使用std::string
using std::string;

// 根目录/mnt/sdcard/
string Root = "/mnt/sdcard/";
// 字体路径
string Fonts = "/system/fonts/DroidSansFallback.ttf";

	// 窗口
SDL_Window *Window = NULL;
// 渲染器
SDL_Renderer *Render = NULL;
// 画笔
SDL_Texture *fonts = NULL;


int Init()
{
	/* 参数说明 *标题,位置信息(x,y,w,h),窗体模式标记 */
	Window =
		SDL_CreateWindow("SDL2 第四课 DXkite", 0, 0, 480, 600,
						 SDL_WINDOW_FULLSCREEN);

	/* 参数说明 *窗体,渲染器索引(-1为默认),模式标记 */
	Render = SDL_CreateRenderer(Window, -1, SDL_RENDERER_ACCELERATED);
	if ((Render == NULL) || (Window == NULL))
		return -1;
	return 0;
}

SDL_Texture *Text(std::string Fonts, int FontSize, SDL_Renderer * Render,
				  std::string FontsPath, int r = 0, int g = 0, int b =
				  0, int a = 0)
{
	// 初始化字体
	TTF_Init();
	TTF_Font *font = NULL;
	font = TTF_OpenFont(FontsPath.c_str(), FontSize);
	/* 
	 *结构体原型
	 SDL_Color
	 {
	 Uint8 r,g,b,a;
	 };
	 */
	SDL_Color color;
	color.r = r;
	color.g = g;
	color.b = b;
	color.a = a;
	SDL_Surface *temp = NULL;
	/* 
	   函数原型： extern DECLSPEC SDL_Surface * SDLCALL
	   TTF_RenderUTF8_Blended(TTF_Font *font,const char *text, SDL_Color fg); */
	temp = TTF_RenderUTF8_Blended(font, Fonts.c_str(), color);
	fonts = SDL_CreateTextureFromSurface(Render, temp);
	SDL_FreeSurface(temp);
	TTF_CloseFont(font);
	if (fonts != NULL)
		return fonts;
}


int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
				SDL_Renderer * Draw_Render)
{
	// 不支持缩放了～～～
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	/* 
	 *查询函数
	 *int SDL_QueryTexture(SDL_Texture* texture,Uint32* format, int* access,int* w,int* h)
	 */
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}


int DestroyAll()
{
	// 释放
	SDL_DestroyTexture(fonts);
	SDL_DestroyRenderer(Render);
	SDL_DestroyWindow(Window);
}

int main(int argc, char *argv[])
{
	// 初始化SDL2(为了省事初始化了全部)
	SDL_Init(SDL_INIT_EVERYTHING);
	// 初始化
	if (Init() == -1)
		// 初始化失败退出SDL
		SDL_Quit();
	SDL_Event event;
	std::string T;
	while (true)
	{
		SDL_RenderClear(Render);
		while (SDL_PollEvent(&event))
		{
			/* if(event->key.keysym.scancode !=
			   SDL_GetScancodeFromKey(event->key.keysym.sym)) printf("Physical 
			   %s key acting as %s key",
			   SDL_GetScancodeName(event->key.keysym.scancode),
			   SDL_GetKeyName(event->key.keysym.sym)); */
			Window = SDL_GetKeyboardFocus();
			SDL_StartTextInput();
			if (event.type == SDL_KEYDOWN)
				switch (event.key.keysym.sym)
				{
				case SDLK_UP:
					{
						BiltTexture(0, 0,
									Text("SDLK_UP", 40, Render, Fonts, 255,
										 255), Render);
						break;
					}
				case SDLK_DOWN:
					{
						BiltTexture(0, 0,
									Text("SDLK_DOWN", 40, Render, Fonts, 255,
										 255), Render);
						break;
					}
				case SDLK_LEFT:
					{

						BiltTexture(0, 0,
									Text("SDLK_LEFT", 40, Render, Fonts, 255,
										 255), Render);
						break;
					}
				case SDLK_RIGHT:
					{
						BiltTexture(0, 0,
									Text("SDLK_RIGHT", 40, Render, Fonts, 255,
										 255), Render);
						break;

