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Dedication to those learning C++ 
I wrote this with the students of Ocean 

County College in mind.  I wanted to 

create something that complemented the 

material they were learning in their 

second C++ course.  The C++ course 

series at the college is partitioned into 

three courses: 

 Course 1 ï covers simple data 

types, user-defined data types, string, 

operators, input, output, control 

structures, the ifStatement, 

switchStatement, loops using 

forStatement, whileStatements, and 

functions.  

 Course 2 ï covers arrays, strings, vectors, structs, classes, pointers, overloading and 

virtual functions 

 Course 3 ï covers over templates, exception handling, recursion, linked lists, stacks, 

and queues 

The book used in the course is a good one ï ñC++ Programming: From Analysis to Program 

Designò by D.S. Malik.  The only problem I saw with the book is that many students were 

looking for problems to solve that they could relate to ï games.  I originally wrote a set of notes 

on Windows Console Programming that demonstrated how to build Pong, Breakout and 

Mindsweeper with just the Windows Console.  I did not realize until recently that a better way to 

stimulate thinking and usage of the C++ constructs we were learning in the second course was 

to use a tool as simple and as powerful as SDL.  SDL provides the capability for students to 

learn the key concepts of classes, pointers, and arrays and actually enjoy the programs they 

build since most can relate to the elements of a game. I donôt see these notes as a replacement 

of the material in the book. In fact, a good C++ student should read the material, look over the 

exercises and do as many programs as they can fit into their schedule.  

The second goal is to explain in some detail the new C++ constructs starting in Course #2.  So if 

you are more experienced and you donôt need an explanation of classes or pointers or other 

features I may think someone just learning C++ may not know then feel free to skip over those 

sections. 

Have fun and build a fun game! 

 

 

  

Figure 1 - C++ image 



March 6, 2011 BEGINNERôS GUIDE TO SDL 

 

7 
 

Chapter 0: Introduction 

 
Figure 2 - SDL Logo (http://www.libsdl.org/) 

Purpose 

This book discusses how to build 2D games using free compiler IDEs and graphics libraries. 

The specific graphics tool we address in these notes is SDL which is an acronym for Simple 

Directmedia Layer graphics library.  A key thing to note 

about SDL is that it is cross-platform. A program written 

using SDL can be re-compiled to run on various operating 

systems platforms such as Windows, Mac, and many UNIX 

variants with little to no changes to the code. The SDL 

library provides functions that make it easy to build 2D type 

games. A 2D game is a game that takes place on a static 

playing field (e.g. Pong, Donkey Kong) or scrolls (e.g. Mario 

Bros.).  The graphics are simple due to the initial limitation 

of the game systems and computers that were used when 

they were first designed. The action and game play can be 

as enjoyable as any modern 3D game made today. A 

testimony to the fun and success of 2D games is their 

resurgence and popularity on Xbox Live Arcade and Wii 

Virtual Console. 

The exercises and programs we build will be created using the free C++ compilers and IDE 

such as WxDev-C++ or Code::Blocks. In addition the SDL library and all additional supporting 

libraries designed to work with SDL will be utilized. We will build some simple games ï Pong, 

Breakout, Minesweeper and Tetris.  In addition, at the end we build a platform scrolling game to 

demonstrate some more advance game techniques.   

Figure 3 - Nintendo Donkey Kong 

http://upload.wikimedia.org/wikipedia/en/a/a1/Donkey_Kong_Screen_3.png
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We will be using Windows1 version of tools and libraries in our discussion.  But, since all the 

tools and libraries have cross-platform versions users preferring to use a different operating 

system should have no problem following along. 

 

Prerequisite 

In order for these notes to make sense and be worth your investment 

in time and energy is for you to have at least one semester of C++ 

under your belt.  There are many useful websites if you are learning 

C++ on your own. I recommend 

http://www.steveheller.com/cppad/Output/dialogTOC.html. Of course, 

the best way to learn your first programming language is to take a 

course at your local college.  The only downside to that suggestion is 

that the typical college text book tends to be over $100. There will be 

plenty of exercises as we move along.  I highly recommend doing all 

the exercises in order to build up a working knowledge of C++ and 

SDL.   

All the programs will be explained in detail and you are encouraged to 

complete each one as a working model.  

What is out there now on SDL? 

