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Lights, Camera, Code Assemble Your Camera Flashy Photos

Camera Create Sonic Workshop Sonic Create



Lights, Camera, Code Assemble Your Camera Flashy Photos

Camera Create Sonic Workshop Sonic Create



Sonic Workshop Sonic Create



Demo — User Modules
IPad Capabillities
Authoring on the Mac

Demo — Vision and Core ML
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Grace Kendall, Playgrounds Engineer



i)



i)



i)



i)



i)



Shapes













































i)



i)



m SharedCode

let circle = Circle()

circle.draggable = true

let colorChanger ColorChanger()

let randomAlpha =
colorChanger.getRandomTransparency ()
circle.color circle.color.withAlpha(alpha:

randomAlpha)

i Step Through My Code

np Step Slowly

Enable Results
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{ Composabilité v > 1

yhicCluster GraphicLoops ToneGenerator

MyFiles Modifier

CaveGlitter.swift Apple Inc. All rights reserved.

Crystals.swift

GraphicCluster.swift
:Loops organise plusieurs

GraphicLoops.swift _
'sque tu touches un graphisme

ToneGenerator.swift .ve ou desactive le son qui lui

)s(1mage: Image, sounds:

{
1L Is.count {

e e AHIEEIETINAge: 1mage)

// Pour chaque son 1ndiquée dans le tableau de
sons lors de 1'appel d’une fonction, cree un
graphisme et une boucle qul émet le son et fait
briller le graphisme a chaque cycle.

let loop = Loop(sound: sounds[count]) {

graphic./ k@

graphic.setOnFingerMovedHandler { touch 1in
// Active et desactive chaque graphisme
lorsqu’1l recolt un évenement tactile.
1f touch.firstTouch {
loop.toggle()

graphic.glow() } Exécuter mon code

alpha fadeln(after: Double) fadeOut(after: Double) glow() glow(radius: Double, period: Double, count: Int) Image onFingerMov  <XJ Jd A
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Module Mode

None, Limited, and Full
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PlaygroundBook

Contents

Modules

Utilities.playgroundmodule

Sources

Math.swift
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Contents
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Lights, Camera, Code

Hello Byte Code Machine Sensor Arcade
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MyFiles
CaveGlitter.swift
Crystals.swift
GraphicCluster.swift
GraphicLoops.swift

ToneGenerator.swift

Cave Sounds v

Edit |

‘he scene.

%

Welcome to Sonic Workshop!

Where you'll use your coding skills to make music.

In your crystal cave, you'll create graphics to play along with the
music and do something when tapped.

P> Run My Code




UserModules

MyFiles.playgroundmodule

Sources

SharedCode.swift



v UserModules

MyFiles.playgroundmodule

Sources

SharedCode.swift

Modules

Math.playgroundmodule

Sources

Physics.swift
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{ SpriteKit Experiments v >

1mport Foundation

1mport CoreGraphics

/// Returns a function that will smooth 1nput over the given number of samples.
public func hysteresis(initial: Double = 0, samples: Int) —> (Double) —-> (Double) {
var history: Double = 1nitial
let samples = Double(samples)
return { value 1n
history = (history * samples + value) / (samples + 1)

return history

public extension CGFloat {
/// Clamps the value within the given range.
func clamped(between: Range<CGFloat>) -> CGFloat {

return Swift.min(Swift.max(self, between.lowerBound), between.upperBound)

public extension CGVector {
/// Clamps both components of the vector to the given absolute value.
mutating func clamp(absoluteValueOf absoluteValue: CGFloat) A
self.dx = dx.clamped(between: —-absoluteValue..<absoluteValue)

self.dy = dy.clamped(between: —-absoluteValue..<absoluteValue)

/// Returns a new vector with the components clamped to the absolute value.

func clamped(absoluteValueOf absoluteValue: CGFloat) -> CGVector { m P Run My Code

var next = self




Blu's Adventure Assemble Your Camera Flashy Photos

Rock, Paper, Scissors Sonic Workshop Brick Breaker
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UserModules

Utilities.playgroundmodule

Sources

Math.swift

v GameEngine.playgroundmodule

Sources

Forces.swift



{ Synesthesia v

il

import UIK1it

// Set up the scene.

let scene = Scene()

scene.backgroundImage =

scene.hasCollisionBorder = true

let floor = Sprite(image: =, columns: 20, rows: 1,
name: "floor")

scene.place(floor, at: Point(x: O, y: —-475))

let titlelLabel = Label(text: "SYNESTHESIA", color:
.white, font: Font.SystemHeavyItalic, size: 70)

scene.place(titleLabel, at: Point(x: 0, y: 0))

titleLabel.fadeOut(after: 3)

// Create a rainbow of rectangles at the top of the
scene, representing the color of light entering the
camera.

for 1 1in -5...5 {

let hueValue = ((Double(i)) / 10) + 0.5

let color = Color(hue: hueValue, saturation: 1,
brightness: 1, alpha: 1)

let rect = Graphic(shape: .rectangle(width: 100,

height: 100, cornerRadius: ©), color: color)

rect.alpha = 8.2 NN A AR NS A S RRRNRAY
scene.place(rect, at: Point(x: Double(1 *x 100), vy:

450) )

// Configure the graphic menu 1n the upper-right corner

of the scene. Tap to choose a graphic from the menu and




Shapes Graphing Answers Puzzle World

Camera Create Sonic Create Sensor Create Blank
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Auto-Opening and Activating Files



