"
LW



LMB / Left Mouse Button

RMB / Right Mouse Button

.
&

B / Middle Mouse Button



01. Run“vvvv”and patch windows

window you can work on. The patch window is like an
vas to draw on. By adding elements (nodes and ioboxes ) in
ing “wow” or “useful’.

---¢--.

ol [ =] ww_45beta31.2 x86 = B
Home Share View v @
@ * T L #oweww . r weww ASbet... w Searchww... @
Name * Date modified Type
|, addonpack 15/11/2013 &:57 AM  File folder
L girlpower 20/03/201412:33 ... Filefolder
L lib 15/11/2013 838 AM  File folder
J licenses 15/11/2013 8:58 AM  File folder
| packs 12/08/2014 12:52 ... File folder
H crack.exe 12/11/2013 643 AM  Application

| licensetxt Text Documen
|| readme.txt Text Documen

rootvdp |||l VWWV Patch
ﬂ root—.xml XML File

= 4 start-with_dremo.brat = = =~

Click thistorun VWV | [ |

| wwww_2014.08.14-13.45.27.log

312:25..  Windows Batc
Application
MAP File

Text Documen

. .éesize the patch window by
“*+-**" dragging the corner of the
patch window.

<

14 itermns

tvwvv:Alt+F4




02. Show the main menu

~
. N
’ [N
’ \
' \
1 N (-..----------- -9
1 1
\ 1
\ l
\ ’
£N .
S .
~N

———

Click MMB in the empty area.

@ -  d
PN
Ovédp /1]

Snapshot Crrl+1

Snapshot Cliant Cirl+2

Snapshot to Wiki Cirl+3
windowed Alke Open Cirl+0
InaBox Al Openin FPatch ShiftsCrrl+0
Hide Al Save CtrleS
FullScreen AltEnter Save Az Shift+Crrl+ 5
Save all AltsS Lock ON | OFF Ctrl+E
AlwaysOnTop CirlsT Diebug Timing OM | OFF Shift+Ctrl+F3
Close (= Debug Spreads O OFF Shift«Crrl«F10
Cloze all Shift+Ctrlet’ Feuvert to saved Cirl+F

Mew Patch
Inspektar
Finder

Project Explorer
Help

Cinline Help

Fanclub

Abcut

Show Root

Rescan for Externals

Diebug Timing OM | OFF
Debug Spreads OM | OFF
Updateiiew O | OFF
Minimize

Guit

Crrl+P Undo Crl+2
Cirlsl Fedo ShiftsCtrleZ
CtrleF Cut Cirlei
Ctrle) Copy CirlsC
Fi Copy relative to Mouse Crl+ AlteZ:
AltF1 Faste here Cirls
Cul+F1 Fazte with Dffset Crle Al
Alkep, Fazte modified values
AlReF | Paste vithin Context ShiftsCirl
Shift+AltE Duplicate CitrlsD1
CrrlsF43 Cluplicate within Context Shift+Crrls01
Cirl+F10 Align CitrleL
Crrlsl Select All Cirlsfy
Deselect Shife-Crrles,
AlteF4 Expoze I0Bo: Ctrl+k
|={ei i) [Si7{¥E=F
Hide on Lock O | OFF CrrlseH
Debug OK | OFF ShiftsCirl+F 3
ExceptionDialog OM | OFF
Alver linktype Cirl+'

v




03.Save a4vfile

Open
Open in Fatch

Save
Saue Az, h

CrleQr
Shift+Crle 0
Cirle5
ShiftsCtrl+5

Snapzhot ko Wik Crrle3
‘windowed Al
In a Box Alts2
Hide Altel
FullScreen AltsEnter
Save all AlteS
AlwaysOnTop

Lock Ok IOFF

CirlsE

*
Closs Click save menu from the main menu or (Ctr) + ( S ) U3

Cloze all Shirt

Mew Patch Crrl-F
Inzpekkor Cirlsl
Finder Cirl+F

Project Explarer Crled

Undao Crl+2
Fiedo Shift+Cirl+Z
Cut Crl+
Copy Crrl+C

_________________________

File name: | helloVVWivsp

Save as type: | VWV Patch (“dp)

“ Hide Folders

-
’
1
m swsowpwy E ! Now thetitle of the patch
®© ~ 4 « indae » wwvreview v Search v review 1 . .
e 1 window is changed.
Nam: Date modified Type :
No item tch 0
1
0o 11/
v
N J
Save Cancel

1.
Select a location (directory/folder)
to save your patch and give it a name.

YYou have saved the patch to a different path. If you are using relative paths in your

patch [for subpatches, textures...) they may no longer be valid the next time you open

this patchl
Reload Savelt
Maw [ kno what Cxﬁ;‘y‘\:ﬂd‘a Cancel
[FRecommended) 1 am doing) an

6 2,
Click this button: this pop-up window will be
shown at the first time you save the 4v file.

