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SDL_Init( SDL_INIT VIDEO );
SDL Surface* screen = SDL SetVideoMode( WINDOW WIDTH, WINDOW HEIGHT, O,

SDLiHWSURFACE | SDLiDOUBLEBUF | SDLiFULLSCREEN )
SDL WM SetCaption( WINDOW TITLE, 0 );
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SDL_INIT_TIMER timer subsystem
SDL_INIT_AUDIO audio subsystem
SDL_INIT_VIDEO video subsystem
SDL_INIT_JOYSTICK joystick subsystem
SDL_INIT_HAPTIC haptic (force feedback) subsystem
SDL_INIT_GAMECONTROLLER | controller subsystem
SDL_INIT_EVENTS events subsystem
SDL_INIT_EVERYTHING all of the above subsystems
SDL_INIT_NOPARACHUTE compatibility; this flag is ignored
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SDL_Surface *SDL_SetVideoMode (int width, int height, int bpp, Uint32 flags);
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SDL_SWSURFACE
SDL_HWSURFACE

SDL_ASYNCBLIT

SDL_ANYFORMAT

SDL_HWPALETTE

SDL_DOUBLEBUF

SDL_FULLSCREEN

SDL_OPENGL

SDL_OPENGLBLIT

SDL_RESIZABLE

SDL_NOFRAME
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Create the video surface in system memory
Create the video surface in video memory

Enables the use of asynchronous updates of the display surface. This will
usually slow down blitting on single CPU machines, but may provide a speed
increase on SMP systems.

Normally, if a video surface of the requested bits-per-pixel (bpp) is not
available, SDL will emulate one with a shadow surface.

Passing spr, ANYFORMAT prevents this and causes SDL to use the video
surface, regardless of its pixel depth.

Give SDL exclusive palette access. Without this flag you may not always get
the the colors you request with SDL._SetColors or SDL SetPalette.

Enable hardware double buffering; only valid with SDL. HWSURFACE.
Calling spr_r1ip will flip the buffers and update the screen. All drawing
will take place on the surface that is not displayed at the moment. If double
buffering could not be enabled then spr,_F1ip will just perform

a SDL UpdateRect on the entire screen.

SDL will attempt to use a fullscreen mode. If a hardware resolution change is
not possible (for whatever reason), the next higher resolution will be used
and the display window centered on a black background.

Create an OpenGL rendering context. You should have previously set
OpenGL video attributes with sDL. GL. SetAttribute.

Create an OpenGL rendering context, like above, but allow normal blitting
operations. The screen (2D) surface may have an alpha channel,

and sDL UpdateRects must be used for updating changes to the screen
surface. NOTE: This option is kept for compatibility only, and

is not recommended for new code.

Create a resizable window. When the window is resized by the user
a SDL_VIDEORESIZE event is generated and SDL_SetvVideoMode can be
called again with the new size.

If possible, spr._NoFRAME causes SDL to create a window with no title bar or
frame decoration. Fullscreen modes automatically have this flag set.
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lineColor (screen, 100, 100, 400, 200, OxFFOOOOFF ) ;
1ineRGBA (screen, 100, 100, 400, 200, 255, 0, 0, 255 );
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pixel

int pixelColor( surface, x, y, color );
int pixelRGBA( surface, x, v, ¥, g, b, a );
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Draws a pixel at point x/y. You can pass the color by 0xRRGGBBAA or by passing 4 values. One
for red, green, blue and alpha.
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Draws a line horizontally from x1/y to x2/y. ? ’
vline

Draws a line vertically from x/

rectangle \ d

Vper left edge will be at x1/y1 and lower right at x2/y. The colored border
el.

Draws a filled rectangle.



line

Draws a free line from x1/y1 to x2/y.

aaline

Draws a free line from x1/y1 to x2/y. This line is ant

circle

No u need lib *& 2.0.17 or greater for this function.

Note: You need lib SDL_gfx 2.0.17 or greater for this function.

filled circle




ellipse

aaellipse

filled ellipse

This draws an opene art and end are degree values. 0 is at right, 90 at bottom, 180 at left

and 2 rees at
&
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aatrigon

filled trigon
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textured polygon
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bezier

n is the number of elements in vx and vy, and s is the number of steps. So the bigger s is, the
smother it becomes.

Example:

character

c is the character that will be draw




