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dmd.zip dm dmd
C:\work\D\
C:\Program Files

dmc.zip dm dm

Hello, world.
void main()
{
printf("Hello, world.");
}

test.d

SET PATH=C: \work\D\dmd\bin\;:;C:\work\D\dm\bin\
dmd test . d

pause
build.bat
test.exe
test.exe
Hel l o, worl d.
SDL
D - porting SDL. Based on DedicateD’s. SDL SDL.zip
SDL C:\work\D\
SDL SDL.dII SDL.lib C:\work\D\
SDL
i mport SDL;
void main()
{
/1
i f( SDL_Init(SDL_I NI'T_VIDEO) < 0 )
throw new Error("Couldn"t initialize SDL");
}
/'l 640x480 bpp
SDL_Surface *screen = SDL_SetVideoMode(640,
if ( screen == null {

throw new Error("Couldn't set 640x480 video

}



I

bool done = false;
SDL_Event e;
while ( !'done ) {
while ( SDL_Poll Event ( &e) ) {
done = e.type == SDL_QUI T;
}
SDL_Del ay(1000/ 30) ;
}
SDL_Quit () ;
test.d
UTF-8
SET PATH=C:\wor k\D\dmd\bin\; C:\work\D\dm\bin\;"
dmd test.d -1SDL SDL.1ib
pause
dmd test.d -1SDL SDL.1ib
-ISDL SDL
SDL.lib
test.exe
BMP
i mport SDL;
void main()
{
SDL_Init(SDL_I NI'T_VI DEO) ;
SDL_Surface *screen = SDL_SetVideoMode(640,
/1
SDL_Surface *image = SDL_LoadBMP("hell.bmp")
/1
SDL_BlitSurface(i mage, cast(SDL_Rect*)O0, scr
/1
bool done = fal se;
SDL_Event e;
while ( !'done ) {
while ( SDL_Poll Event ( &e) ) {
done = e.type == SDL_QUI T;

}
SDL_Del ay(1000/30) ;

}
SDL_Quit ();



i mport SDL;
void main()
{
SDL _I nit(SDL_I NI'T_VI DEO) ;
SDL_Surface *screen = SDL_SetVideoMode(640,
!/
bool done = fal se;
SDL_Event e;
while ( !'done ) {
while ( SDL_Poll Event ( &e) ) {
switch (e.type) {
!/
case SDL_MOUSEBUTTONDOWN:
switch (e.button. button)
{
case SDL_BUTTON_LEFT:
SDL_WM_Set Caption("push left", null
break;
case SDL_ _BUTTON_RI GHT:
SDL_WM_Set Caption("push right", nul |
break;
def aul t:
break;
}
break;
case SDL_QUI T:
done = true;
break;
def aul t:
break;
}
}
SDL_Del ay(1000/30) ;
}
SDL_Quit () ;
}

SDL_SetEventFilter
i mport SDL;

extern (C) i nt filterEventsHandl er ( SDL_Event* .
{
if ( e.type == SDL_MOUSEBUTTONDOWN ) {
if ( e.button.button == SDL_BUTTON_LEFT ) {
printf ("  MOUSEBUTTONDOWN --- SDL_BUTTON_LE
return O0; | * *
}
}

return 1;



SDL_Init(SDL_INIT_VIDEO);
SDL_Surface *screen = SDL_SetVideoMode (640,
SDL_SetEventFilter(&filterEventsHandl er) ;
/1
bool done = fal s se;
SDL_Event e;
while ( !'"done ) {
while ( SDL_Poll Event ( &e) ) {
done = e.type == SDL_QUI T;
}
SDL_Delay(1000/ 30) ;
}
SDL_Quit () ;
SDL SDL_mixer
http://www.sun-inet.or.j p/~yaneurao/dlang/Chapter-10.html#100100000000
http://www.sun-inet.or.jp/~yaneurao/dlang/lib/yaneSDK 4D0401280603.zip
yaneSDK4D0401280603\SDL\SDL_mixer.d SDL
yaneSDK4D0401280603\import\SDL_mixer.lib
yaneSDK4D0401280603\SDL_mixer.dl|
"chimes.wav"

mport SDL;
mport SDL_mixer; [/ SDL_mixer

void main()

{

SDL_Init(SDL_I NI'T_VI DEO) ;
SDL_Surface *screen = SDL_SetVideoMode (640,
/'l 44100Hz, 16bit, : 4092byte
Mi x _OpenAudio(44100, AUDIO_S16, 2, 4092),;
Mi x_ Music* music = Mix_LoadMUS("chi mes. wav")
/1 -1
if (Mix_PlayMusic(music, -1) '!'= 0) {

throw new Error (" Couldn'"t play music");
}
/1
bool done = false;
SDL_Event e;
while ( !'done ) {

while ( SDL_Poll Event ( &e) ) {

done = e.type == SDL_QUI T;
}

SDL_Del ay(1000/30) ;