					}
				}
			{
				T = SDL_GetKeyName(event.key.keysym.sym);
				BiltTexture(0, 100,
							Text(T, 40, Render, Fonts, 255, 255), Render);
				std::string Tc =
					SDL_GetScancodeName(event.key.keysym.scancode);
				BiltTexture(0, 200,
							Text(Tc, 40, Render, Fonts, 255, 255), Render);
				if (T == "A")
					BiltTexture(0, 0,
								Text("你按下了A键", 40, Render, Fonts, 255,
									 255), Render);
			}

			SDL_RenderPresent(Render);
			SDL_Delay(10);
		}

	}
	DestroyAll();

	SDL_Quit();
}






SDL2基础教程随书源码/lesson07/lesson07.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson07.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第七课源码示列
*
* 当前版本 :1.1
* 作者 :DXkite
* 完成日期 :2014年6月26日
*
* 历史版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月25日
*/

// lesson07.c
#include "SDL2/SDL.h"
// 包含字体扩展库
#include "SDL2/SDL_ttf.h"
#include "SDL2/SDL_mixer.h"
#include<string>
using std::string;
// 根目录/mnt/sdcard/
string Root = "/mnt/sdcard/";
// 字体路径
string Fonts = "/system/fonts/DroidSansFallback.ttf";
	// 窗口
SDL_Window *Window = NULL;
// 渲染器
SDL_Renderer *Render = NULL;
// 画笔
SDL_Texture *fonts = NULL;

int Play()
{
	Mix_Chunk *Chunk = NULL;
	Mix_OpenAudio(22050, MIX_DEFAULT_FORMAT, 2, 4096);
	Chunk= Mix_LoadWAV("/mnt/sdcard/Second.wav");
	Mix_PlayChannelTimed(1, Chunk, 0, -1 );
}

int Init()
{
	/* 参数说明 *标题,位置信息(x,y,w,h),窗体模式标记 */
	Window =
		SDL_CreateWindow("SDL2 第四课 DXkite", 0, 0, 480, 600,
						 SDL_WINDOW_FULLSCREEN);

	/* 参数说明 *窗体,渲染器索引(-1为默认),模式标记 */
	Render = SDL_CreateRenderer(Window, -1, SDL_RENDERER_ACCELERATED);
	if ((Render == NULL) || (Window == NULL))
		return -1;
	return 0;
}

SDL_Texture *Text(std::string Fonts, int FontSize, SDL_Renderer * Render,
				  std::string FontsPath, int r = 0, int g = 0, int b =
				  0, int a = 0)
{
	// 初始化字体
	TTF_Init();
	TTF_Font *font = NULL;
	font = TTF_OpenFont(FontsPath.c_str(), FontSize);
	/* 
	 *结构体原型
	 SDL_Color
	 {
	 Uint8 r,g,b,a;
	 };
	 */
	SDL_Color color;
	color.r = r;
	color.g = g;
	color.b = b;
	color.a = a;
	SDL_Surface *temp = NULL;
	/* 
	   函数原型： extern DECLSPEC SDL_Surface * SDLCALL
	   TTF_RenderUTF8_Blended(TTF_Font *font,const char *text, SDL_Color fg); */
	temp = TTF_RenderUTF8_Blended(font, Fonts.c_str(), color);
	fonts = SDL_CreateTextureFromSurface(Render, temp);
	SDL_FreeSurface(temp);
	TTF_CloseFont(font);
	if (fonts != NULL)
		return fonts;
}


int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
				SDL_Renderer * Draw_Render)
{
	// 不支持缩放了～～～
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	/* 
	 *查询函数
	 *int SDL_QueryTexture(SDL_Texture* texture,Uint32* format, int* access,int* w,int* h)
	 */
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}


int DestroyAll()
{
	// 释放
	SDL_DestroyTexture(fonts);
	SDL_DestroyRenderer(Render);
	SDL_DestroyWindow(Window);
}

int main(int argc, char *argv[])
{
	// 初始化SDL2(为了省事初始化了全部)
	SDL_Init(SDL_INIT_EVERYTHING);
	// 初始化
	if (Init() == -1)
		// 初始化失败退出SDL
		SDL_Quit();
	SDL_Event event;
	while (true)
	{
		SDL_RenderClear(Render);
		while (SDL_PollEvent(&event))
		{
			Window = SDL_GetKeyboardFocus();
			SDL_StartTextInput();
			if (event.type == SDL_KEYDOWN)
				switch (event.key.keysym.sym)
				{
				case SDLK_UP:
					{
						BiltTexture(0, 0,
									Text("SDLK_UP 播放音乐", 40, Render, Fonts, 255,
										 255), Render);
										 Play();
						break;
					}
				case SDLK_DOWN:
					{
						BiltTexture(0, 0,
									Text("SDLK_DOWN", 40, Render, Fonts, 255,
										 255), Render);
						break;
					}
				case SDLK_LEFT:
					{

