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int main(int argc, char** argv)

{

}

SDL_Init(SDL_INIT_EVERYTHING);
SDL_Surface* screen =

SDL_SetVideoMode(0, O, 16, SDL_SWSURFACE | SDL_FULLSCREEN);
SDL_Surface* bmp = SDL_LoadBMP(*'character.bmp'™);

bool quit = false;
while (Iquit) {
SDL_Event event;
ifT (SDL_PollEvent(&event)) {
switch (event.type) {
case SDL_KEYDOWN:
if (event._key.keysym.sym == SDLK_ESCAPE)
quit = true;
break;
case SDL_MOUSEMOTION:
SDL_Rect dstrect;
dstrect.x = event.motion.x - bmp->w / 2;
dstrect.y = event.motion.y - bmp->h + 20;
SDL_BlitSurface(bmp, 0, screen, &dstrect);
SDL_Flip(screen);
break;

3

SDL_FreeSurface(bmp) ;
SDL_FreeSurface(screen);
SDL_Quit();
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m C++ LA TtelE
gameengine.cpp
introstate.cpp
main.cpp — % A[7F 5 Alg K| R REAL

menustate.cpp

m C++ 3T Ttels
gameengine.h
gamestate.h
introstate.h — 76 K[k & ALZ K| R 2] AbAT
menustate.h
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main.cpp

#include "gameengine.h™
#include "introstate.h"

extern ClntroState introState;

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

CGameEngine game;

game.Init( "Engine Test v1.0" );

game.ChangeState( &introState );
while ( game.Running() )

{

game.HandleEvents();
game.Update();
game.Draw();

}

game.Cleanup(Q);

return O;
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introstate.cpp (1)

#include <SDL/SDL.h>

#include *‘gameengine.h"
#include '‘gamestate._h"
#include "introstate.h"
#include "menustate.h"

ClntroState introState;
extern CMenuState menuState;

void ClntroState::Init()

{
bg = SDL_LoadBMP(*"intro.bmp™);
}
void ClntroState: :Cleanup()
{
SDL_FreeSurface(bg);
}
void ClntroState: :Pause()
{
}
void ClntroState: :Resume()
{
}
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introstate.cpp (2)
void ClntroState: :HandleEvents(CGameEngine* game)
{
SDL_Event event;
if (SDL_PollEvent(&event)) {
switch (event.type) {
case SDL_QUIT:
game->Quit();
break;
case SDL_KEYDOWN:
switch (event.key.keysym.sym) {
case SDLK_SPACE:
game->ChangeState( &menuState );
break;
case SDLK _ESCAPE:
game->Quit();
break;
}
break;
}
}
}
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introstate.cpp (3)

void ClntroState: :Update(CGameEngine* game)

{

3

void ClntroState: :Draw(CGameEngine* game)

{
SDL_BlitSurface(bg, NULL, game->screen, NULL);
SDL_Flip(game->screen);

3
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H el ALEHS 33 : CGameState 2244

Hod ASEE A3 o

‘ ( HandleEvents() ]

Update()

class CGameState

{

public: o A
CGameState() { } Hd AETE £
virtual void Init() = 0;
virtual void Cleanup() =
virtual void Pause() = O;
virtual void Resume() = 0;

0;

void
void
void

virtual
virtual
virtual

HandleEvents(CGameEngine* game) = O;
Update(CGameEngine* game) = O;
Draw(CGameEngine* game) = O;

void ChangeState(CGameEngine* game, CGameState* state)
{

}

game->ChangeState(state);

}
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H°d 22| At2] 33 CGameEngine 324£

class CGameEngine
{ o Mo ALEH °]%.
public: A ALEE £OAT

o ©®
4

L 4
void Init(const chaf* title, int width=480, int height=272,
int bppt16, bool fullscreen=false);

void Cleanup();’ff {:. H el ALEfS] o[ Z.

void ChangeState(CGameState* state); A ALEHS Gl 22| 7R[3f Mz
void PushState(CGameState* state):;d**"" Cte ALEHZ ©|Z3f
void PopState(); qraa,, .

) e oA ALEfZ {E
void HandleEvents(); N -oe °
void Update(); o M BT SHEH
void Draw();

‘----.....

bool Running() { return m_running; } o AR ALEfl TH3E Mo FIZ A2,
void Quit() { m_running = false; }

SDL_Surface* screen;
o ALEHE2 ®3f ol 242,

32 H AZ

v v

private: ‘__.--" o STL S| HiE] ol &
vector<CGameState*> states;

bool m_running; =.,,

- Tay
ool MRl e Trrmeed o WoY FEL G AL A4
}1
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introstate.cppd 4 (1)

#include <SDL/SDL.h>

#include '‘gameengine.h"
#include ''gamestate._h"
#include "introstate.h"

#include "menustate.h K introState 7q?ﬂ24 AH AL
. o -
CintroState introState; 4.-"" * HFH menuState MM A ALSL

extern CMenuState menuState;

void ClntroState::Init()

{ :
bg = SDL_LoadBMP("'intro.bmp™); 4------"[ e introStatelt A4 dH ", °[a[?A] Ja_:o;‘]
}
void ClntroState::Cleanup()
{ i I AT ofalR 7 J
SDL—Freesurface(bg);<lllIll /HT)’OSTG‘fe IL L a‘t"l ) { { {E HI -{
}
void ClntroState: :Draw(CGameEngine* game)
{
SDL_BlitSurface(bg, NULL, game->screen, NULL);
SDL_Flip(game->screen); V.,.
} N

'[ draw HlLET HFE

O
&
2
]
A
N
rir
>3
lo
Y
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introstate.cppd 4 (2)

void ClntroState: :HandleEvents(CGameEngine* game)

{
SDL_Event event;

it (SDL_PollEvent(&event)) {
switch (event.type) {
case SDL_QUIT: <-{ o SIZ7 A X EZ 33 wh EEAH3HE ofHIE ]
game->Quit();
break;
case SDL_KEYDOWN:
switch (event.key.keysym.sym) { Lo ATe[AF[t F2|H menuState °{%,]

case SDLK_SPACE: guuuns®®
game->ChangeState( &menuState );
break;

case SDLK _ESCAPE:
gane->QuitQ:  $*+ead e FSCIF 521% o BE |

break;
}
break;
}
}
3
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main.cpp 4

#include "gameengine.h™
#include "introstate.h"

extern ClntroState introState;

int main ( Int argc, char *argv[] )
{ o Mol A2 27
CGameEnglne"gam?; L A“"‘ e SDL B0 AHAL EEZ
game.Init( "Engine Test v1.0" );

game.ChangeState( &introState );‘__ o HoL AR ALEfZ

/ z AA
while ( game.Running() ) introState

{
game .HandleEvents();
game .Update(); qrne, o AR ALEfofA] H°L BEZ 43235
, game.Draw() ; 1. Uz AEre @B ooyt 4 Y4

game.Cleanup(Q);

return O;

}
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Press ESC key to Main
Press Space Key to Start Press Space key to Play
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