-

Click the save as menu or‘ctr
+ Shift +s”

a b '
ohelloVVWV.vdp Chindae\vwwv review),

“v4p" is the extension of a

vvwv patch file.

@©

Home Share View v @

* 4 « indae » v review v & Searchwv... @

Ho

helloWVWWV.vdp helloVVYV~ xml

[ B,

is is the backup file for
r patch(v4p).

Touse

Change XML to v4p and
delete

m"_on
~
.




04.Open a4vfile

dael\vvvv review\

Home Share View

v 4 L <« indae » v review
helloVWWV.wdp helloVVWV-xml
AN
1
1
1
1
1
1
1
1
1
1
1
[

Double click a

se a patch :ctr+w

r

Snapshot Ctrll
Snapshot Client Cirh2
Snapshot to Wiki Cirl3
Windowed Al | Open culo
In 3 Box Alts2 | Open in Patch % ShiftsCtrl0
Hide A3 | Saue Cirls&
FullScreen AEnter | Save As.. ShifteCiil+S
Save all AS | Lok ONJOFF CHlE
AlwaysOnTop CtbT | Debug Timing Ok I OFF ShifteCtrlsF 3
Close Ctr+w | Debug Spreads Oh | OFF ShiftCHrl+F10
Close al ShifteCtrl% | Revertto saved Ccul-A
Mew Patch Ctl-P | Undo Cyl.z
Inspektor Cild | Fedo ShifteCtleZ
Finder CHbF | Cut Chlext
Project Explorer Crld | Copy CHlC
Help F1 Copy relative to Mouse ChilAlC
Online Help AIF | Pastehers Ciley
Fanclub CtrlsF1 | Paste with Offset Crrle Al
About Altef | Paste modified values
Show Foot AR Paste within Context Shifta Tty
Riescan for Externals ShittAWE | Duplicate Culb
Debug Timing ON | OFF CulkF3 | Duplicate Within Contest ShiftsCtrlD
Diebug Spreads 0N | OFF Cul-F10 | &lign CirleL
UpdateView OM|OFF Crilkl | Select Al Chl-A,
Minimize Deselact ShifteCiils2
Guit AF4 | Eypose IDEox Clek
Eoygreun Sl
Hide on Lack ON | OFF Chil-H
Diebug O | OFF ShifteCrlF3
ExceptionDialog OM | OFF
Alter linktype Cley

*Try “open in patch”

e mmm———g

-

.

1
v
B e

il

’

1
1
1
nd

IOVVW.vdp * Cindae\vww review\

_e Thisis the patch kﬁle you select to“open in patch”.

*Open

r )+ (o)

*Open in Patch

shift) + [ctr] " @




05. Make Something in 4V with IOBoxes a

. I0Box Node
Input pin Input pin ° (3
i i 4 4v S
\ E helloVWVVV.vdp C:\indae\\é\f\.fv review', .
2 o000 - : :
e 1 1
v v
0.0000 .Q. E — -
'
. Output pin Output pin Connecting nodes
is to make the flow of data.
’ 7 ™ o T 04500 %
i s > Aplace todraw a shape
A | 3 DirectX Renderer

1

1

1

1

1

1

1

1

1

I temmcccea=-) o aw g
I Transform ®-1
1

1

1

1

1

1

1

1

2
a
(]
1
1
e m————
1
1
 ECIEE

_________

Rotate the




05. Creating IOBox - How to create it

10 in IOBox stands for: Input/Output. Denoting that those nodes a
the running program. On the other hand they can be used to ou

s: As a means for the user to input data into
€ running program.

%

X2

Move your mouse right toward.
Now you can have float IOBox

To create an IOBox
ouble click RMB at empty area in an
h window



05. Creating IOBox - Bang/Toggle

Eang
Toggle
Integer
20 Wectar
30 Vector
40 Yectar
String
Mode
Calar

Enumeration

Eang
Toggle
Integer
20 Yectar
30 Wectar
40 Wector
String
Mode
Calor

Enumeration

x 1

Click on the round box with RMB

i

off 4z On

When you click the IOBox, it outputs “on ( 1) “then
back to “off (0 ) “right after that.

off — On — Off

When you click the IOBox, it outputs “on (1) “then
back to “off (0 ) “next time you click it.