There are few books on learning SDL only one directs itself to Windows environment, the book, 

ñFocus on SDLò by Ernest Pazera.  The book was published in 2003 and is currently out of print.  

It can only be obtained used over the Internet. I think the book should have been at least triple 

its current size, in fact; I felt it was pared down to fit into the ñFocus Onò series which consists of 

small books that take a look at a topic. In any case, I found it a great source of information but 

wish the author had more examples and would have built a game from beginning to end in order 

to solidify all the new concepts being presented. There are other books that cover SDL ñLinux 

Game Programmingò by Mark ñNurgleò Collins, et al. The book is of course Linux focused but 

the SDL material will work on Windows.  The book presents a rather well designed code 

structure for games (you canôt ever go wrong using it!).  This book is also out of print.2 The other 

two book I found with several chapters dedicated to SDL are both by the same author ï Erik 

Yuzwa. ñGame Programming in C++: Start to Finishò and ñLearn C++ by Making Gamesò.  I 

think both books are great additions to anyone learning to program in C++ and also interested in 

making games in the process.  The only difference between them and this book is that this book 

is FREE and I hope a valuable resource. 

                                                
1
 We are of course referring to Microsoft Windows. All code has been tested on Windows XP, Windows 

Vista and Windows 7 version of Windows. 
2
 My favorite place to purchase out of print books is amazon.com. You can always find 3

rd
 party 

merchants to purchase new or used copies of books, of course the rarer the book is the more expensive it 
will be! I think all out of print books should find themselves in an electronics book cemetery.  

Figure 4 - Getting things 
together 

http://www.steveheller.com/cppad/Output/dialogTOC.html
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There are several websites you should be able to find on the Internet. One website has a rather 

good set of tutorials - http://www.sdltutorials.com. In fact, I use its class layout as a basis for the 

game programs later in this book. Another website you should visit is http://www.libsdl.org/ to 

obtain the latest version of SDL and more information on the library.  The key advantage to 

using this book is that it presents a detailed explanation of the SDL functions and gently guides 

you in using more advanced C++ constructs and additionally presents the mechanics for 

building a 2D game. 

Why SDL?  

I started to investigate SDL in order to understand its use 

in a game named Klone Keen. The game is a free version 

of the game engine that runs the game Commander Keen 

by Id  Software. The game Commander Keen was 

released as shareware3 in a series of games in the early 

1990ôs. The game was notable for being able to replicate 

ñthe side-scrolling action of the Nintendo Entertainment 

System Super Mario Bros. games in DOS.ò You will need the original data files in order to run 

Klone Keen. The game made use of several free libraries one of which was SDL for sound, 

video and keyboard processing.  In my quest to learn SDL I purchased several books that 

referenced or used SDL and checked out all 

the online resources.  I felt that SDL was the 

perfect library for students to learn in order 

to be able to build programs that were more 

interesting than the typical programming 

assignments we usually give students in 

their second C++ course. The goal I had 

was to create a comprehensive book that 

was not restricted in size by any publishing 

constraints and would present several game 

variations in order to addressing different 

programming techniques that are useful in 

the creation of 2D games. The greatest 

difference is my intention to make this book available for free. 

 

A Bit of History 

SDL was created by Sam Lantinga and released to the public in 1998. 

He has worked on many game projects and has been with Blizzard 

Entertainment since 20094.  You can check out his resume online at 

                                                
3
 The term shareware is used to refer to software (e.g. games) that is provided on a trial basis or in the 

case of Commander Keen you can play the first level for free but must pay to obtain the rest of the game. 
4
 This is true as of April 2010 

Figure 6 - Commander Keen 

Figure 5 - A level in Commander Keen 

Figure 7 - WOW 

http://www.sdltutorials.com/
http://www.libsdl.org/
http://upload.wikimedia.org/wikipedia/en/3/35/Keen5.png
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http://www.devolution.com. I was impressed to see that he made major contributions to my 

favorite game of all time ï World of Warcraft.  

Lantinga was inspired to create the SDL in order to support his efforts in porting applications 

from one platform to another (e.g. Windows to Macintosh).  The library was created to facilitate 

creating and porting applications, esp. games to different platforms with minimal code changes. 

Today, many applications use various components of SDL to perform functions such as 

keyboard handling or joystick support and complement it with OpenGL5 or other libraries. 

SDL was written in C but can be used with C++ (as we plan on doing here), Perl, C, Python, etc. 

