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SVG

<?xml version="1.0"?>

<svg width="256" height="192"
<circle cx="100" cy="100" r="20" fill="orange" />
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SVG can draw lions...
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SVG is not just about draWing wild animals

e Styling with CSS,
e SVG fonts,
 Events (pointer, keyboard, focus, ...),
e SMIL Animations,
e JavaScript & (u)DOM,
. <aud|o> and <video> tags.
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Putting things together -

 gobject-based DOM tree,

* gobject-introspection (DOM API),
e gjs (or seed),
e Clutter,




Animations (1)

<rect x="10" y="10" width="48" height="48" fill="orange">
<animate attributeType="XML" attributeName="x"
from="10" to="190" dur="4s" repeatCount="indefinite" />
</rect>
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(Animations (2)

<animateTransform attributeName="transform"

type="rotate" from="0" to="360" dur="15s"
repeatCount="indefinite"
xlink:href="#letter-0" />







Events, JavaScript

<script type="application/ecmascript"><![CDATA[
function circle click(evt) {
var circle = evt.target;
var currentRadius = circle.getFloatTrait("r");
If (currentRadius == 100)
circle.setFloatTrait("r", currentRadius*2);
else
circle.setFloatTrait("r", currentRadius*0.5);
}

11></script>
<circle cx="300" cy="225" r="100" fill="red">
<handler type="application/ecmascript" ev:event="click">
circle_click(evt);
</handler>
</circle>







Video tag

<video xlink:href="video.avi" audio-level=".8"

type="video/x-msvideo"
x="50" y="50" width="320" height="240"







Where is this going?

e Growing high level XML library,
 Drawing work (stroking, gradients, cairo),
 Authoring tool needed,

e HMTL 5 experiments,

e Own time prOJect




Think Clutter!

Toolkits, Flash, SVG,
CSS3, MPEG4 BIFS & LaSeR




Links

e Dax repo: git://git.clutter-project.org/dax

 Temporary Clutter branch: git://qgit.lespiau.name/clutter-guadec

e Slides: git://git.lespiau.name/2010-GUADEC

* Pinpoint: git://git.clutter-project.org/toys
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A library for putting 3D models in a Clutter scene
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Make actors out of models drawn in Blender
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require ‘'mash’

;rinit
stage = P .get default
stage.color = p .new (128, 128, 255, 255)
model = F .new ( - L , "example-model.ply")

model.set size(stage.width * 0.6, stage.height * 0.0)
model.set position(stage.width / 2 - model.width / 2,
stage.height / 2 - model.height / 2)

stage << model

stage.show
::main




It doesn't look like much without lighting




box = Mash::LightBox.new(Clutter::FixedlLayout.new)

light = Mash::PointLight.new
light.x = stage.width
light.depth = 100

box << light

box << model

stage << box
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What happened to the eyes?




We need to enable depth testing or parts
of the back of the model will show through
and cover up parts of the front.




box.signal connect('paint') do
Cogl.set depth test enabled(true)

Cogl.set backface culling enabled(true)
end

box.signal connect after('paint') do
Cogl.set depth test enabled(false)
Cogl.set backface culling enabled(false)
end




The model Is an actor so we can use
Clutter's animation framework with it «




model.set rotation(Clutter::Y AXIS, O, model.width / 2.0, 0, 0)

model.animate(Clutter::LINEAR,
3000,
"rotation-angle-y" => 360).Lloop = true
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The lights are actors too so we
can also animate those




light.set rotation(Clutter::Y AXIS, 0.0,
-stage.width / 2.0, 0, 0)

light.animate(Clutter::LINEAR, 3000,
"rotation-angle-y" => 360.0).Lloop = true
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If the model has texture coordinates
then we can set a texture to draw

A
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material = model.material

material.set layer (0, Cogl::Texture.new("dice-texture.png"))
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The Mash lighting model is directly
copied from the old fixed function
lighting model from OpenGL r
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There are three light types

MashDirectionalLight
A MashPointLight
MashSpotLight



















</presentation>

The angry cat picture is Copyright onefromme on Flickr and is released

under the Creative Commons Attribution 2.0 Generic license
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Writing simple, real-time games using Clutter
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Game focuses;‘,

 gameplay




\T':

ml\ l\ltl-:lll\l Ill




-- -A’Y‘r“ |

P | l\lll-l nmy

K

.
-

B

I ER | =
i
g %
b - —
!

Game-writing guidelines
"Lord's Laws"







Law 2 - Take advantage of your software



Law 3 - Use images for everything
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Law 4 - Keep
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GOOGLE

CLASSIC

)

QUERY:

D maces  Dluews Ovora Duars [ erien

SEND YOUR CUERY TO. GODGLE IMC.. 1600 AMPHITHEATRE PARKEAY, BOUNTAIN VIEW, CA B840, UNITED STATES

PLEASE ALLOW 30 DAYS FOR SEARCH RESULTS




N Source:
http://gitorious.org/~cwiiis

http://git.clutter-project.org/mx/ (‘kinetic-scrolling’ branch)
http: //glt cIutter—prOJect org/clutter-box2d/




Questions?







