SDL-Setup-Tutorial for Mac OS with Xcode

Based on the previous SDL-Setup-tutorial by Andreas Kramer, | managed to build the
project files on the latest Mac OSX (Version 10.11.1) with Xcode 7.0.1. | would like to
share my experience, update the changes and explain some confusing settings in
details for the other Mac users in DH2323.

Stepl: Download SDL 1.2 (http://www.libsdl.org/download-1.2.php).

I choose this version just because its installation package has the “SDLMain.m” file
inside of the “devel-lite” folder while SDL 2.0 have no such one.

Step2: Install “SDL.framework”

Copy it to the path “/Library/Frameworks”.
In details: open “Finder”, press “command+shift+g” and input the path.
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Then you come to the folder and can easily copy the “SDL.framework” to it.
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Step3: Open Xcode and create a Cocoa Application.

Version 7.0.1 (7A1001)

Get started with a playground
Explore new ideas quickly and easily.

Create a new Xcode project

Check out an existing project

Show this window when Xcode launches

Choose options for your new project:

Start building a new iPhone, iPad or Mac application.

Start working on something from an SCM repository.

Choose a template for your new project:

ios *
=
Application A R .
Framework & Library .

Cocoa Game Command Line
watchOS Applica Tool

Application

Framework & Library
0s X

Application

Framework & Library

System Plug-in
Other

Cocoa Application

This template creates a Cocoa application.

Cancel

Bundle Identifier:

Language:

Document Extension:

Product Name: SDLwithGLNi
Organization Name: Shi Qiu
Organization Identifier: kth

kth.SDLwithGLM
Objective-C

Use Storyboards

Create Document-Based Application

Use Core Data
Include Unit Tests
Include Ul Tests

Cancel

Step4: Select the blue icon of your project and go to the “Building Settings”. Then

switch the “Objective-C Automatic Reference Counting” item to “No”.
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¥ & SDLwithGLM
v SDLwithGLM
h AppDelegate.h
m AppDelegate.m
1 Assets.xcassets

o &

MainMenu.xib
Info.plist
» [ Supporting Files
> Products

28 & SDLwithGLM

[] /A SDL.GIM ¢  General Capabilities
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¥ Linking
Setting
Link With Standard Libraries
Mach-0 Type
¥ Packaging
Setting

Defines Module
Module Map File

¥ Apple LLVM 7.0 - Language
Setting

Compile Sources As

¥ Apple LLVM 7.0 - Language - Modules
Setting

Link Frameworks Automatically

¥ Apple LLVM 7.0 - Language - Objective C
Setting

» Objective-C Automatic Reference Counting

¥ Apple LLVM 7.0 - Warnings - All languages
Setting

Uninitialized Variables

SDLwithGLM: Ready | Today at £412:22

Resource Tags Info Build Settings

Q- automatic

A soL
Yes &
Executable &

A SDLWIthGLM

No ¢

A SDLWIthGLM

According to File Type

SDLwithGLM

A SDLwithGLM

Yes (Aggressive) &
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Build Rul¢ dentity and Type

Name SDLwithGLM
o

Location Absolute o

SDLwithGLM.xcodeproj
Full Path /Users/qiushi/Desktop/

Courses2016Spring/
Computer Graphics and
Interactions/Labtest/
SDLWithGLM/
SDLwithGLM.xcodeproj ©

Project Document

Project Format Xcode 3.2-compatible [

Organization Shi Qiu

Class Prefix

Text Settings

Indent Using  Spaces

o @

Widths 4 4
Tab

Indent
Wrap lines

bDOoeB

Cocoa Touch Class - A Cocoa
Touch class

Ul Test Case Class - A class
implementing a unit test

Unit Test Case Class - A class
implementing a unit test




Step5: Delete AppDelegate and MainMenu, and move them to trash.

SDLwithGLM: Ready | Today at k412:33

® o ) W /A SDLwithGLM ) B My Mac

B2 aQ an © o B 8|« & SDLwithGLM SDLwithGLM ) |, AppDelegate.h ) No Selection
7 & SDLwithGLM "

) // AppDelegate.h
¥ [ SDLWithGLM //  SDLwithGLM

Created by ShiQiu on 16/3/31.
2016% Shi Qiu. ALl rights reserved.

Z
M AppDeleqate.m SRelEinder

{13 Assets.xcassets Open with External Editor

gl

Info.plist Show File Inspector

» Cocoa.h>

elegate : NSObject <NSApplicationDelegate>

» | Supporting Files

» | Products New File...

Add Files to “SDLwithGLM”...

New Group
New Group from Selection

Sort by Name

Sort by Type

Source Control >
Project Navigator Help >

T

Step6: Delete “main.m”, and move it to trash.

SDLwithGLM: Ready | Today at £412:38
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SDLwithGLM ) m main.m ) No Selection
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v & SDLwithGLM "o
// main.m
¥ [ SDLWIthGLM /7 SDLWithGLM
7

M Assots cassats // Created by ShiQiu on 16/3/30.
Info.plist // Copyright © 20164 Shi Qiu. All rights reserved.

