SM2220 Generative Art and Literature

5th February, 2007

Processing / Flash Workshop (2)

(A) Revision of last workshop:

1) Basic concept of Programming / Algorithm

2) Concept of variables, data type

3) Processing basics:

a. Coordination system

b. Drawing primitive shapes (point, line, rectangle, ellipse)

c. Color (RGB, greyscale, alpha value)

d. Programming structure (setup and draw function)

4) Class exercise : Line Generator

5) Other functions learnt:

a. size(500, 500);

b. background(255);

c. smooth();

d. framerate(12);

e. random(5,10);

f. storkeWeight(1);

(B) Now, let’s go back to the Line Generator example. 
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Simply speaking, the program involves the following steps:

1) Setup the environment including size, framerate, display properties…etc

2) “move the pen” to the point (xpos, ypos) 

3) Get the next line destination using random methods

a. distance

b. direction

4) Draw the line from (xpos, ypos) to the destination

5) Draw a circle (or other graphics)

6) set the destination point as “xpos” and “ypos” (next starting point)

7) repeat step 2

With the codes we have from last workshop, there will be chances that the lines will drawn outside of the window frame. Could you come up with any methods to stop it from going out?

Perhaps the following could be helpful…

if(xEnd<0){

  
   xEnd = 0;

  
}

             …..

Could you finish it?

(C) There are plenty to learn in processing. However, we could not finish all of them in two workshops. The following websites are very useful resource for those who wants to develop your generative art using processing:


1) www.processing.org

2) http://www.shiffman.net/teaching/workshop/

3) http://sweb.cityu.edu.hk/sm1204/  (very detailed and useful learning materials from Bryan)
---------------------------------------------------------------------------------------------------------------------------------------

(D) Now let’s move to Flash…

Flash ActionScripts checklist:

1) Are you familiar with Flash programming environment? Press F9!

2) Do you know that scripts are usually attached to a frame?

e.g. on a frame which contains the button “myBtn” :
myBtn.onPress = function(){

trace(“ok);

}     


e.g. move a movieClip called “myMov” to the position (200,300)



_root.myMov._x = 200;



_root.myMov._y = 300;

3) Still remember the path structure in Flash?
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If not, have a look at this article:

http://www.actionscript.org/tutorials/beginner/paths/index.shtml
4) Still remember how to loop? (for-loop, while-loop…)

For Loops

for(init; condition; next){


//code could go here…



}


While Loops



i=0;



while (i<5){



     trace(“i is now “+ i++);



}

5) Are you familiar with this structure?

function funcName (param1, param2………..param){

  statements…

                       
}

6) and this one?
funcName(“a”, “b”, “c”);
7) I think you already know “variable”, how about array? 

my_array = new Array();

my_array = [ ]; 

my_array = [“eat”, “sleep”, “play”];

8) And don’t forget the declaration of variables (and data type) in flash…

var myAge:Number = 18;

var myNickName:String = “chuchu”;

var myMov:MovieClip;

var my_array:Array;

-------------------------------------------------------------------------------------------------------------------------------------------

Class Exercise

Nine Block

http://www.levitated.net/daily/lev9block.html
Version 1:

(A) Build a matrix

Step 1 – How to attach movie to the stage


i) create movie on the stage (draw the graphics, then choose Modify( convert to symbol…)


ii) in the Library window, select the movieclip you just created. Right click, select Linkage


    ( tick “Export for Action Script”, give a name to it.
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Step 2 – Use 2 for-loops to create a matrix with 10 cols and 8 rows….


How?....
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(B) Commands you might use:

--Attach a move:

var theBlock:MovieClip = this.attachMovieClip(“block”, “newBlock”, 1);

-- Rotate
 a movie clip 


theBlock._rotation = 90;

(C) Try to play with the number of row/column and the rotation….

Version 2

(A) Create movieclip with various pattern

(B) Create a matrix again.

(C) Tell the movieclip to go to a random frame in order to create a random pattern
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(D) Random function in flash:

- Math.random() ( return float number from 0 -1

- Math.ceil(Math.random()*10)) ( to round the number (up) to the nearest integer

Version 3

(A) Create movieclip with various pattern

(B) Create a matrix again.

(C) Instead of generating random pattern, create some symmetric graphics similar to Nine Block…like these…
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(D) You may need to consider assigning different patterns for block:

a. corner pattern

b. side pattern

c. center pattern

Think about the following image:
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Hint: Try to use the variable “counter” to assign individual pattern….

Another Example…
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…
