Intro to Flash Player |0




New Features

® Pixel Bender / Shader support

® Foundational 3D support

® Drawing APl 2.0




New Features
Presentation Focus

® Pixel Bender / Shader support

® Foundational 3D support

® Drawing APl 2.0




Getting Started

® Grab a recent Flex SDK build (2008.05.15
or later)

® Add the SDK to Flex Builder 'sdks'




Getting Started

® Add a listing for the new SDK

® TJarget the SDK for your project




Getting Started

® Click the 'Add SWC' button and browse to
the new SDK
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Getting Started

® Double-click 'Link Type' and set it to




Publishing

® Make sure HTML wrapper requires FP




Code Assist

® \Works for all new classes




Vector

® [yped Array




Vector

® var verticies:Vector.<Number> = new
Vector.<Number>();

® verticies.push(0, 0, 100, 0, 0, 100);




Graphics APl 2.0

® drawPath




Graphics APl 2.0
drawGraphicsData

® fills - GraphicsSolidFill,
GraphicsGradientFill, GraphicsBitmapFill,
GraphicsShaderfFill




Graphics APl 2.0
drawGraphicsData

® var graphicsData:Vector.<IGraphicsData> =
new Vector.<|GraphicsData>();
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Foundational 3D Support
Basics

® DisplayObjects now have a Z axis (z, rotationZ, etc)

® Right-handed coords, flipped 180 around X axis
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Standard right-handed coordinates



100

Flash coordinates, right-handed rotated 180 degrees around X axis



Foundational 3D Support
PerspectiveProjection

® Projection matrix

s N

® Use 'fieldOfView' to set focallLength




Foundational 3D Support
Homogeneous Coordinates

® For affine transformations; projective space

° Represented as (x y, w) or (x y, Z, w)




Foundational 3D Support
Homogeneous Coordinates

® Vector3D has x,y,z,and w







0.4, 0.027 0.63, 0.027

0.4,0.31 0.63, 0.31




Foundational 3D Support
3D Utilities

® Utils3D.pointTowards

® Utils3D.projectVector




Foundational 3D Support
Graphics.draw Iriangles

® New in Drawing APl 2.0




Foundational 3D Support
Graphics.draw Iriangles

o plane.graphics.beginBitmapFiII(texture.bitmapData);
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Foundational 3D Support
Graphics.draw Iriangles

® Culling increases performance by drawing only
what is visible to the camera

® Culling uses sign of dot product of camera (view
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Pixel Bender

® 2D pixel shader language
® Similar to HLSL and GLSL, but only fragment




Pixel Bender
Flash Player Limitations

® ShaderModel 3.0 targeted for Photoshop, After
Effects
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Pixel Bender
Shaders In Flash

® Can be used as:

® Fill - Graphics.beginShaderfFill

® Filter - ShaderFilter with BitmapData.




Pixel Bender
Shaders In Flash

® Can be loaded externally or embedded




Pixel Bender
Shaders In Flash

® var shader:Shader = new Shader(new MyFilter());




Pixel Bender
Generic Number Crunching

® Useful for complex calculations;i.e. audio effect
filter

® Use Shader]ob




Pixel Bender
Generic Number Crunching

® Shaderob dispatches an event when the shader
has completed

® Set Pixel Bender kernel input to image|
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Ryan Taylor
rtaylor@schematic.com
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