 

The components of SDL 

SDL is composed of eight subsystems: 

 Video ï This subsystem deals with the things you see on the screen. The windows, 

colors, and sprites that make up the visual components of a game. This component is 

only intended to support simple graphics operation and the user is assumed to be 

sophisticated enough to be able to create additional functions to draw lines, circles, etc.  

In our case, we will see how we can augment this library with additional free libraries 

written and released by others. 

 Event Handling ï This subsystem handles how the user interacts with the game. The 

user generates events whenever they minimize the 

window, move the mouse or press a key. You will 

find this component of SDL useful to employ even if 

you plan on moving on to build 3D games with other 

libraries. 

 Joystick Handling ï This subsystem deals with the 

various complexities involved in todayôs joysticks. 

Each joystick has a different number of buttons, 

dials, switches, joysticks and wheels. This 

component provides a set of functions to manage a 

joystick. 

 File I/O ï This subsystem handles the reading in of bmp files. I should note that since 

SDL is typically used to create a multimedia application such as a game it has a 

wonderful feature that programmers can use cout and cerr to write messages and the 

messages get automatically saved into the data files ï stdout.txt and stderr.txt. This is a 

great ready-to-use logging system. 

 Audio ï This subsystem supports sound you may want to add to your game.   

 CDROM ï This neat subsystem supports access and communication to a users CD 

ROM device. 

                                                
5
 OpenGL (Open Graphics Library) is another cross-platform graphics library used to build 2D and 3D 

applications. I plan on covering in my planned second book on building games. 

Figure 8 - A souped up joystick! 

http://www.devolution.com/
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 Timers ï This subsystem provides functions to set and control when a sequence of 

events or processes takes place in a periodic fashion. It is similar to you alarm clock 

which you set everyday to wake you up at a certain time.  You might set timers in a 

game program to update the screen, move the monsters, etc. 

 Threading ï SDL provides functions to handle establish and control more than one 

thread of execution. A ñthread of executionò is a sub process that exists within a large 

process that runs independently. This feature provides the programmer the capability to 

do more than one thing at a time. Using threads adds a layer of complexity to your 

program since you will need to manage communication and access to resources. 

There are additional libraries that complement SDL and the next chapter (Installing and Testing) 

will have you install them all in addition to SDL. The libraries are: 

 

 SDL_image - This library has support for image formats other than bmp, such as 

PNG, GIF, JPEG and many others. 

 SDL_mixer ï This library provides support for playing music and sound samples from a 

greater set of formats, e.g. WAV, MOD, MP3, etc. ñIt supports any number of 

simultaneously playing channels of 16 bit stereo audio, plus a single channel of music, 

mixed by the popular MikMod MOD, Timidity MIDI, Ogg Vorbis, and SMPEG MP3 

libraries.ò 

 SDL_net ï This library provides a ñsmall cross-platform networkingò set of function. It 

includes a chat client and server application. 

 SDL_ttf ï This library provides you the capability to use TrueType fonts. We will use this 

to display text on our game screens. 

 

 These libraries serve to provide a layer or 

wrapper around operating system functionality. 

The libraries provide a set of common functions 

that hide the complexity and differences between 

platforms such as Macintosh and Windows.  

ñOn Microsoft Windows, SDL uses a GDI backend 

by default.ò GDI stands for Graphics Device 

Interface and it is an API that comes with 

Windows to provide programming support for the 

representation of graphical objects to be shown or 

displayed on computer monitors of printers. GDI is 

not known to be fast or the best way of building 

games on a Windows platform. The other two popular options are DirectX and OpenGL. The 

current version of SDL was designed to use DirectX 7.  You may be wondering why we would 

choose to discuss SDL on Windows rather than just directly learn the latest DirectX. There are 

several reasons: 

Figure 9 - Image of sample game created with SDL 

http://upload.wikimedia.org/wikipedia/commons/d/de/Battle_for_Wesnoth_0.9.6_tutorial.png
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 I like the idea that SDL is cross-platform. It means students can use Windows in class or 

at home but those that prefer other operating systems platforms such as Linux can do all 

the programming examples on them. There is nothing in here that is Windows specific 

other than the detailed installation instructions that assume you will be installing all the 

software in Windows operating systems.  

 Students donôt have to learn WinMain just yet.  The entry point for your SDL windows 

application remains the main function:  

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

{  

}  

The use of main avoids all the explanations that would be required if we had to get into 

the details on how to build a typical program to run under Windows.  

