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he abllity to ‘read’ a medium means you
can access materials and tools created by
others. The ability to ‘write’ in a medium
means you can generate materials and

tools for others. You must have both to
be literate.”

=-Alan Kay, Xerox PARC & Apple




o fully explore the computer as an artistic
material, its important to understand this
‘arcane art of computer programming.

- Ben Fry & Casey Reas




Keepin’ It Simple with Processing

Java-based, free programming language

Simplified style and syntax aimed at artists with
little programming experience

Provides access to advanced features for
experts

Started by Ben Fry and Casey Reas and
evolved in the MIT Media Lab

Can be used to interface with hardware
(Arduindo) as well as mobile devices

Not necessarily a game language, but can be
utilized as such




Keepin’ It Simple with Processing

Parses input from keyboard, joysticks
Network support

Computer vision libraries

OpenGL rendering

GUI

And, since it's built on Java, anything
else Java supports natively or through
APIs




Keepin’ It Simple with Processing

e Even at its simplest, works In the same
way many large-scale engines do

 Doesn’t require users to understand
advanced concepts like double-buffering,
but still makes them available

Set up scene ‘ : \
Rendering Loo
Setup() ‘ dravvg() p '




eepin’ It Simple with Processing

2P Processing - 0125 Beta

Simple IDE
Debugging
Auto Format

Compiler
Examples




eepin’ It Simple with Processing

2P Processing - 0125 Beta

Simple IDE
Debugging
Auto Format

Compiler
Examples




Keepin’ It Simple with Processing

e Creating color
— RGB/HSV
— Triplet or Hex notation

col or Mode( RGB) ;
col or (95, 255, 64) ~
col or Mode( RGB) ;
col or (#5f f f 40) =

col or Mode( HSV) ;
col or (349, 93, 84) ~




Keepin’ It Simple with Processing

e Creating forms

poi nt(x,y);

i ne(x1,yl, x2,y2);
triangle(x1,yl, x2,y2,x3,y3);
quad(x1,yl, x2,y2, x3,y3, x4,vy4),

box(w dt h, height, depth);
spher e(radi us);




Keepin’ It Simple with Processing

o Capturing input

nousexX
nouseY
nousePr essed()
nouseRel eased()

key
keyPressed()




Keepin’ It Simple with Processing

/'l hello world
// a sinple, boring cube

void setup (){ /1l called once

si ze( 800, 600, P3D); /] define w ndow size
col or Mode( RGB) ;

void drawm) { /] called every frane
background( 0.5, 0. 5m0n45) ;
transl ate(w dth/ 2, height/2, +-~30);
scal e(10);
box(20);




Keepin’ It Simple with Processing

/1 hello world 1.1
/[l a slightly nore interesting cube

| nport processing. opengl . *;
fl oat xmag, ymag = O;

void setup (){ /|l called once
si ze( 800, 600, OPENQ) ; /| define w ndow size
col or Mode( RGB) ;

Id drawm) { /1l called every frane
background(0.5, 0.5, 0.45);

pushMatri x();

transl ate(w dth/ 2, height/2, -30);
Xmag mouseX/ f |l oat (wi dth) * _TWO PI
ymag nouseY/ f|l oat (hei ght). % TWO. PI ;
scal e(20);

rot at eX(-ymag);

rot at eY(-xmag);

box(20);

popMatri x();




Keepin’ It Simple with Processing

 Complete reference:




Exercise 1:

e Create a box which moves around screen
using WASD keys

e Extra credit: make it shift in color over time




Act 2. Applying these concepts to a
slightly more sophisticated gaming

language




Blitz3D

http://www.blitzbasic.com

Scripting language: BlitzBasic

Free online documentation, samples
Plug-ins for physics, environment

Separate GUI package

Not particularly well-suited for large projects

Import from: Truespace, Lightwave3D, 3DS Max, Milkshape3D

Detail: 2000 Morphi¥




Blitz3D

Another simple IDE

Il Blitz3D - C:\Program Files\Blitz3D Demo\samples\)dighter\xfighter.bb
File Edit Program Help
DEFEHQ EE0[ O «# & HN