{ CaveScape v —

Crystals CaveGlitter GraphicCluster GraphicLoops ToneGenerator

scene.backgroundImage = ™

scene.1sGridVisible = false

// Decorative moss

let mossValues = [
BandProperties(scale: 0.5, point: Point(x: -20, y: -300)),
BandProperties(scale: 0.3, point: Point(x: -70, y: -330)),
BandProperties(scale: 0.5, point: Point(x: —-400, y: -320))

]

for moss 1n mossValues {

let mossGraphic = Graphic(image: &)

mossGraphic.scale = moss.scale

scene.place(mossGraphic, at: moss.point)




{ CaveScape v

scene.backgroundImage = ™

scene.1sGridVisible false

// Decorative moss
let mossValues = [
BandProperties(scale: 0.5, point: Point(x: -20, y: -300)),
BandProperties(scale: 0.3, point: Point(x: =70, y: -330)),
BandProperties(scale: 0.5, point: Point(x: -400, y: -320))
]
for moss 1n mossValues {
let mossGraphic = Graphic(image: &)
mossGraphic.scale moss.scale

scene.place(mossGraphic, at: moss.point)
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v Page00.playgroundpage
main.swift

LiveView.swift

Manifest.plist



Pages

v Page00.playgroundpage

Manifest.plist



Manifest.plist

Key Type Value

UserModuleSourceFilesToOpen




Manifest.plist

Key Type Value
UserModuleSourceFilesToOpen Array (3 items)
ltem 2 String UserModule/MyFiles.playgroundmodule/

Sources/GraphicCluster.swift




1]

scene.backgroundImage =

playMusic(Music.turtle)

// Call your function.

8

{ Reusing Functions v

>

Crystals




{ Reusing Functions v >

E[] Crystals

// Copyright © 2016-2019 Apple Inc. All rights reserved.

import UIK1it

public let scene = Scene()

public func createCrystal(image: Image, sound: Sound) -> Graphic {
// Create the graphic.
let graphic = Graphic(image: image)

// Add a tap handler.

return graphic

// Write your own function.




Manifest.plist

Key Value

UserModule/MyFiles.playgroundmodule/

UserModuleSourceFileToActivate String Sources/Crystals.swift
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collectGem() moveForward()
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v Page00.playgroundpage
main.swift

LiveView.swift

Manifest.plist
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v Page00.playgroundpage

main.swift



main.swift

for while func App Button CameraView Color Label




main.swift

/ /#—code—completion(everything, hide)




main.swift

/ /#—code—completion(everything, hide)
//#-code—completion(currentmodule, show)

camera space Point



main.swift

/ /#—code—-completion(everything, hide)
//#-code—completion(currentmodule, show)
//#-code—completion(module, show, MyFiles)

camera space Point MVyAppP MyCamera ImageView
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Manifest.plist

Key

UserModuleCodeCompletionDirectives




Manifest.plist

Key Value
UserModuleCodeCompletionDirectives Array (4 items)

ltem O String everything, hide

ltem 1 String currentmodule, show

ltem 2 String module, show, MyFiles, UIKit




Manifest.plist

Key Value
UserModuleCodeCompletionDirectives Array (4 items)
ltem O String everything, hide
ltem 1 String currentmodule, show
ltem 2 String module, show, MyFiles, UIKit
ltem 3 String identifier, show, public, private
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Frameworks — SpriteKit, UIKit, and CoreAnimation



Frameworks — SpriteKit, UIKit, and CoreAnimation

Xcode



Frameworks — SpriteKit, UIKit, and CoreAnimation
Xcode

Interface Bullder



Frameworks — SpriteKit, UIKit, and CoreAnimation
Xcode
Interface Builder

| ocalization



Chapters
ChapterO0

Manifest.plist

Pages

Opening.cutscenepage
Cutscene.swift

Manifest.plist



v Pages

Opening.cutscenepage
Cutscene.swift

Manifest.plist



Chapters
ChapterO0

Manifest.plist




Manifest.plist

Type Value
Pages Array (3 items)
ltem O String Intro.cutscenepage
ltem 1 String 00.playgroundpage
Item 2 String Outro.cutscenepage




//Codigo
//Code
[/ —F

| ocalized Code Comments



-

 uESM v D —+

Crystals CaveGlitter GraphicCluster GraphiclLoog ToneG

import UIKit

»

// “addGraphicCluster
REFEIEEREBRER, AERRFEEISTERENENERFS. SIS
FEREN, RE=RNERMBES.
public func addGraphicCluster(image: Image, sounds:
[Sound], at point: Point) {

var graphics = [Graphic]()

/1
B RAIHE RN S RAARNEEE, BRENEGIRERH
M

for count 1n ©..<sounds.count {

let graphic = Graphic(image: image)

graphic.setOnFingerMovedHandler { touch 1n
1f touch.doubleTap {
//
Bam NEEUENMAERFE, HMEMBEFEN &I,
for sound in sounds {

playSound(sound, volume: 100)

for graphic in graphics {
graphic.glow()
by
} else if touch.firstTouchInGraphic {
/] RERBTEFEMENRERFS, HMEERMAIC.
playSound(sounds[count], volume: 100)

oraohiC.OlOW()

118 F BRI 2X
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//#-1ocalizable-zone(ex02kl)

// Create an instance of LightSensor to gather light.
//#—-end-localizable-zone

let lightSensor = LightSensor(configuration: .front)



let message = "/*x#-localizable—-zone(welcome2)*x/Hello! /*x#-end-—
localizable—zonex/"
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My Great App

Copyright © 2019 Great Developers







Grace Kendall, Playgrounds Engineer



WWDCSwiftPlaygrounds2019.github.io



More Information

developer.apple.com/wwdc19/405

Swift Playgrounds Lab Wednesday, 9:00AM
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