----- ¢ Click onthe square box with R

--¢ (Click on the square box with RMB



05. Creating IOBox - Integer and 2D/3D/4

Eang Eang Bang Eang
Toggle Toggle Toggle Toggle
Integer Integer Integer Integer
D 'l.l'ectu:-lé 20 Yectol 20 Wector 20 Yectar
30 vector 30 'l.l'ectnh 30 wect 30 vector
40 Vector 00000 40 Vector 00000 400 Wk 0000 40 'l.l'ect% 00000
String String Sitring String
Mode Mode Mode Mode
Color Color Caolar Color
Enumeration Enumeration Enumeration Enumeration
. . ? T
1 1
! 1 1 1
1 . . . .
' Integeris a number that :‘ 2D vector is a set of two i\ 3Dvectoris aset of ’ i 4D vectoris a set of
7 1
\ \ real numbers, such as /  threereal numbers ! fourreal numbers, such
AY 4
\ fri 1.222. /  ,suchas1.222. 1 as1.222,
< eem e =

* 2D/3D/4D vector have other cases of use, such as
“Vector mathematics” For now let’s consider.them as
data containers.

Related Nodes

vector

Vector (2d Join)
Vector (2d Split)
Vector (3d Join)
Vector (3d Split)

b

s
g

Changing a value of IOBox: ~ ;

Hover mouse over the IOBox and click s LEEID (ﬁ -2l Ir.ﬂ

RMB and hold-drag up/down mouse to ; JESIL REELI
nge the value. L. .




05. Creating IOBox - String, color, and Enu

Eang
Toggle
Inkeger

20 Wector
30 Yeckar
40 Yectar
String
Maode
Calar

Enumeration

Click & Type

Changing the value of IOB
Hover mouse over the IOBox an
it with LMB and type a value with

keyboard.

00000

Eang
Toggle
Inkeger

20 Wector
30 Yeckar
40 Yectar
String
Maode

Calar
Enumerhan

Se———
-

00000

Eang
Toggle
Inkeger

20 Wector
30 vector
40 Yector
String

Maode
Calar m

Enumeration

H:0.16 5:1.00 V:1.00 A:1.00

x1
Click-Drag

o----mo>

Changing the value of IOBox

Hue: Left/Right

Value (brightness) : Up / Down
Saturation: Ctr(Control) + Up/Down

00000

'w'a-.'eShaEer

“Node” I0Box

——_——

Eang
Toggle
Integer

20 Vectar
30 Weckar
40 Yectar
String
Maode
Caolar

Enumeri:’nn

00000

----+ Enumeration IOBox
can be gbpnected to a list using each
no

can be connected to|another node.




06. Creating a Node

v
N (-:f------------—:-; """" A 2
. To create a Node
‘ . Double click at an empty area in
patch window.
4 X 1 Right-click on the text field
to Switch between different drop down menu.modes.
nameofanodeinthe .. cee e
press enter key to P
s L 0%
R4 1 AY
PP B
------------------------------ 5 1 AN U, S
. .
After double click LMB, the drop ' i ; | :
U v v ! 4 1 4
down menu appeatrs. I ; ! :
|Y Vv |T|c|r Brdwse by category A4 HEE Deseléct categories to hide in the browser |T|C|F
= (value) ~ ~ 2d "
m - (Value Cyclic) [angle, 2d, difference, delta, modulo]
- (Spreads Sets) =d
- (String)
- (Color) ad
- (Complex) -
et s
P : E\;g;ue Spectral Vector) [woei] Assimp
: Eﬁ ([:’::75’ Astronomy
* (3d Vector) Bass
: Eﬁ}_\lmnr) Boolean
= Egtggrg)) Boxed
. Umﬁm‘ 5 Boxad Persist
P E‘éfﬂtemr‘r:n}nonty) [vux] . Bullet v
[Matching Nodes: 1881 [Hidden C:

Order by alphabet.

to expand it. Select a node by
clicking LMB.




06. Connection between Nodes

_ Connectnodes

x1

Cancel connecting.

