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AEric
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Movies and Models
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Movies and Models
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The Plan

Hello & overview

The tools & programs
Play!

The Camera

Making Models

Making Sculptures
Play!

Sculpture guidelines

Programming your own
Play!

Wrapup



Step 1!

Cool animation loop
Processing

Step 2!

Stack up into 3D
T2Z (also Processing)



1. Animation Loop
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2. Stack up in 3D




Include base




The tools

AMake animation & sculpture: T2Z (Processing)
AView animation: any browser
AView sculpture: MeshLab

APrint sculpture: Any 3D printer (.stl file)



Animation Controls
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Animation Controls
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Camera Controls
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Exit

Sculpture Controls

STL File name Triangle Count

Amazohedron.stl Build sculpture Build sculpture

Build Speedup - faster means rougher

Structure

The Block

h




T2Z Demo!



Camera Controls

r Al

o0 e Camera Controls
PNG File Directory
phgFrames
Image Controls
1 e L Number of
umber
(. L -) Frames
20 600
500
PRSI DTS LA A R N R SO DAY A L A R o A LA AR "
C Frame Size
, 3 U B )V L TR A TR B ELFEUFA SRR )L ) VR R RS
100 500
1
‘ -) Snapshots per
T frame
1 20
BRild GIF Animation

| Save PNG Frames




Camera Controls
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Camera Controls
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Processing 101

(0,0)




Processing 101

background(200, 200, 200);

stroke(255, 0, 0);
strokeWeight(3);

fill(0, 255, 0);
ellipse(150,100,280,180);

fill(0, O, 255);
noStroke();
rect(200, 200, 180, 180);

stroke(255, 255, 255);
noFill();
rect(20, 230, 180, 60);



Processing 101

pushMatrix();
popMatrix();

translate(Awidth/2.0, Aheight/2.0);
rotate(PI*.5);
scale(1.5);

If (leafRadius > 10) {
numLeaves = 5;

} else {
numLeaves = 25;

}




Learning Processing

Aprocessing.org
A Reference, tutorials

Almaginary-institute.com
AAndrewbés online video cl ass

ABooks!
A Glassner
AReas & Fry
A Shiffman
A Greenberg, Xu, and Kumar
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T2Z Animations.pde

class OneRotatingSquare extends Animator {
// declare variables
OneRotatingSquare() { set up sliders }
void rebuild() { lengthy restart stuff }
void restart() { normal restart stuff }

void render(float time) { draw a picture }
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T2Z Animations.pde

Guidelines for Processing programmers

Instead of Use
frameCount time
width Awidth

height Aheight
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T2Z Animations.pde

ASimple loop examples
ARich loop examples

ASpecial cases
AUse existing animated gif
A Use existing folder of images
AUse one gif as a height field



T2Z Animations.pde

OneRotatingSquare()

BallBurst()

Wobbly()




Futurism

Joseph Stella, 1919, BrooklynBridge

Giacomo Balla, 1912, Dinamismo di un Cane a
Guinzaglio (All images via Wikipedia) Natalia Goncharova, 1913, The Cyclist