 I canôt say enough on how I really appreciate the fact 

that you can use cout and cerr for output and view 

the results in a file after the program executes or as 

more often happens ï does not work as expected. It 

helps in debugging and troubleshooting the code. 

TIP: If you encounter a situation where ñnothingò 

happens then go to the directory where the *.exe file 

resides and search for the stderr.txt file for error 

messages.  

 Someone learning C++ with the intention of building 

their own games can set up and start coding pretty 

quickly with these free tools.  

I am going to assume you know the following C++ concepts: 

 Data Types 

 Input/Output 

 Arithmetic Operators  

 Control Structures 

o if, if..else,  

o switch 

o while 

o for 

 Functions 

 

The topics above cover the knowledge the typical computer science student learns in their first 

programming course. 

Along the way, you will also use the following additional topics: 

Figure 10 - An image of nothing? 
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 Enumeration Types 

 Using typedef 

 Pointers 

 Arrays 

 Records (struct) 

 Classes 

 

The topics above are covered in an Appendix in enough detail to 

understand these notes. Of course the best thing to do is the read 

the corresponding chapter in any good C++ book if you need 

more information and exercises or start reading these notes when 

you start working on the second half of your C++ course(s).   All 

the problems and exercises in these notes relate to building the 

games we have in mind, in addition the programs will help you to 

understand how useful the computer constructs above are in 

developing fun programs.  But, there is moreé. 

In addition to discussing how to use SDL and the helper libraries you will need to create games. 

We will also cover topics probably not covered in enough detail in your programming course: 

 how to build and use your own .h files 

 how to build and use your own libraries 

 how a program evolves and develops in order to make it easier to change and expand 

 how to use the joystick and mouse  

The good news for novice programmers is that these topics are covered without getting into the 

ugly details of Windows Programming! 

Figure 11 - Another C++ logo 
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Chapter 1 ï Installing SDL 
 

Obtaining copies of all the libraries 

You will need to obtain copies of SDL, SDL_image, SDL_mixer, SDL_net and SDL_ttf. Visit the 

following pages and download the Windows V6 version of each file referenced: 

 SDL - http://www.libsdl.org/download-1.2.php 

o Download the file SDL-devel-1.2.14.mingw32.tar.gz 

o Unzip6 (see Appendix D for instructions) the file to your C:\ drive. 

o You will have a directory similar to SDL-1.2.14 (whatever the latest version of 

SDL you downloaded to your computer) 

 SDL_image - http://www.libsdl.org/projects/SDL_image/ 

o Download the file SDL_image-devel-1.2.10-VC 

o Unzip the file to your C:\ drive 

o You will have a directory similar to SDL_image-1.2.10 with two folders ï  

\include and \lib. 

 SDL_mixer - http://www.libsdl.org/projects/SDL_mixer/ 

o Download the file SDL_mixer-devel-1.2.11-VC 

o Unzip the file to your C:\ drive 

o You will have a directory similar to SDL_mixer-1.2.11 with two folders - 

\include and \lib. 

 SDL_net ï  http://www.libsdl.org/projects/SDL_net/ 

o Download the file SDL_net-devel-1.2.7-VC8 

o Unzip the file to your C:\ drive 

o You will have a directory similar to SDL_net-1.2.7 with two folders - \include 

and \lib 

 SDL_ttf ï http://www.libsdl.org/projects/SDL_ttf/ 

o Download the file SDL_ttf-devel-2.0.9-VC8 

o Unzip the file to your C:\ drive  

o You will have directory similar to SDL_ttf-2.0.9 

o You will also need to obtain a font libray, go to http://www.freetype.org/ or the 

FreeType project on SourceForge http://sourceforge.net/projects/freetype/.  

 

 

To save time and to use all the tools and libraries referenced in these notes you can simply visit 

http://www.brainycode.com and follow the ñLearning SDL ï A Beginnerôs Guideò link on that 

website.  The page will have links you can use to download the same exact versions I used in 

developing these notes.  If you encounter a problem then I encourage you to visit the SDL forum 

on brainycode and post a question.  I will try to respond and help out. 

