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StepO: SDL_ttf 2te(2212(3 E3f (SDL_ttf.h, SDL_ttf.lib, SDL_ttf.dll A+£)

. 2

Stepl: SDL_ttf 2te[&212[ 21 E(TTF_Init() %)

. 2

Step2: EE% ZTI(TTF_OpenFont() £3%)

Step3: #At°3< {2l3te surface% “444(TTF_RenderText Blended() 52 13)

Step4: ~~1= surface3 & surfacez 52(&/
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Step5: 22 3HA|(TTF_CloseFont() %)

.

Step6: 2tel22q2 ZE(TTF_Quit() £%)
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m C++ LA TfelE

C1 gameengine.cpp — A% A7kl A4,
main.cpp
introstate.cpp
playstate.cpp — AL 5 Al7ftel 247,
sprite.cpp

O 0O 0O O

m C++ 3T] TftelE
1 gameengine.h
1 gamestate.h
T introstate.h
T playstate.h
1 sprite.h

m °[0|R] Tt
1 background.bmp — &7,
[ spritesheet.omp — £Z2t°|E °[a[A] £3.

T HYNAMB.ttf — E& Tt°l. 3t°fLtT bold Al
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gameengine.cpp

void CGameEngine::Init (const char* title, int width, int height,
int bpp, bool fullscreen)
{

int flags = 0;
SDL_Init (SDL_INIT EVERYTHING) ;
if ( fullscreen ) {
flags = SDL FULLSCREEN;
}

screen = SDL SetVideoMode (width, height, bpp, flags);
m fullscreen = fullscreen;
m_running = true;
TTF Init();
}

void CGameEngine: :Cleanup ()

{

while ( !states.empty() ) {
states.back () ->Cleanup () ;
states.pop back() ;

}

if ( m fullscreen ) ({
screen = SDL SetVideoMode (640, 480, 0, O0);
}

TTF Quit();
SDL _Quit () ;

}
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playstate.cpp (1)

void CPlayState::Init ()

{

player = new Sprite;

SDL_Surface* temp = SDL LoadBMP ("background.bmp") ;
bg = SDL DisplayFormat (temp) ;
SDL_FreeSurface (temp) ;

font = TTF OpenFont ("HYNAMB.ttf", 30);

SDL_Color color={0,0,0};

msgl = TTF RenderText Blended(font, "English Font Output Blended",color) ;
msg2 = TTF RenderText Solid(font, "English Font Output Solid",color) ;

SDL_ShowCursor (false) ;
SDL_EnableKeyRepeat(lO, SDL_DEFAULT_REPEAT_INTERVAL);

}

void CPlayState::Cleanup ()

{
delete player;
TTF_CloseFont (font) ;
SDL_FreeSurface (bg) ;
SDL FreeSurface (msgl) ;
SDL FreeSurface (msg2) ;
SDL_ShowCursor (false) ;
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playstate.cpp (2)

void CPlayState: :Draw (CGameEngine* game)

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

SDL_Rect rectl = {40, 40, 0, 0};
SDL_Rect rect2 = {40, 80, 0, 0};
SDL BlitSurface(msgl, NULL, game->screen, &rectl);
SDL BlitSurface(msg2, NULL, game->screen, &rect2);

SDL_Flip (game->screen) ;
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void CGameEngine::Init (const char* title, int width, int height,

int bpp, bool fullscreen)
{

int flags = 0;
SDL_Init (SDL_INIT EVERYTHING);
if ( fullscreen ) {

flags = SDL FULLSCREEN;

}
screen = SDL SetVideoMode (width, height, bpp, flags):;
m_fullscreen = fullscreen;

m running = true;

TTF_Init();

o SDL_ttf 2felB2f2|f 25 3f42 ALESHI[ S|3HA, rEA| 233k 3F
- Z223Y BEA|, TTF_Quir() 3443 14311, 2o 2212] AH% 382 o3
SDL_Quit() el 7=l A%
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void CPlayState::Init ()

{

player = new Sprite;

SDL_Surface* temp = SDL LoadBMP ("background.bmp") ;
bg = SDL DisplayFormat (temp) ;
SDL_FreeSurface (temp) ;

font = TTF OpenFont ("HYNAMB.ttf", 30);

| * “HYNAMBrtf" E3EtyEES 30 point™l 2712 E53pct |
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/'8DL_Surface
const char *text, SDL Color £gqg);

SDL Surface
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*TTF RenderText Solid(TTF Font *font,

*TTF RenderText Blended (TTF Font *font,
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SDL_Color color={0,0,0}; &’
msgl =

msg2
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TTF RenderText Blended(font, "English Font Output Blended", color) ;

TTF RenderText Solid(font,"English Font Output Solid",color);
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main.cpp
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gameengine.h
gamestate.h
introstate.h
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sprite.h
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playstate.cpp (1)

void CPlayState::Init ()

{

player = new Sprite;

SDL_Surface* temp = SDL LoadBMP ("background.bmp") ;
bg = SDL DisplayFormat (temp) ;
SDL_FreeSurface (temp) ;

font = TTF OpenFont ("HYNAMB.ttf", 34);

2% Blended";

char *srcl = n3tl ZE
ZE iﬁ Solid";

char *src2 = "3t2
Uintl6é destl[50], dest2[50];

han2unicode (srcl, destl) ;
han2unicode (src2, dest2);

SDL_Color color={0,0,0};
msgl = TTF RenderUNICODE Blended (font, destl, color);
msg2 = TTF RenderUNICODE Solid(font, dest2, color);

SDL_ShowCursor (false) ;
SDL_EnableKeyRepeat (10, SDL_DEFAULT_REPEAT_INTERVAL) H

}
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char *srcl = "33
char *src2 = "33

Uintlé destl[50],

han2unicode (srcl,
han2unicode (src2,

€

ZE 2% Blended";
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dest2[50] ;
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SDL_Color color={0,0,0};

msgl = TTF RenderUNICODE Blended(font, destl, color);
msg2 = TTF RenderUNICODE Solid(font, dest2, color);
- FU2E AL ALY |
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