						BiltTexture(0, 0,
									Text("SDLK_LEFT", 40, Render, Fonts, 255,
										 255), Render);
						break;
					}
				case SDLK_RIGHT:
					{
						BiltTexture(0, 0,
									Text("SDLK_RIGHT", 40, Render, Fonts, 255,
										 255), Render);
						break;

					}
				}
			SDL_RenderPresent(Render);
			SDL_Delay(10);
		}

	}
	DestroyAll();

	SDL_Quit();
}
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SDL2基础教程随书源码/lesson08/lesson08.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson08.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第八课源码示列
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月26日
*/
#include "SDL2/SDL.h"
#include "SDL2/SDL_image.h"
#include<string>
	// 创建窗口 
SDL_Window *win = NULL;
	// 创建渲染器 
SDL_Renderer *renderer = NULL;
	// 创建绘画表面 
SDL_Texture *pic = NULL;
SDL_Surface *picSur = NULL;
SDL_Texture *background = NULL;
std::string RootFile = "/mnt/sdcard/SDL2教程/lessons/src/lesson03/";

int Init()
{

	/* 使用SDL前先初始化 */
	if (!SDL_Init(SDL_INIT_EVERYTHING))
		return -1;
	if (!IMG_Init(IMG_INIT_PNG))
		return -1;
	/* 设置窗口 */
	win = SDL_CreateWindow("加载图片", 0, 0, 480, 800, 0);
	/* 设置渲染器 */
	renderer = SDL_CreateRenderer(win, -1, SDL_RENDERER_ACCELERATED);
	return 0;
}

int Destroy()
{
	/* 销毁绘画表面 */
	SDL_DestroyTexture(pic);
	/* 销毁渲染器 */
	SDL_DestroyRenderer(renderer);
	/* 销毁窗口 */
	SDL_DestroyWindow(win);
	/* 释放表面 */
	SDL_FreeSurface(picSur);
	/* 退出 */
	SDL_Quit();
	IMG_Quit();
}

int BiltTexture(int x, int y, SDL_Texture * Draw_Texture,
				SDL_Renderer * Draw_Render)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = w;
	Draw_Render_Rect.h = h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect);
}
// 去背景色
SDL_Surface *SetColorKey(SDL_Surface * f, int r, int g, int b)
{
	// 声明定义一个32位无符号颜色
	// (Usigned int 32->Uint32)
	Uint32 colorkey = SDL_MapRGB(f->format, 0, 0xFF, 0xFF);
	SDL_SetColorKey(f, SDL_TRUE, colorkey);
	return f;
}

int LoadSrc(std::string RP)
{
	picSur = IMG_Load((RP + "dots.png").c_str());
	picSur = SetColorKey(picSur, 0, 0xff, 0xff);
	pic = SDL_CreateTextureFromSurface(renderer, picSur);
	background =
		SDL_CreateTextureFromSurface(renderer,
									 IMG_Load((RP +
											   "background.png").c_str()));
	if ((pic == NULL) || (background == NULL))
		return -1;
	return 0;
}


// 切割图片
int ClipBiltTexture(int x, int y, SDL_Texture * Draw_Texture, SDL_Rect Clip,
					SDL_Renderer * Draw_Render)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;
	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
	Draw_Render_Rect.w = Clip.w;
	Draw_Render_Rect.h = Clip.h;
	// 本部分函数可变性极强。
	// 有兴趣的同学可以自行更改
	SDL_RenderCopy(Draw_Render, Draw_Texture, &Clip, &Draw_Render_Rect);
}