~

Mi x _Halt Musi c () ;



/1

Mi x _FreeMusic(music);
/1
Mi x _CloseAudi o() ;
SDL_Quit () ;

}
SET PATH=C: \work\D\dmd\bin\; C:\work\D\dm\bin\ ;"
dmd test.d -1SDL SDL.Ili b SDL_mixer .|l ib
pause
SDL_mixer.lib
Ogg
BGM SE

i mport SDL;
i mport SDL_mixer; [/ SDL_mixer
void main()

{

SDL_Init(SDL_I NI'T_VI DEO) ;
SDL_Surface *screen = SDL_SetVideoMode(640,
/'l 44100Hz, 16bit, : 4092byte
Mi x _OpenAudio(44100, AUDIO_S16, 2, 4092),;
/'l BGM
Mi x _Music* music = Mix_LoadMUS("bgm. ogg") ;
if (!'!music) {
throw new Error("Couldn'"t | oad music");
}
/1 -1
if (Mix_PlayMusic(music, -1) I = 0) {
throw new Error (" Couldn't play music");
}
/'l SE
Mi x _Chunk* chunk = Mix_LoadWAV("chi mes. wav")
if (!'chunk) {
throw new Error (" Couldn'"t | oad chunk");
}
/1
bool done = false;
SDL_Event e;
while ( !'"done )
while ( SDL_Poll Event ( &e) ) {
switch (e.type) {
case SDL_MOUSEBUTTONDOWN:
/1 -1
/1 0 1 -1
Mi x Pl ayChannel (-1, chunk, 0);
br eak;
case SDL_QUI T:
done = true;
br eak



br eak:;

}
}
SDL_Del ay(1000/ 30) ;
}
/1
Mi x _HaltChannel (-1);
Mi x Hal t Musi c () ;

/1

Mi x _FreeChunk(chunk) ;
Mi x _FreeMusic(music);
/1

Mi x _CloseAudi o() ;
SDL_Quit () ;

test.obj) (test)

Error 42: Symbol Undefined _Mi x_LoadWAV
test.obj (test)

Error 42: Symbol Undefined _Mix_ PlayChannel

--- errorlevel 2
SDL_mixer.d
SDL SDL_mixer.d
dmd -c¢ -1 SDL SDL_mixer.d
SDL_mixer.obj
dmd test.d -1SDL SDL.Ilib SDL_mixer.|lib SDL_mix
SDL_mixer.obj

-L/exet:nt/ su:windows: 4.0

SET PATH=C: \work\D\dmd\bin\;C:\w
dmd -L/exet:nt/su:windows: 4.0 -1
pause

EXE

D
.res

res
Visual Studio

Borlandfi C++Compiler 5.5
Borland C++ Compiler 5.5

OK



rc

test | CON PRELOAD

test.rc

SET PATH=C:\borl and\bcc55\ Bi n;

brcc32 test.rc
pause

brcc32.exe test.rc
dmd -1 SDL test.d SDL.Ilib test.
test.res EXE
Java
Ant
Java
Ant Java JRE
http://www.java.com/ja/
Ant JDK
Ant
Ant
http://ant.apache.org/bindownl oad.cgi
apache-ant-1.6.5-bin.zip
ant C:\work\D\
build.xml
build.xml Ant
<! -- Ant http:// www
<project name="d_build" defaul
<!l - - - - >
<property name="name" val ue-=
<property name="prog" value-=
<!l - - - - >
<property name="1ibsdir"™ val
<!l - - - - >
<property name="11ibs" value-=
<l - - . d - - >
<property name="import" | oca
<!l - - - - >
<property name="src" |l ocatio
- - >
="resource" 1| o
- - >

<property name

<! - - - - >
<target name-=

"test.ico"

buil ti mport

I * depends=

%P ATH%

test.res
res
.Jjajakarta. or g/
t="all " basedir
"test "/ >
"${name}.exe"/ >
ue="11b\" />

val u

compi

I o

"“sDL" [/ >
c"/ >
n="resour ce'
e="SDL_mi xe
| e, l'ink"/ >



<target name="rebuild" depends="cl ean, c.