Help xfighter.bb |

! F|_||-|rj t',rpes Iabels

i=et to False if uou have Ffoag problens

i[tupically with early ATI cards) BESZEEEE:

Global u=se_Ffog=True L oadiipina
CreatePlayer

;gamne FPS

Const FP5-38 FeRna

Global infol%="Terrain deno”

LGlobal info2%="Arrows A7 move., F1-F4 change camera”
Global tnfFo3%="W togole wirefrane, M toogle norphing”
Global infod%="[ and ] alter detail level”

Include ". .- start.bb”
EEEEEEEEFEELEI RIS
igrrere. CATI - FIX IT!
i HIMultiTex False ;
EEETEESELEELELSELLES
Tupe Flayer
Field entity,canera
Field ctrl_nmnode,can_node, ignition
Field pitchil,yawl, pitch_speedlf, yaw_speedli,rol 1l thrusti
End Tupe
Collisions 1,18,2,2 ;sphere-to-polygon, colliding collisions
Global terr
CreateScene( )

plane=LoadAirPlane( "biplans.x" )

playerl.Plauer=CreatePlauer( plane,8,8,GraphicsHidth(]),GraphicsHeight(),1 )

period=18688-FP5




Blitz3D

Another simple IDE

Il Blitz3D - C:\Program Files\Blitz3D Demo\samples\)dighter\xfighter.bb
File Edit Program Help N

DR HS EE B BEE
Halp xfighter.bb | O m 0 I |e an d ru n
! Funrj t','pes Iabels

i=et to False if uou have Ffoag problens

i[tupically with early ATI cards) BESZEEEE:

Global u=se_Ffog=True L oadiipina
CreatePlayer

;gamne FPS

Const FP5-38 FeRna

Global infol%="Terrain deno”

LGlobal info2%="Arrows A7 move., F1-F4 change camera”
Global tnfFo3%="W togole wirefrane, M toogle norphing”
Global infod%="[ and ] alter detail level”

Include ". .- start.bb”
EEEEEEEEFEELEI RIS
igrrere. CATI - FIX IT!
i HIMultiTex False ;
EEETEESELEELELSELLES
Tupe Flayer
Field entity,canera
Field ctrl_nmnode,can_node, ignition
Field pitchil,yawl, pitch_speedlf, yaw_speedli,rol 1l thrusti
End Tupe
Collisions 1,18,2,2 ;sphere-to-polygon, colliding collisions
Global terr
CreateScene( )

plane=LoadAirPlane( "biplans.x" )

playerl.Plauer=CreatePlauer( plane,8,8,GraphicsHidth(]),GraphicsHeight(),1 )

period=18688-FP5




Blitz3D

e Creating color
— RGB only

Col or 95, 255,64 = .




Blitz3D

e Creating forms

; 2d rectangl e
Rect x1, yl, x2, y2

;, 3D sphere
Cr eat eSphere()

Create 3D nesh on the fly
= Creat eMesh()
= CreateSurface(nesh)
AddVertex (surf, |-5,-5,0, .07 0)
AddVertex (surf, | 5,-5,0, =1 ,0)
AddVertex (surf, 10, 5,0,%0.5,1)
tri = AddTriangle (surf,vO0,v2,vl)




Blitz3D

o Capturing input

| f KeyDown(203) turn=5
| f KeyDown(205) turn=-5

| f KeyH t (17)
wre = Not wre
WreFrane wre
Endl f




Blitz3D

 And again, scene setup and a rendering loop

;setup lighting
=Cr eat eLi ght ()

'Create terrain
terr=LoadTerrai n( "hmap_1024. bmp" )
EntityType terr, 10

; rendering | oop
Whi l e Not KeyHit (1) ; while [esc] is not hit
do stuff here
Updat eWor | d ; update entity positiion/collisi on check
RenderWr | d ;, render to back buffer
Flip ; swap front and back buffer
Wend




Blitz3D

 Help is always available!




Exercise 2:

* Create a box which rotates constantly, and
speed Is Increased or decreased using
WS keys.