// 旋转函数

int SpinZoomBiltTexture(int x, int y, SDL_Texture * Draw_Texture,
					SDL_Renderer * Draw_Render,
				bool zoom = false, float extent = 1.0, double angle = 0.0, int cx =
					-1, int cy = -1)
{
	SDL_Rect Draw_Render_Rect;
	Draw_Render_Rect.x = x;
	Draw_Render_Rect.y = y;

	int w = 0, h = 0;
	SDL_QueryTexture(Draw_Texture, NULL, NULL, &w, &h);
		if (extent < 0)
	{	extent =1.0;
	}
	if (zoom)
	{
		Draw_Render_Rect.w = w * extent;
		Draw_Render_Rect.h = h * extent;
	}
	else
	{
		Draw_Render_Rect.w = w;
		Draw_Render_Rect.h = h;
	}
	/* 函数原型

	   extern DECLSPEC int SDLCALL SDL_RenderCopyEx(SDL_Renderer * renderer,
	   SDL_Texture * texture, const SDL_Rect * srcrect, const SDL_Rect *
	   dstrect, const double angle, const SDL_Point *center, const
	   SDL_RendererFlip flip); */
	if ((cx != -1) && (cy != -1))

	{
		SDL_Point center;
		center.x = cx;
		center.y= cy;
		SDL_RenderCopyEx(Draw_Render, Draw_Texture, NULL, &Draw_Render_Rect,
						 // 旋转角度
						 angle,
						 // 旋转中心
						 &center,
						 // 旋转方式
						 // SDL_FLIP_HORIZONTAL 水平旋转
						 // SDL_FLIP_VERTICAL 垂直翻转
						 // SDL_FLIP_NONE 无
						 SDL_FLIP_NONE);
	}
	else
	{
		SDL_RenderCopyEx(Draw_Render, Draw_Texture, NULL,
						 &Draw_Render_Rect, angle, NULL, SDL_FLIP_HORIZONTAL);
	}

}

int main(int argc, char *argv[])
{

	if ((Init() != 0) || (LoadSrc(RootFile) != 0))
		return -1;
	SDL_Rect clip;
	clip.x = 0;
	clip.y = 0;
	clip.w = 100;
	clip.h = 100;
	double i=0.0;
	int Frame = 24;
		// 限制帧
	int TimeStart;
	int TimeEnd;
	while (true)
	{
		// 初始化
		TimeStart = 0;
		TimeEnd = 0;
		// 获得当前时间
		TimeStart = SDL_GetTicks();
		i+=1.0;
		SDL_RenderClear(renderer);
		BiltTexture(0, 0, background, renderer);
		BiltTexture(100, 200, pic, renderer);
		ClipBiltTexture(100,100, pic, clip, renderer);
	SpinZoomBiltTexture(300, 100, pic, renderer,1,0.5,i, 0,0);
		SDL_RenderPresent(renderer);
	// 获得结束时间
		TimeEnd = SDL_GetTicks();
		// 如果绘制过快
		if ((TimeEnd - TimeStart) < (1000 / Frame))
		{
			SDL_Delay((1000 / Frame) - (TimeEnd - TimeStart));
		}
	}
	Destroy();
	return 0;
}






SDL2基础教程随书源码/lesson09/lesson09.c

/*
*Copyright (c) 2014 DXkite<DXkite@163.com> All rights reserved.
* 文件名称：lesson09.c
* 标   识 : SDL2基础教程源代码
* 摘   要 : 第九课源码示列
*
* 当前版本 :1.0
* 作者 :DXkite
* 完成日期 :2014年6月26日
*/

#include "SDL2/SDL.h"
#include "SDL2/SDL_thread.h"
#include<fstream>
using namespace std;

int TestThread(void *ptr);

int main(int argc, char *argv[])
{
	// 主线程
	SDL_Thread *thread;
	// 创建先线程并开始
	ofstream text;
	text.open("MainThread.txt");
	text << "MainThread Start" << endl;
	text << "Second Thread Start" << endl;

	thread = SDL_CreateThread(TestThread, "TestThread", (void *)NULL);

	// 等待线程运行完成
	SDL_WaitThread(thread, NULL);
	text <<  "Second Thread End" << endl;
	text << "MainThread End" << endl;
	text.close();
	return 1;
}

int TestThread(void *ptr)
{
	// 副线程
	ofstream text;
	text.open("TextThread.txt");
	for (int i = 0; i < 10; ++i)
	{
		text.open("TextThread.txt", ios::app);
		text << "Outfile[" << i << "]" << endl;
		SDL_Delay(100);
		text.close();
	}

}
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MainThread Start
15:11:13Second Thread Start
15:11:13Second Thread End
MainThread End







SDL2基础教程随书源码/lesson09/TextThread.txt

Outfile[1]
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Outfile[7]
Outfile[8]
Outfile[9]