Show in Finder

Open with External Editor
Open As

Show File Inspector

v Suppt
» | Product

rt <Cocoa/Cocoa.h>

» 2in(int argc, const char x argvl]) {
sturn NSApplicationMain(argc, argv);

New File...
Add Files to “SDLwithGLM”...

New Group
New Group from Selection

Source Control >

Project Navigator Help >

1cas niamer un £o73/ 14,

Do you want to move the 3 selected files to the Trash, or only
remove the references to them?

| Remove References \5

Cancel

Step7: Open the “/Library/Frameworks” folder and drag the file ”SDL.framework”

under your project “SDLwithGLM”. And import WITHOUT copying and add to target.

Choose options for adding these files
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Step8: Select the blue icon of your project and go

Search for header.
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Info.plist
v Supporting Files
2 v Search Paths
> Products

» 34 SDL.framework

Step9: Add

“/Library/Frameworks”

SDLwithGLM: Ready | Today at £4F12:57

Always Search User Paths
Framework Search Paths
Header Search Paths

Use Header Maps

User Header Search Paths

to the “Building Settings”. And

¥ SDLwithGLM

No &
/Library/Frameworks

Yes ¢

to Framework Search Paths and Add

“/Library/Frameworks/SDL.framework/Headers” to Header Search Paths.
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Step10: Find the “devel-lite” folder in the installation package of SDL 1.2

SD

Simple Directmedia

License.rtf

SDL.framework

ReadMe.txt
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devel-lite

UniversalBinaryNotes.rtf




Step11: Drag it to your project under the folder "Supporting Files”, copy it and add

to target. If you done it correctly, the icon of it should be yellow.
Choose options for adding these files: R
HREQAOo=no B
Destination: Copy items if needed N
Added folders: @ Create groups v SDLwithGLM
Create folder references v ™™ SDLwithGLM

|5 Assets.xcassets

Add to targets: [ A SDLwithGLM

] Info.plist
v Supporting Files
ReadMeDevLite.txt
h | SDLMain.h
m| SDLMain.m

Step12: Find “SDLauxiliary.h” in “Cglabl”, drag it to your project under the

folder "Supporting Files”, copy it and add to target.

Choose options for adding these files:

v | SDLwithGLM
Vv SDLwithGLM

Destination: @ Copy items if needed |1 Assets.xcassets

Added folders: @ Create groups
Create folder references

— Info.plist
V¥ Supporting Files

SDLauxiliary.h

v devel-lite

Add to targets: /A SDLwithGLM

| ReadMeDevlLite.txt
h| SDLMain.h
m SDLMain.m
¥ | Products
/A SDLwithGLM.app
Cancel » (-4 SDL.framework

Step13: Similarly find “skeleton.cpp” in “CglLab1”, drag it to your project under the

folder "Supporting Files”, copy it and add to target.

Choose options for adding these files:

B = Q A © = o B
Destination: @ Copy items if needed v SDLwithGLM
Added folders: @) Create groups V¥  SDLwithGLM
Create folder references |1 Assets.xcassets
Add to targets: [ /A SDLwithGLM | Info.plist
V¥ Supporting Files
'h| SDLauxiliary.h
Vv devel-lite
| ReadMeDevlLite.txt
'h| SDLMain.h
m SDLMain.m
Cancel [ Finish | V¥ Products
/A SDLwithGLM.app

» -4 SDL.framework




Step 14: Time to import GLM - you want the folder within the GLM folder with the

same name. When you found that folder - drag it into Xcode under the
folder "Supporting Files”. Make Xcode to copy it into its own project folder.

glm
g = mv % O | O

CMakelists.txt bench
glm 4 CMakelLists.txt
h SDLauxiliary.h copying.txt
o skeleton.cpp
doc

@ CTestConfig.cmake

readme.txt
test
util

Choose options for adding these files:

Destination: Copy items if needed

Added folders: o Create groups
Create folder references

Add to targets: @ /A SDLwithGLM

Cancel

Q #B%

CMakelists.txt
core

ext.hpp
glm.hpp

gtc

gtx

virtrev

v

00 )

Bz QA O

v |5 SDLwithGLM
Vv SDLwithGLM
| Assets.xcassets

/A SDLwithGLA

o 3

1 Info.plist
v Supporting Files
L >mogn
¢+ skeleton.cpp
'h| SDLauxiliary.h
Vv  devel-lite
| ReadMeDevlLite.txt
'h| SDLMain.h
m SDLMain.m
¥ Products
/A SDLwithGLM.app
» (=4 SDL.framework

Step 15: Delete the “Dummy.cpp” file within the “core” folder inside GLM - this file

contains a main function which will

“skeleton.cpp”. Move “Dummy.cpp” to trash.