Il

Input 1: 0.00

* Select each line by clicking LMB. The selected line is dark and bold with a blue dot.
' You can modify the line by dragging the blue dot. You can use delete key or click the

Click LMB and hol selected line with RMB.

select multiful

Switching between different
line types ( straight, curve,
steps)

Arrange selected nodes.
(Ctrl(Control) +1)




06. Connecting: Where to where and reset

To reset values of any pins or any
nodes, hover mouse on the pin you
want to reset and click RMB + alt key.

If you want to reset a node, hover

mouse.ifiside the node and click RMB
+alt

Such bold and big input pins hint you which pins can be
connected with the selected output.

.o Trasfcrm. ° = ° = = = @~ _! ..... .. ...........................
| .;I\. | ./f\. x 1 + m
i ¢ Boldand Big pin.

®
Normal pinsize.
You cannot connect your output in this pin.

v




07.Help file and Inspector window

The“help file”is useful to understand how a
node works and what the node does.

To open help file, select a node by clicking

LMB and then Press “ F1” key.
* ()+()

________________________________________

-. Open an inspector
9 5 window for a node
[
Close : ctr(Control) +
o (Close : ctr(Control)

WaveShaper - Value

Applies one of some classic wave shaping functions to the value (range 0..1)

Open a help file for a node.
* Try different values in each input to see how the node works but never save it.
Just close it (ctr + w).

~.

w'aueShaeer

7 oooez

Queue  queue is for demonstration only

.

x1

Assign a name for the selected node.

—————--e
-——-9

applies one of some class.:c wave shaping functions to the value (range

0.1} 1
1 1)
Attch to Selection .
1 v Descriptive Mame
1 —
1
Input
lo-oooo IS - i Input

L ————— @ - - - *
Inwerse anput Output
. Triangle = 1D

Sine
Fectangle

Parameter Value

Parameter Name




08. Hello renderer

Renderer (EX9)
DirectX3 Render Window

Attach to Selection
Descriptive Name
-1 Device

+ Make arenderer inside the patch.
Selectitandpressailt+2.
[ ]

: ¥ XARAGARA Fullscreen Format
1 Ovdp /ff] * X NONE Fullscreen Depthbuffer Format
: ¥ AsDesktop Fullscreen Dimensions
: . ¥ (4] Fullscreen Refresh Rate
: Mabke a renderer outside the patch. ¥ ISl Fullscreen Antialiasing Quality Level
i Selectitandpressalt+1. LI £l vesor Rk Coun
1 | ¥ discard Fullscreen Swap Effect PO
: L4 i X8RAGERE Windowed Backbuffer Format :
! | alt + 1 ¥ Windowed Depthbuffer Format i Anti-aliasing.
4 : : L W.rndcmed Antialiasing Quality Lewel Basicsetting (4)
o 4 I Windowed Backbuffer Count :
b v i Windowed Swap Effect PR :
G Renderer | Clip Device
e Presentation Interval
Clear Depth Buffer
DirectX Renderer - Layers

Clear
Background Color
Backbuffer Width
Backbuffer Height
Fullscreen
Enabled

o View

k3 Frojection

8 Aspect Ratio

S Crop

= Viewport

o Transformations Index

Window Handle

X

Y

Left Button

Middle Button

Right Button

Is Fullscreen

Actual Backbuffer Width
Actual Backbuffer Height
EX3 Out

18]

Mabke full screen.
' alt '+ ' enter ' Select it and alt+ enter/Back to normal ( alt
+enter). v




08. Hello renderer: Coordinate System of r

DirectX Renderer

More info
p://vvvv.org/documentation/coordinate-systems
://vvvv.org/documentation/dx9-rendering

is in contrast to other programming languages, such as

The window area has a default range of -1 to +1 in both dimensions. The origin with coordinate 0 is
in the middle of the window.

o
. . NS >

____________




09. Hello Shapes and Render state

FillEX9 Render state) o - - - - -

Set fill mode to point/ wire
frame/ sold

\ 4

Primitive shapes
Quad, segment, gric
*Try each node. Create node

ress F1 key to see the help fileof each node.




09. Hello Shapes : Basic use of a shape

Center XY

cale
Rotation :Offset

:Size

Transform. .
Define translate(position),
scale(size), rotate, and
centerXY(offset).

AspectioRatio.
incoming transformation to thegiven




09. Hello Shapes : AspectRatio

The shape wi
AspectioRatio.




10. Hello Colour

HSV (joint). ®~~""""""""7°c 1
creates color by providing
‘Hue; ‘Saturation; and i WO s

Value(Brightness) value. bbb bbb bbbl Rl N EE/ e
T ® RGB (joint).