                                                
6
 I use the term ñunzipò to mean uncompress or open the files in a compressed archive. The file may be a 

*.zip file but it may be *.tar or *.gz format.  The term is not intended to imply the file will always be in *.zip 
format. 

http://www.libsdl.org/download-1.2.php
http://www.libsdl.org/projects/SDL_image/
http://www.libsdl.org/projects/SDL_mixer/
http://www.libsdl.org/projects/SDL_net/
http://www.libsdl.org/projects/SDL_ttf/
http://www.freetype.org/
http://sourceforge.net/projects/freetype/
http://www.brainycode.com/
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All these files will need to be unzipped of uncompressed on your machine.  I highly recommend 

the tool 7-Zip to get the job done. If you donôt know how to unzip a file check out Appendix D. 

You must now decide what Windows IDE you will be using.  I recommend one of the following: 

 Code::Blocks 

This IDE is available at 

http://www.codeblocks.org/. It is free and 

operates across many operating systems ï 

Windows, Linux and Mac. The IDE uses 

wxWidgets, which is a C++ library which is ï

yes ï cross-platform GUI library.  You can 

create a workspace that combines one or 

more projects. Each project is a collection of 

files making up your application.  You can 

easily import your Dev-C++ or MSVC project 

files.   

It also has a fully functional debugger that 

allows you to set code breakpoints, the call 

stack and disassembly of the code. You can even view the CPU registers. The reason I highly 

recommend it is because it is supported and can be extended through the use of plug-ins. 

http://www.codeblocks.org/screenshots  

 WxDev-C++ 

wx-Dev-C++ is an extension of Dev-

C++. It is similar to Code::Blocks in 

that it uses wxWidgets and is a free 

open-source IDE.  It has a form 

designer, integrated debugging and 

nice editor features. Unlike Dev-C++ 

this product is currently supported and 

grows. You can pick up a copy at 

http://wxdsgn.sourceforge.net/.  

 

 

 

I donôt have any preference to IDE. I will be using WxDev-C++ throughout these notes. The next 

sections show how to install and test the SDL libraries on both IDEs. 

Figure 12 - CODE::BLOCKS IDE 

Figure 13 - WxDev-C++ IDE 

http://www.codeblocks.org/
http://www.codeblocks.org/screenshots
http://wxdsgn.sourceforge.net/
http://www.codeblocks.org/screenshots
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I will note that regardless of IDE we will need to copy the include files under the /include 

directory of the compiler. That is, for both compilers we will copy all the SDL include file (*.h) to 

the directory /include/SDL (see below). 

 

 

Figure 14 - Location of SDL include files 

This will mean that when we create our C++ programs we will need to add the following include: 

#include ñSDL\ sdl.h ò 

Or 
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#include ñSDL\ SDL_ttf.hò 

 

Installing to work with Code::Blocks 

Steps for getting SDL program to compile and execute using Code::Blocks. 

1. Obtain an install the latest version of Code::Blocks C++ IDE from 

http://www.codeblocks.org/ 

a. Note: I installed under the directory C:\CodeBlocks since some Windows 

operating systems create unnecessary problems when trying to change or add 

files under C:\Program Files. 

b. Note: Install the version with MingGW, codeblocks-8,02mingw-setup.exe 

 Double click on the setup program 

 

Figure 15 - Code::Blocks setup  Wizard screen 

 Select Next> 

http://www.codeblocks.org/
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Figure 16 - GNU License Agreement 

 Most people donôt read this screen.  The GNU GENERAL PUBLIC LICENSE is quite 

different than your typical agreement. Read it. Then click on ñI Agreeò. 

 

Figure 17 - Choose Components Dialog Box 

 I clicked on the Default Installation node in order to select more shortcuts. Select what 

makes sense and click on ñNext>ò 
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Figure 18 - Choose Install Location Dialog Box 

 I decided to save under C:\CodeBlocks rather than in the default directory C:\Program 

Files\CodeBlocks.  Click on ñInstallò. 

 

Figure 19 - Installing progress dialog box 
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Figure 20 - Final Code::Blocks dialog 

 I selected ñYesò in order to see how the IDE starts up and Finish installing. Make sure 

you close out and set the default compiler you want Code::Blocks to use. 

 

Figure 21 - Set GNU GCC Compiler as the default compiler 

 

Figure 22 - Tip of the Day message 

I recommend letting the IDE startup with the ñTip of the Dayò. 
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Figure 23 - Code::Blocks start up screen 

 

2. Copy the directory folder C:\SDL-1.2.14\include\SDL to a new \SDL include directory 

under C:\CodeBlocks\include. 