VQSDLWithGLM 111111111111117111
/// OpenGL Mathen
¥ SDLwithGLM 11/

/17

' Assets.xcassets 717

| Info.plist 11/
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Copyright (c)
Permission is
of this softw
in the Softwe
to use, copy,
copies of the
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Step 16: As for “skeleton.cpp”, after importing and setting up build settings - Xcode

should recognize GLM and suggest to include it with quotes instead of angelbrackets.

CMakeLists.txt #include "SDL.h"
'V [ core #include <iostream>
. O #include "glm/glm.hpp" © ‘gim/gIm.hpp' file not found with <angled> include; use "quotes" instead
h' _detail.hpp | | #include “vector>
h _fixes @ 'gim/glm.hpp' file not found with <angled> include; use "quotes” instead
[Nr: Fix-it Replace “<glm/glm.hpp>" with “"gim/gim.hpp"”
L swizzle func.hoo T using glm::vec3;

It should look like this after:
// * gum::vec3 and std::vector

#include "SDL.h"
#include <iostream>
#include "glm/glm.hpp"
#include <vector>
#include "SDLauxiliary.h"

using namespace std;
using glm::vec3;

//

Step 17: Do the same procedures to “SDLauxiliary.h”:

. " #include <iostream>
V [ Supporting Files O #include “gln/glm.hpp" © 'gim/gim.hpp' file not found with <angled> include; use "quotes” instead
v gim
Y . y . P . & & creates a window where you can draw.
CMakel Im/glm‘hp file not found |th<agled> mclude,se quotes” instead  © ("¢ 2 7 calling this function
Fix-it Replace “<glm/glm.hpp>” with “"gim/gim.hpp" b do the actual drawing.

| SDL_Surfacex InitializeSDL( int width, int height, bool fullscreen = false );

> core

™ avt e

after:

#include "SDL.h"
#include <iostream>
#include "glm/glm.hpp"

// Initializes SDL (video and timer). SDL creates a window where you can draw.
// A pointer to this SDL_Surface is returned. After calling this function

// you can use the function PutPixelSDL to do the actual drawing.

SDL_Surfacex InitializeSDL( int width, int height, bool fullscreen = false );

Step18: Build and run.

®  ® P»_ W A SDLwithGLM) H My Mac SDLwithGLM: Ready | Today at F%1:36 3
B S Q A © = o 8 |B|< & SDLwithGLM ) SDLwithGLM ) = Supporting Files ) ¢. skeleton.cpp ) No Selection < >
v [ SDLwithGLM // Introduction lab that covers:
// * C4++
¥ | SDLwithGLM // * SDL

// * 2D graphics

// * Plotting pixels
Info.plist // * Video memory

// * Color representation
// * Linear interpolation

10 Assets.xcassets

v Supporting Files

v gm // * glm::vec3 and std::vector
CMakelLists.txt #include "SDL.h"
> core #include <iostream>
#include "glm/glm.hpp"

h ext.hpp #include <vector>

h glm.hpp #include "SDLauxiliary.h"
> gte using namespace std;
» [ gtx using glm::vec3;
> virtrev //
skeleton.cpp // GLOBAL VARIABLES
h SDLauxiliary.h const int SCREEN_WIDTH = 640;

const int SCREEN_HEIGHT = 480;

V¥ [ devel-lite
! SDL_Surfacex screen;

ReadMeDevLite.txt
h SDLMain.h
m SDLMain.m
¥ | Products
#\; SDLwithGLM.app

1/
// FUNCTION DECLARATIONS

void Draw();
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Step 19: Success.

@  SDLwithGLM Window

QO 99%

= 100% B3 AmEF:37 Q

SDIwithGLM Ol withGLM Sunnort
v [ SDLwithGLM
¥ [ SDLWithGLM
Assets.xcassets
Info.plist
¥ [ Supporting Files
v [ gim

CMakeLists.txt

» 1 core
h ext.hpp
h glm.hpp

> I gte

> I gtx

» 1) virtrev

c- skeleton.cpp

SDLauxiliary.h
¥ () devel-lite
ReadMeDevLite.txt
h SDLMain.h
m SDLMain.m
¥ [ Products
A, SDLwithGLM.app

» 3 SDL.framework

Draw();

SDL_SaveBMP( screen, “"screenshot.bmp" );
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Happy coding : )

Original: Andreas Kramer

Updated: Shi Qiu (shig@kth.se)

No Salac

2

Identity and Type
Name  skeleton.cpp
Type Default - C++ Source &

Location Relative to Group ¢
skeleton.cpp

Full Path /Users/qiushi/Desktop/
Courses2016Spring/
Computer Graphics and
Interactions/Labtest/
SDLwithGLM/
SDLwithGLM/
skeleton.cpp

On Demand Resource Tags

Target Membership
V! # SDLWithGLM

Text Settings

Taxt Encodina _Linicade (LITE-R) a

Cocoa Touch Class - A Cocoa
Touch class

= UlTest Case Class - A class
(T implementing a unit test

= Unit Test Case Class - A class
LJ implementing a unit test