ColorIOBox. hainininieib b e A _ H0.50 S:0.07 V:0.86 A:1.00 creates a color byproviding
This IOBox here is only to preview the ‘Red, ‘Green, and Blue value.

4 ’ . RGB(split.
retrieves the value of ‘Red,
______ H:0.81 5:1.00 V:1.00 A:1.00 lG’een,’ and Blue fr om the
input color.
outputs each value of thei P
Hue, Saturation, value, and,
welbow
255 red
255 red 255 green i] red
0 green o blue 255 grean
0  blue [ 0 blue
|'|'I-\.il:'|!2'|'||c'l Cyarn
255  red red
0 green 255 green
255 blue 255 blue
[} red white center
0 green 255 red
255 blue 255 graen

255 blue

Hue value determines
which colour it will be.



10. Hello Image

fileTexture.

Imports anImage as texture.
Click the first pin of this node with
RMB to open up afile browser.

Address(EX9, sampler state).

Defines how the texture sampler uses the texture
coordinates. Please check the help file of this node
tosee how it works

® Filter(EX9, sampler state).

The Filter (Ex9.SamplerState) Controls the circuits witfiin the graphics card (the so
called “Sampler”) which maps the texture bitmap to the geometry mesh. Please
 atiees | check the help file of this node to see how it works

Transform(2d). o---- slateX \i/

FileTexture

Itis about where the quad position e y leTentre
and how big the quadiis.

A L e
) *AspecRatio(transform). @ ----F--------ooom oo AispectRiatio s
*This node is important to keep the

ratio of yourimage.

L |
UniformSeale
P —— Transiorm
stmture f
P e

1 : i
® 7 *Defaultaspectratio i ;
i Ratio=1/1 ' ¢ Transform(2d).
i : Applies transform to theimag
E Width E Check when the scale ofimageis smaller than 1. Theimage will
v I berepeatedtofill the rest of arga in the quad. The node address
-1

above s related to this case.

Height

1
1
1
1
1
1
1
1
1
1

1
'Y

pleedectrgtli':fiee.i ht/width *This input pin is for texture. DX9Texture.

is val _d 1? be applied Every primitive shapes have this pin Captures allimages shown inside
rescale the quad, AepoctRati togetatexture. the renderer as a texture.

rescale the quad. AspectRatio > X o

Se_o”

an around the patch window.

' v o




10. Hello Text

Contents.
TextIOBox

Chooseafont

1
LDI¥I ipsum dolor sit amet, consectetuer adipiscing
elit. Aenean commeaodao ligula eget dolor. .

Text (EX9). - || FsesEe e--------------------
Draws text in the renderer. e

L Center

""" -0.0300
L Center

E Vertical Align

............... - --® Changenormalise to width

- -> Translate o oo
with multiline contents

UniformScale

- - - ® [twill determine the word limit for each
line.

The position of your text a

AspectPatic ®
The scale of your text area

AspectRatio



10. Hello input: mouse

Mouse(window). ®--4--------------------

This node detects the mouse activities
when mouse moves inside renderer.
->Compare: Mouse(Devices Desktop)

Re-map your *---mmo-- » | eee---
Mouse position in relation to '
AspectRatio.

When you connect the AspectRatio
node to the renderer, the mouse
coordination inside the render
differs from your expected

mouse position. In order to solve
this problem you need to apply
AspectRatio to your mouse
position as well.

Thenode ApplyTransform ~ ®~~~~===~==""]
calculates the translated position

by AspectRatio.
* More info: check the help file for
ApplyTransform. ~  ® === ""-=="1

| F\seectﬂatio

nt.
utton is being pressed, it creates the
atement : “On” state.

se button is pressed, it creates the true
back to false: Like “Bang”.

ogEdge + Toggle.
the mouse button is pressed, it creates

e statement and stay that state until the
button is pressed again: Like “Toggle”.




10. Hello input: Keyboard

Ise the inspector to specify the keys to be checked.

KeyMatch (String)

DE‘IBI.'IS pressed keys when connected with a Keyboard MNode. Use the
inspiu:lnr to specify the keys to check.

1
.itul.r.h to Selection

Descriptive Mame

N
Key Match
Keyboard
Reset Toggle
Key Mode

Keyboard(GIobal). @ - --mmmmmmmmmmmes Keyboard
This node detects your keyboard
activities whenever you press any
keyboard key.

