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//***************************************************************************
// File name:  SDLDriver.cpp
// Author:     Computer Science, Pacific University
// Date:       1/31/2017
// Class:      CS 250
// Assignment: SDL Example
// Purpose:    Demonstrate how to write an SDL driver
//***************************************************************************

#include "SDLManager.h"
#include "Color.h"

//***************************************************************************
// Function:    main
//
// Description: Demonstrate how to build an SDL app, draw a circle, lines,
//              and text on the screen
//
// Parameters:  argc, argv - command line arguments
//
// Returned:    int - EXIT_SUCCESS
//***************************************************************************
int main (int argc, char *argv[])
{
 int windowXPosition = 100,
  windowYPosition = 100,
  windowSizeX = 640,
  windowSizeY = 640;
 SDL_Event uEvent;
 SDLManager &rcManager = SDLManager::instance ();

  // initialize app
 rcManager.initializeWorld (windowXPosition, windowYPosition,
               windowSizeX, windowSizeY);
 rcManager.setBackgroundColor (Color::GRAY);
 rcManager.setForegroundColor (Color::BLACK);
  // end initialize app

 rcManager.animationStart ();
 rcManager.clearBackground ();

  // game loop
 while (rcManager.animationIsRunning ())
 {
    // update
    // move items, change position of objects.
 
    // end update code

    rcManager.clearBackground ();
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    // draw
    // draw items on the screen.

  rcManager.displayText (150, 50, "Welcome to CS250", Color::BLUE);
  rcManager.drawLine (0, 0, 639, 639);
  rcManager.drawLine (639, 0, 0, 639);
  rcManager.drawFilledCircle (320, 320, 50, Color::AQUA);

    // end draw code

  if (rcManager.getSDLEvent (uEvent))
  {
   if (SDL_QUIT == uEvent.type)
   {
    rcManager.animationStop ();

        // customize QUIT event handling

        // end QUIT event handling
   }

      // handle event

      // end handle event code

  }

  rcManager.render ();
 }

 return EXIT_SUCCESS; 
}