 

Figure 24- The result of copying /include/SDL under Code::Blocks 

3. Copy the *.a files (libSDL.dll.a,libSDLmain.a) in C:\SDL-1.2.14\lib to Code::Blocks lib  

directory (C:\Program Files\CodeBlocks\MinGW\lib). 

4. Copy SDL.dll under C:\SDL-1.2.14\bin to Code::Blocks bin directory. 

a. This will allow the IDE to find the SDL.dll when you execute from the IDE, 

otherwise you will always have to copy the SDL.dll into the same directory as the 

exe file. 
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We have now completed all the steps that need only happen one time. 

 

Figure 25 - Creating a Console Application 

5. Create a C++ Project to test simple SDL application. Select File | New Project. Click on 

ñConsole Projectò icon in the dialog box that appears. 

 

 

Figure 26 - TestingCodeBlocks Project 

I decided to give my project title the name ñTestingCodeBlocksò . Select a folder to insert the 

new project.  I usually create a folder with the same name as the project.  

6. Take the defaults and click on ñFinishò. 
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Figure 27 - Creating Console Applications 

7. Set up your projectôs specific libraries. Select ñProjectò, choose ñBuild optionsò, select the 

main project. Click on the ñLinker settingsò tab. Click on ñAddò button. Add mingw32 first 

followed by the two SDL libraries. Add ñ-lmingw32 ïlSDLmain ïSDLò to the ñOther linker 

optionsò. Click on OK 

 

Figure 28 - Selecting the main "TestingCodeBlocks" 
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Figure 29 - Adding linker options 

 

8. Replace the code in the default main.cpp with the sample SDL code. 

 
#include <cstdlib>  

#include <iostream>  

#include "SDL \ sdl.h"  

 

using namespace std;  

 // screen dimensions  

const int SCREEN_WIDTH=640;  

const int SCREEN_HEIGHT=480;  

 

//display surface  

SDL_Surface* pDisplaySurface = NULL;  

 

//event structure  

SDL_Event event;  

 

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

{  

 //initialize SDL  

 if (SDL_Init(SDL_INIT_VIDEO)== - 1) {  

  cerr << "Could not initialize SDL!" << SDL_GetError() << endl;  

  exit(1);  

 } else  {  

  cout << "SDL initialized properly!" << endl;  

 }  

 //create windowed environment  

 pDisplaySurface =  

  SDL_SetVideoMode(SCREEN_WIDTH,SCREEN_HEIGHT,0,SDL_ANYFORMAT); 

  

 //error check  
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 if (pDisplaySurface == NULL) {  

  //report error  

  cerr << "Could not set up display surface!" << SDL_GetError()  

    << endl;  

  exit(1);  

 }  

 

     // set caption  

     SDL_WM_SetCaption("Template", NULL);  

 

 //repeat forever  

 for(;;)  {  

  //wait for an event  

  if(SDL_PollEvent(&event)==0) {  

   // DO OUR  THING . . .  

 

   //update the screen  

   SDL_UpdateRect(pDisplaySurface,0,0,0,0);  

  }  else {  

   //event occurred, check for quit  

   if(event.type==SDL_QUIT) break;  

  }  

 }  

 SDL_FreeSurface(pDisplaySurface);  

 SDL_Quit();  

 //normal termination  

 cout << "Terminating normally." << endl;  

    return EXIT_SUCCESS;  

}  
Table 1 ï TestingCodeBlock ï main.cpp 

The program is a very simple SDL program that: 

 Initializes SDL for video  

 Creates a window 

 The for loop constantly looks for events  but the only one it is handling is the event that 

gets generated when you close the window or when you quit (SDL_QUIT) the 

application window. 

 

9. Compile and execute 
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Figure 30 - Test SDL Program Window 

If you followed the directions you should see a window similar to the above. 

What is a wizard? 
 
Many applications have wizards, which are programming 
aids implemented as a set of dialog boxes that are used to 
automate things for you. For example, when you create 
programs using SDL you will find that unless you use a 
wizard you will always need to add the same set of include 
files, link the same libraries and dlls. Using a wizard to create 
a project specifically for SDL will get all these mundane tasks 
done for you at the start. In addition, you can specify a start-
up main file to be used as the template for all your SDL 
programs. No need to add main and all the startup SDL code 
ï it will be all done by the wizard!   