->Compare : Keyboard(window) ¥ Toggle (- --oo--

UpOnly

’ I CicwnOinly

b DicwnUp
FepeatedEvent

~ KeyMatch. ®------mmmmmmoo-- >

‘ Detects pressed keys when

connected with a Keyboard Node.

X
-

Each mode of key interaction behaves differently.. For example,
] ] “DownOnly” case, The true statement only occurs when key is
- down and matches with a given key character.

Check the KeyMatch help file to explore how it works.




11. Hello Layers and animation fileters.

e

Current position

Go to position

LiNearFillag = = = = = = = = = o m m  ————— -

Transkorm Transkorm

Transhorm

1
1
1
1
1
0 Current position
:
1
1

Go to position

1
1
1
1
1
1
1
1
1
1
1
1
1
v

Current position

<=--layer. More pins? Select this node and open

The Group node is like an addition
for Layers and it takes care of the
drawing priority. It is possible to
build trees of any complexity, e.g. if
you are using a sub-patch, you group
all render objects in it and output
only the grouped layer.

S (Node) and R (Node) work as well
for the layer data-type.
Furthermore it’s possible to connect
one layer to many grouped nodes .

Renderer (EX9) [id 1]

Add more layers

Open the inspector window and
change the value of layer template
count.

instector then set number you want to create layer to

AN\ layer template count parameter. Go to position
1
1
1
1
é

Animation filters, such as“Damper*; “Oscill
ter’; apply a force to the input value which p
reach the new value for a given time:

ck input pin of each node and try to set new value to input
See help file (F1) for Damper, Oscillator, and LinearFilter.

The layer order starts from the left
end to theright.The first layer draws
firstand next is added on top of the
first layer.. So on, so on

Diagram of Animation filter.

-~
~~

o.
Vv

Cyclic/ second  Filter time

-~
~—o
~—o
-l
==
~—o
~~
~~
~~
~~
-~
~

Filter time

inearFil-
the output




12. Hello Spread-Basic.

0.0000 ' [ Oz B 0la
ojon oooool 5 b

Slice «---->{" T Tiii _oowss} aic 3

! 21! oooo0| €---* Spread :: e :

1 1 E 1

v (21 o.oooo E

E . : 00 . Output: (10)  -0.45 '

1 1 A :

L— i H

A i :

: ‘ :

' Number inside parenthesisinthe |

() . 1

Slice index tooltip referstothe spread count.

. . i

Be care for, the index number ' :

always starts from*“0” : '

*Slice count=5

OO C OO OO OO D D O D o 2.0000
: 4
1
: —0.7500 —0.2500 0.2500 0.7500 M b
1
ase A an H Transarm Transtarm Transform Transtarm _o.7500 |
1 0.7500 =
are different. Do yo ' T 4
more effective? ;

GridSegment.
I --------

Case B uses a spread. It is much easy to
handle and mange input data.

1
1
1
1
1
1
1
1
1
1
1
1
1
1
GridSegment GridSegment GridSegment GridSeqment 1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1



12. Hello Spread-Basic.

Least Most i i
00000
| | | | 1.0000 0.0000
T | | e %o
"II | | | | 20000
Repeat \ . ____. o | ——

. J ! I:l 4.0000
h ! ! I:l . 5.0000 ‘
[ 1

[spread count]
/ \m  CEEEEEEE R PR *  Count(value).

4 ’ + The node counts the number of
r 6 slice count when input spreads.
- Erere]
0.0000
................... ).
40000
30000
50000
matchthe mostcountones i 5 ALLLL
Caunt
6 K-mommmoommmsssosssoooooooooes *  Thespread count ofthe end
pread Count] result is always same as the

spread count of the most one.




12. Hello Spread-Basic nodes for create sp

v i
_t( B

e -"((‘J
* Please Check help files of Linearspread, circularspread, randomspread, typospread, and i spread.
hellospread_part01.vdp Chindae\teachingyvvwy teaching basic\vwwv basic part 014 N
v
20000 5 1.0000 g 25 10
.LinearSprea.d = .Cir;ular.Spr:ad. — .T;poSpread ------
2.0000 ! 2.0000
:Handomsii‘//:ﬂandomSplead. II
.Tlan.sh;rr.n ] .Tlan.sh;rr.n — iTr.an.sf;rn.'u - .Tr.an.sF;m.'n — 0 o
1] 1
Uniformacale Uniform@cale Unifarmacale Uniformacale 2| 2
m Bmmnm " EE LI m ilmmm LI ) 3' 3
GridSegment SEidgegment GridSegment Gnosemment 4| 14
5l 5
6| &
7| 7|
a| 8
9| =l