<target name="compil e" >

<apply executable="dmd" dir="%${src}" dest ="
<mapper type="glob" from="*.d" to="*.o0bj ",
<fileset dir="%${src}" includes="**/[*_d" /[ >
<arg value="-c¢"/ >
<arg value="-18&{i mport}"/ >
<arg value="-o0p"/ >
<arg valwue="-0"/>
<arg value="-release"/ >
<arg value="-version=Win32 _ release"/ >
<srcfil el >

</apply>

</ target >

<target name="1|1ink">

<apply executable="dmd" dir="." parallel ="t
<fileset dir="%${src} includes="**/*_0obj ",
<fileset dir="8%${i mport} includes="**/[*_0
<fileset dir="%${resource}" includes="1test
<fileset dir="%${resource}" includes="1test
<arg value="%${prog}"/l >
<arg value="%${libs}" />
<srcfil el >

</apply>

</ target >

<!l - - - - >

<target name="cl ean" >

<delete file="%${prog}"/ >

<delete file="%{name}. map"/ >

<del et e>
<fileset dir="%${src}" includes="**/*_obj ",
</ del et e>

</target >
<!l - - - - >
<target name="run" >
<exec executable="%${name}" dir=".">

</ exec>
/[ target >

AN

<! - - - - >
target name="buildlib">
<apply executable="dmd" d
<mapper t " '
<fileset
<arg valu
<arg valu
u
/

AN

ir="%${i mport}" des
m="*.d" to="*.o0bj ",
includes="3${bui |l

== O
— =
- O

i —-—o
1
o —0

S SN A ™

T A 4RQ

<arg val
<srcfile
</ apply>
</ target >
</ project
build.xml

t
>



src src\test.d

SDL SDL
lib [ib\SDL.lib
.def/.res resource

SET PATH=C: \work\D\ant\bin; %PATH®
SET PATH=C: \work\D\dmd\bin\; C:\work\D\dm\bin\;"
ant
pause

src

Ant build.xml

Ant pause
ant
ant c¢l ean

.obj/.map/.exe

D .0obj EXE

ant clean

ant run

ant buildlib
SDL_mixer.d

Ant

« ApacheAnt 1.6.1

SDL
D SDL

ESC
F5
Fo
F10
F12

i mport SDL;

static int g_width = 640;



[7)]

=

=

atic int g_height = 480;
atic | t g _videoBpp = 0;
atic int g_videoFlags = SDL_SWSURFACE;

id toggleFull Screen(SDL_Surface* screen, SDL

/1

SDL_BlitSurface(screen, cast(SDL_Rect *) O, bu-
g_videoFl ags ~= SDL_FULLSCREEN; [/

/1

screen = SDL_SetVideoMode(g_width, g_height,
/1

SDL_BlitSurface(buffer, cast(SDL_Rect *) O, sc

id toggl eShowCursor ()

i f(SDL_ShowCursor (SDL_QUERY) == SDL_ENABLE)

el se

id main()

SDL _Init(SDL_I NI'T_VI DEO) ;

SDL_Surface* screen = SDL_SetVideoMode(g_wid:"

/1

SDL_Surface* buffer = SDL_ConvertSurface(scr.

/1

SDL _Rect rect,;

rect.x = 100, rect.y = 200, rect. w = 200, re

SDL_Fill Rect(screen, &rect , SDL_MapRGB(scree:

/1

bool done = fal se;

SDL_Event e;

while ( !'"done ) {
while ( SDL_Poll Event (&e) ) done = e.type =
i nt numkeys;
Uint8* keystate = SDL_ _GetKeyState(&numkeys)
i f(keystate[ SDLK_F9]) toggl eFull Sc
el se i f(keystate[ SDLK_F10]) toggl eShowCu
el se if(keystate|[ SDLK_F12]) SDL_SaveBMP(
el se if(keystate|[ SDLK_F5]) SDL_WM_1l coni
el se if(keystate|[ SDLK_ESCAPE] ) done = true;
SDL_Delay(1000/ 30) ;

L _Quit () ;



D--D

D -
D --D Wiki
D --D

D Memo-- D

ABA Games--D

Mac SDL

o MacOSX .app

SDL

SDL

(2006-10-24 13:19:26)
-- kenmo (2006-10-24 15:20:03)
SDL_MOUSEBUTTONDOWN
-- (2006-10-24 17:04:36)
SDL_GetMouseState SDL_MOUSEBUTTONDOWN
-- (2006-10-24 17:14:07)
Java
-- (2006-10-24 17:20:05)
. SDL_ PeepEvents SDL_AddTimer
-- kenmo (2006-10-24 18:16:44)
-- kenmo (2006-10-24 20:16:34)
D

-- (2006-10-24 21:24:32)

yaneSDK4D http://shinh.skr.jp/ D
import
-- (2006-10-24 22:34:20)
SDL.dll
SDL_SetVideoMode()
-- (2006-10-24 22:38:59)
-- (2006-10-24

22:45:31)

http://zinnia.dyndns.org/~cvsweb/sdl doc-j p/gui deeventexampl es.html
SDL_ SetEventFilter
-- kenmo (2006-10-25 19:13:58)
SDL_ SetEventFilter -- kenmo (2006-10-25 20:11:32)




(2006-10-25 21:26:39)
-- HIZ (2006-10-26 20:38:23)
dos cd ant
(C:\Documents and.. -> c:\docume~1 ) -- zzz (2008-07-20
20:30:06)
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