
SDL2 - Get started
Graphics programming



Setup SDL2



First program with SDL2
The following code will initialize an 
SDL2 instance. (SDL_Init)

Then, we can create a window, and 
a renderer.

The renderer is associated to the 
window and will be used to draw 
stuff on this window.



Let’s declare a structure that will 
hold the addresses of the window 
and the renderer.

Then, let’s put the initialisation in a 
separated function.





We can now start an infinite loop.

On each loop, we’re gonna:

- Clear the renderer
- Draw stuff on the renderer
- Flush the renderer

Each loop represents a frame



Example
In this quick example, we call a function (draw_stuff), that will just draw a line.



Events
SDL allows you to retrieve some events like:

- A key was pressed on the keyboard
- A key was released
- The mouse moved
- A button of the mouse was pressed/released
- The ‘exit’ button of the window was pressed
- ...



Retrieve events
You can retrieve events on 
each frame.

Events are pushed in a 
queue by SDL, so it’s a 
good practice to iterate on 
the function ‘SDL_PollEvent’ 
until the queue is empty:



Quit SDL
At the end of your program (when 
you break your infinite loop),

Don’t forget to release all the stuff 
you initialized with SDL.

In our example, we release the 
window and the renderer

But you can also have textures, 
surfaces, ...



Read the documentation :)


