SM2220 Generative Art and Literature

Flash Workshop 

12.3.2007

Oulipo Exercise (1)
A Hundred Thousand Million Poems
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Hint (1)

- If we study the work carefully, we can find that we can use a multidimensional array to store the whole 10 sonnets.

- each sonnet is a member of the main array allSonnet, if we have 10 sonnets in total, it means  we will have 10 items in allSonnet.


allSonnets = new Array();


allSonnets[0] = “Sonnet 1”;


allSonnets[1] = “Sonnet 2”;


………


…


allSonnets[9] = “Sonnets 10”;

- each sonnet inside allSonnet is, at the same time, an array itself, which contains all 14 sentences.

-Therefore we can define the array in Flash like the following:

allSonnets = new Array();


allSonnets[0] = new Array();


allSonnets[0][0] = “First sonnet, Sentence 1”;


allSonnets[0][1] = “First sonnet, Sentence 2”;


……………


……….


allSonnets[1] = new Array();


allSonnets[1][0] = “Second sonnet, Sentence 1”;


allSonnets[1][1] = “Second sonnet, Sentence 2”;


…………….


……….

Hint (2)

Now, the raw materials is ready but we need to looks for a method to make things happen.

Probably, we only need 2 things:

1) A method, which could do the following:
a) Create a dynamic textField (to display the text, of course)

b) Create a random function to extract sentences from each sonnet and combine them into one.

c) Display the final text

2) A button – To trigger the above method. Therefore each time the button is clicked, a new poem will be created.

Hint (3)

The most important thing….the random extraction of sentence…

The first sentence of the final text is extracted from the first sentence of a random sonnet, which means:

first final sentence =  allSonnets[ random sonne???t ] [0]

and the second sentence of the final text is extracted from the second sentence of a random sonnet, which is…


second final sentence = allSonnets[ ???][1]

again, the third sentence…


third final sentence = allSonnets[???][2]


fourth final sentence = allSonnets[???][3]

………………….

………….

Ok….now, is there any pattern coming out?....

Can you do it in a loop?

Oulipo Exercise (2)
Paul Fournel’s The Theater Tree: A combinatory Play
The story is based on the following tree structure.
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- In short, there are totally 15 possible scenes in the story. At certain points, user can choose which scene to play in order to decide how the story develops. Example of possible combination : 1-2-4-6-10-14; 1-2-5-8-12-14; etc.
- Since Flash is a frame-based authoring tools, it sounds easy to use frames to create such a non linear story. Which means, we could create 15 frame, each contain the scene content and also buttons for users to choose their desire story.

- However, for the sake of learning, I would like to make things a bit complicate.

- Can you make the story in 1 frame?

Hint(1)

If we restrict our work to 1 frame, it means

1) We have to display text to the stage in a dynamic way. (assign text at run-time)

2) We need a place to store the text of the whole story and display them according to user’s choice.

3) We have to translate the above tree structure into another data form. So that when the user makes a certain choice, the program could look up this data form and choose the right text to display.

4) We need to define user’s trigger action (if we choose to use button, we must also assign the action dynamically, too)

Hint(2)

It sounds abstract for step 2 and 3 but if we think of the relationship between step and 3, we can probably think that a multidimensional array  (3-Dimensional) could be useful here.

While story is the main array.

story[0][0] = ["Scene Text here"];

story[0][1] = ["Choice 1","2"];

story[0][2] = ["Choice 2","3"];

The first item stores the scene text.

The second item stores the info about the first choice in that scene- which itself is another array containing : text of that choice and its destination (next scene)

The third item: same principle as the 2nd.

In this way, a well structured data form is setup and  once we know the current scene, we then can assign the text by:


sceneText.text = story[sceneNow][0][0]


choice1.text = story[sceneNow][1][0]


choice2.text = story[sceneNow][2][0]

Hint(3)

As stated about, we need to set a variable to store the current scene and it will be updated every time the user makes a choice.