12. Hello Spread-Basic nodes for create sp

T e H:0.15 S:0.00 V:1.00 A:l.... o P ola
ol 0 Wb b
51.00 V:1.00 Al " q 31c TR SCEL RERSE o Ll 1 2| c
d
3 d - : H:0.81 S:0.00 V:1.00 Al.... 2 : i:e
2| 2 4| L 1 7
; H:0.59 S:0.00 V:1.00 Al.... 3l -
- ; : H:0.43 S:0.00 V:1.00 Al
- 1 A 0. 1. =l - 4| 4
4| 4 H ! . - -
" : SEEELELE ° 10 0e0e0e Heare 12
| — 1
1 1
g - GetSlice GetSlice i i r-) | GerSiice SetSlice SetShics
1 1 : 1 —
i : ! i
1 1 I
q i i P HDS S:0.00 V.00 A ol o 02
! _ 3.0000 d e 5 ! 0 1k
' 5-1.00 V-1.00 A-1.00 : ! H:0.04 5:0.00 V:1.00 A:l.... 11 1 2| Here
1 1 1 31 d
1 bmm=—t
' ' 210 4 e
E | H:0.59 S:0.00 V:1.00 Al.... 3 -
1
: Ié | H0.43 5:0.00 V:1.00 AT
: R H:0-43 S:0.00 v-1.00 A1 4l 4
: i
1
1
o 1
GetSlice. ¢
Gets all slices specified in the index input from
theinput spread
' ces specified in the index input from



13. Hello Map.

Maps the value in the given range to a proportional value in the given outp

Original Input range. Target Output

g g
i i ‘eX)Mapping Value
> i i
0.500 V.. Ve, -
. .
00000 1.0000
Destination Minimum Jll Destination Maximum
= ; Z ;
' ' :----¢ TargetOutput range.
- ! 0.3000 !
Check this output e !
AR > 06000 i
( happs s ’
Mapped output !
50'% e~ +----e *Tryto change maximum valueto 0
i and minimum vajueto-f.----;
; o 1.0000 oo |
0.0000 -
' 0.2000 B e e e RO | A .
1 0.4000

! Compare both output values o

1

_______________________ 0.5000
0.4000
0.2000

Mapped cutput



14. Hello LFO.

Creates a changing value, going linearly from 0 to 1 and jumping back to 0. Te
the shape, you can use a Waveshaper (Value).

Value 1

Timeperiod ®——————————— - - - - - - ———— oo - — — - — e — — — — — — — — ———— — — = ————————————-. e
AY

? The longer time period creates slow transition between Oto 1 5

i i

1 1

v :

1

1.0000 s 1

I I 1

Pericd .

:

1

1

1

1

1

1

LFO :

:

1

- _ 1

1

b .

& O -

1

B J !

N 1 Clueue '

1 ! 1

1 ! N

0.1200 : " t,‘ treachto 1 '

1 low many time it reac 1

—L i value “1” .

Transform : M '
1

é Bangwhenvaluereach to1 o - _ _ E

Cluad B !

:

1

1

1

1

1

1

1

1

1

1

1

1

1

1

U
’
’

Timeperiod  (-=== === == == == e e e e e mmmmmm e -7




15. Hello Waveshaper.

Applies one of some classic wave shaping functions to the value (range 0..

LFO

—

FO

Value 1 T

=
=
o
c
T

L

Linear é x1
I'l.-.l'al.leShaeer m

Triangle

Sine
Fectangle l
D Linear
-~ This is similar to LFO shape

,,,,, > Inverse

4




15. Hello Switch.

Switches between various inputs

Click & Type

This number decides which input goes to output

-
~—o
-~
~o

Switch (Color Input)
1
Switches belml;lvariuus color inputs

=
Inpyt 1=index 0"

Descriptive Name

Inpytz =index“1”

Input Count

S~
~-
~-
-~
~
~
~—.
~-
~-
~
~

1
1
N/

v \'4 - - Switch

Input 1

H:0.00 5:0.00 V:1.00 A...
Input 2

H:0.00 5:0.00 V:1.00 A:...

Output
15

Switch o |§

e i e There are many switch nodes you can select, based
UK, onwhich data tyge you are working on. All the node
follow the same basic logic. The only diifference is

AY

A}

what kind of data type a switch node accepts.