 

Using the Code::Blocks SDL wizard  

 Create a Project and select ñSDL Projectò 
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Figure 31 - Creating an SDL project 

There seems to be a problem with the Code::Blocks wizard on Windows. So I will skip using it.  

We will create our own user wizard template. 

Creating your own SDL Custom Template 

 Open the last project (if it is not open). 

 

Figure 32 - Save Project as User-Template 

 

 Select File | Save Project as User-Template 
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Figure 33 Giving user-template a name 

 Click on ñOKò 

Now when you start a ñSimple SDL Projectò (something we will do for all our non-game 

programs) you can just start the project by selecting: File | New | From user template and select 

ñSimple SDL Projectò. This will create a starting project for a simple SDL Project.  In chapter 4 

we will create another user-template for our games. 

 

Installing to work with WxDev-C++ 

 

1. Remove any previous copy of Dev-C++. 

2. Obtain and install the latest version of wxDev-C++ from http://wxdsgn.sourceforge.net/. 

a. Note: I installed under the directory C:\Dev-Cpp. You can choose to save under 

the default directory under C:\Program Files. 

b. Install the version wxdevcpp_7.2.0.2_full_setup 

 Double click on the setup program 

 

http://wxdsgn.sourceforge.net/
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Figure 34 - WxDev-C++ License Agreement 

As you can read in the license agreement this IDE used the popular and free IDE Bloodshed 

Dev-C++ as its starting point. 

 Click on ñI Agreeò 

 

Figure 35 - Component selection screen 

 Select the components that make sense. I suggest you take the defaults. 
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Figure 36 - Start Menu Folder name dialog box 

 Click Next> to accept the default start menu folder name 

 

Figure 37 - Install location dialog box 

 I installed under C:\Dev-Cpp instead of the default C:\Program Files\Dev-Cpp due to 

problems that came up under some Windows Vista installations.  I suggest you take the 

default if you are sure you will not encounter similar problems. Click on ñInstallò 
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 If you prompted to download the latest devpaks, click on ñYesò. 

 

Figure 38 - Installation progress bar 

 Click ñCloseò once the installation completes 

 

Figure 39 - Install for all users dialog box 

 Click ñYesò 

 

2. Copy the directory folder C:\SDL-1.2.14\include\SDL to a new \SDL include directory 

under C:\Dev-Cpp\include. 
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Figure 40- The result of copying /include/SDL under Dev-Cpp include directory 

3. Copy the *.a files (libSDL.dll.a,libSDLmain.a) in C:\SDL-1.2.14\lib to C:\Dev-Cpp\lib  

directory. 

4. Copy SDL.dll under C:\SDL-1.2.14\bin to Dev-Cpp bin directory. 

a. This will allow the IDE to find the SDL.dll when you execute from the IDE, 

otherwise you will always have to copy the SDL.dll into the same directory as the 

exe file. 

5. Open WxDev-C++. The next couple of screen only occur when you start wxDev-C++ for 

the first time. 



March 6, 2011 BEGINNERôS GUIDE TO SDL 

 

34 
 

 

Figure 41 - Selecting language dialog box 

 Select the language and click > Next. 

 

Figure 42 - Using a cool feature! 

 Click > Next 
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Figure 43 - Creating a cache dialog box 

 Click > Next. It will take a while to parse the files. 

 

Figure 44 - final installation dialog box 

 Click OK 
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Figure 45 - Your first "tip of the day" 

 I always read the ñTip of the dayò in order to learn something new about the application I 

am using. 

 

6. Open a new Project by selecting File | New | Project 

 

Figure 46 - New Project dialog box 

7. Select ñConsole Applicationò from the list project type icons and enter a name for your 

Project. 

 

8. Copy the program in Table 1 into the default main.cpp program that was created for you 

when you selected Console program. 

 

9. Add the following under: Project | Project Options. Select Parameters tab: In  
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-mwindows 

-lmingw32 

-lSDLmain 

-SDL 

C:\Dev-Cpp\lib\libmingw32.a 

C:\Dev-Cpp\lib\libSDL.dll.a 

C:\Dev-Cpp\lib\libSDLmain.a 

 

 

Figure 47 - Saving the "main.cpp" file 

 Save the program file main.cpp 

 

Figure 48 - Result of compilling and running the program 

10. Compile and Run. 






















































































































































































































