.
H:0.00 5:0.00 V:1.00 .. N

A . L. . Switch node (input) and switch node (output) are op-
Even though this tooltip indicates the first input : hother. Check the switch node (output
as input 1, the actual index number of the first positeto each other. Checkthe switc (outpuy).
input starts from “0” . Please be careful about it. M
v I |
. . |switch|_ [T]c]F
Diagram for switch node (input) Diagram for switch node ( Output) Buitch g:mg g‘ﬁfﬂn A
Switch (String Input)
Switch (String Output)
+ + + + Sln?lch (Color Input)
Switch (Color Output)
p Switch (Transform Advanced) [vux]
O O + + Sﬂ'i‘lch (Node Input)
Switch (Node Output)
p Case (Value) [switch, woei]

v v o)
Select Select + +

Thefirstinput The second input * * Mstching Nodes: 10

- - v w




16. Hello Select.

Select selects, how often a slice from a given
spread is inserted into a new spread.

Repeat input following a

given number.
o---_
0 H:0.16 5:1.00 V:0.97 A1.00 N‘\\
1 H:0.94 5:1.00 V:1.00 A:1.00 ‘\‘ \
v \\
Count \\ \1,
. . e 2 I Repeat it twice. 0 | 1
OriginalInput & - - - -> cou P SSEL)
= - |1} 2
* o 2
ik [Select]
" ’ 2 Select : ,' m Select ?
1 1
| Count | g H
P Foun ! The spread account of the
i/ L ! newspreadis “3”
A ! .
" * Attention to the order of
New Output as anew 0-----1%1---) e ," . H:0.16 5:1.00 V:0.97 A:1.00 eachslicein the new spread.
spread H:0.16 5:1.00 V:0.57 A:1.00 lpSertmto anewspread.
4 H:0.94 5:1.00 ¥:1.00 A:1.00 <_¢’,*In thise)(ample, ﬁrstly”select e
PN oo I ;o054 100 V.00 node”repeats yellow color twice
i and inserts the value into a new . BEE
0 spread then do the same thing Pt - :m (Va:ue)um _ x
H with red color and then inserts e P select ?slfrﬁz; _ A== o .
them after olori ol e
The spread countof the new ead % / Aol e b
sugn : : g p Select (Color Bin) [select, repeat, binsize, woeil
spread is “4” as each input s Select (Transform Bin) [sebect, repeat, woeil
. o p Select (DX11.validator) [layer, vux]
Va/ue IS repeated tWIC€. p Select (Enumerations Bin) [select, repeat, woei]
p Select (MySQL Network) [database, wux]
m Select (Node)
p Select (0Odbc Network) [database, vux]
1
. |
There are many select nodes you can select, based
onwhich data tyge you are working on. Allthe node
follow the same basic logic. The ory/dlfference is o
what kind of data type a select node accepts.

~— !
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17.Hello Vector2D (Joint/ split). icinsazavector

Vector2D (ioint) & ------> Yectar

Newspread -



17.Hello Vector2D (Joint/ split) - In use.

Input 1 Input2 Yinput
Left Right
i r i /
i s i 5
' Spread Count v v Jpread Count v
%)sf)?’;,’z;?’lg’ﬁ *---> LlnearSpread /.Ftand.nmS;read .<‘ o ‘f'-’osre;lgts’;,’-?’!é’: Llneargpread HandDmSpread
JointLeftandright . ____\__}'umm,' © o.1000
side input value as a I I
newspread
'_ —0. 3000 0. 1000
\ 0. 4245 0. 1000
Transform (2D Vector): o -------- > Transtam ! I - | Transform e-------- > “Transform |
*Transform (2D Vector) e------------- 4 . _ N
only arrows one spread for Guad
XY coordination.

D Sameresult

Y SN

Why Transform (2D vector)? If the results are same for both
methods?

: ~ —




17.Hello Vector2D (Joint/ split) - In use.

Output of the vector
node needs to be
connect edtomap
node onceto get the
result.

Each spreadfor X
and Y needs to be
connected tc;map
respectively. It means S
mearSpread RandomSpread ym’:’ne_ed t’gdosame [LinearSpread godomspread,
Job twice to get the
result. o o
Weckar : :
L i R >
E 'IW per E

Tran=sform

LI
Gluad

A

1
1
1
1
1
1
1
1
1

[

------------ Sameresult ------------

Tranzform

u_B
Guad

Which way is more easy to handle? With Vector or without
/ector:




