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This class is an introduction to object oriented programming and beginning game architecture for 
media students. It assumes no prior programming experience. In a development environment that 
continually expects artists, journalists, designers, filmmakers, and all media professionals to 
consistently take on more and more roles, this course teaches the basics of programming in an arts 
friendly environment. Our goal is to learn to Ôthink in codeÕ and to be able to write small applications 
that manipulate graphics, sound, video, text, and animation. 
 
Concepts covered include: objects, classes, inheritance, encapsulation, polymorphism, expressions, 
variables, methods, functions, arrays, data types, conditionals, loops, case statements, timers, 
intervals, mouse and keyboard events, event handling and dispatch, audio programming, video 
streaming, basic kinematic animation, collision detection, use of debuggers, profiles, testing tools, 
rapid prototyping, and management of small software applications. The class is taught in Actionscript 
3.0 and Processing 1.0.  
 
 
Week By Week  
 

Week 1 Ð August 28 

Actionscript: Code Basics 

van der Spuy, Chapter 1 

         Quiz 01 - Drawing Shapes 
___________________________ 
 

 

 
 
 

 

Week 2 Ð September 4 

Actionscript: Functions, Passing Parameters, Constructors 

van der Spuy, Chapter 1 

         Quiz 02 - Passing Parameters 
___________________________ 
 

Week 3 Ð September 11 

Actionscript: Functions, Passing Parameters, Constructors 

van der Spuy, Chapter 1 

         Quiz 02 - Passing Parameters 
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Week 4 Ð September 25 

Actionscript: Decision Making, Spawn Points, Sound Objects 

van der Spuy, Chapter 3 

Quiz 04 - Write a Timer 

         Hand in: Interactive Project 01 This project must include at least     
         one event, one external class, one custom function. 
___________________________ 

 
Week 5 Ð October 2 

Actionscript: Loops, Arrays, and Basic Kinematics 

van der Spuy, Chapter 7 

Quiz 05 - Bouncing Ball 

___________________________ 
 

Week 6 Ð October 9 

Processing: Recursion, Number Patterns, Visual Numeracy 

Handout on patt ern algorithms 

Processing.org, structure tutorials 

Quiz 06 - Recursive algorithms 

___________________________ 
 

Week 7 Ð October 16 

Processing: Digital Color 

Processing.org, digital color tutorials 

Quiz 7 - Creating Color 

___________________________ 
 

Week 8 Ð October 23 

Processing: Pulsing, Flocking, and Kinetic Drawing 

Processing.org, moti on tutorials 

Quiz 8 - Pulse Drawing 

___________________________ 
 

Week 9 Ð October 30 

Processing: Typography 

Processing.org, type tutorials 

Quiz 9 - Animating Type 

Hand in: Interacti ve Project 02 

This project must include a recursive algorithm.  

___________________________ 
 

Week 10 Ð November 6 

Actionscript: Video and Using External Libraries 

Video hacks, Caurina Boxes 

Quiz 10 - Play a video 
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Week 11 Ð November 13 

Actionscript: Simple Parti cle Systems 

Sin, cos, atan handouts 

Quiz 11 - Sin for moti on 

___________________________ 
 

Week 12 Ð November 20 

Actionscript: Filters, Masks. Bitmap Data 

Quiz 12 - Alpha masks 

Hand in: Interacti ve Project 03 This project must include a function  

that relies on sin, cos, or atan. 

___________________________ 
 

Week 13 Ð December 4 

Processing: Image Processing 

Processing.org, image tutorials 

___________________________ 
 

Week 14 Ð December 11 

Demos & Presentations 

Hand in: Final Interacti ve and Work DV 

 
 
Course Work: 
Attendance is important when learning programming. Come to class. Not all of the code examples 
weÕll go over are in your textbook. Many students also find it easier to learn programming concepts 
from the class lecture. When you arrive, be sure to sign the attendance sheet. If you miss more than 
two classes, you will fail this course.  
 
Quizzes  
There will about closed book quizzes, nearly one in each class. These will be graded interactively  
during the lab period of the class.  
Quizzes should be also emailed by the end of the quiz period to aferraiolo@inbox.com.  
Your subject line should read [MEDIAP399] <YOURLASTNAME> QUIZ <QUIZNUMBER>.  
 
Game Projects  
There are four game projects due in this class. These should be emailed by midnight of the due date 
to aferraiolo@inbox.com.  
Your subject line should read [MEDIAP399] <YOURLASTNAME> GAME PROJECT 
<GAMEPROJECTNUMBER>.  
 
Materials  
Required text:  
Van der Spuy, Rex. Foundation Game Design with Flash. New York: Springer Verlag, 2009.  
Recommended:  
Reas, Casey and Fry, Ben. Processing: A Programming Handbook for Visual Designers and Artists. 
Cambridge: MIT Press, 2007.  
 
Grades  
Attendance counts for about 20 points, about 2 points per class.  
The twelve quizzes count for about 20 points, or about 2 points per quiz.  
The four interactive projects count for about 15 points each.  
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Your interactive projects will be graded for clarity and purpose of design as well as for technical 
skill.  
 
Grade Schemes  
A+  
Exceeds expectations in all areas.  
A  
Engaging, coherent, and original thinking, moves beyond assignment bounds, thinks creatively and 
documents this in the summaries. Excellent writing and grammar skills. Expresses ideas clearly and 
effectively. Attention to detail. Thoughtful comments on other's work. Participates fully, taking a 
leadership role in discussion in class and online community outside of class. Brings new ideas to 
class consistently. Listens to other's views with respect. Attends class on time and turns in work on 
time.  
B  
Complete assignments with some originality. Satisfies aims of the assignment well. Good writing and 
grammar skills. Writing is clear and ideas are organized. Participates fully in discussion. Attends 
class on time and turns in work on time. Participates in online comments and engages with others' 
ideas.  
C  
Uninspired or common sense thinking. Doing only what is required.Unclear writing, grammatical 
errors, lack of thoroughness. Does not meet goals of exercise, structural and technical problems. 
Inconsistencies in presentation of work and participation, or does not frequently participate. Attends 
class but minimally engages with others' work.  
D  
Falls below expectations in most areas. Inconsistencies, sloppiness, inaccuracies, errors, lack of 
effort.  
F  
Fails to meet requirements of assignment.  
 
Academic Integrity  
Hunter College regards acts of academic dishonesty (plagiarism, cheating on examinations, 
obtaining unfair advantage, and falsification of records and official documents) as serious offenses 
against the values of intellectual honesty. The college is committed to enforcing the CUNY Policy on 
Academic Integrity and will pursue cases of academic dishonesty according to the Hunter College 
Academic Integrity Procedures. Penalties for plagiarizing, fabricating information, and all other forms 
of cheating can be severe, ranging from F on assignments to F for the class.  
 
Copying games line by line from the internet or from another programmer is plagarism.  
 
 
General Information  
Disability  
If you have a disability which will affect your coursework, please notify me within the first two weeks 
of class to ensure suitable arrangements and a comfortable working environment. Contact The 
Office for Students with Disabilities, Hunter East 1119 Phone (212) 772-4882 or 4891, TTY: (212) 
650-3230. 
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Tutoring  
The Hunter College Homeworking Writing Center is a comprehensive service for the entire college 
community offering tutoring and computer-assisted instruction to students and technical support and 
development to faculty and staff. The Homeworking Writing Center offers tutorial assistance, free of 
charge, to all registered students of the college. As a student, you may use the Center in several 
ways:  
 
Register for a regular appointment to meet with a tutor for an hour, once a week throughout the 
whole semester. Usually, you will be paired with another student who is enrolled in the same course.  
 
Drop in to work with a tutor during scheduled drop-in hours when tutors are available to meet with 
you on a first-come, first-served basis. See schedule below for drop-in times.  
 
Attend workshops on various aspects of critical thinking and writing. Workshop topics and schedules 
are scheduled periodically throughout each semester.  
 
Use computer terminals in the Center with access to CUNY Plus and to the Homeworking Writing 
Center web page. The Homeworking Writing Center is located in Room 416, Thomas Hunter 
Building.  
 
  TUTORING HOURS  
  Monday through Thursday 10 A.M. to 8 P.M.  
  Friday and Saturday 10 A.M. to 4 P.M.  
 
Emergencies  
This is a list of numbers which you can use if there is an emergency or crisis situation at Hunter or if 
you need assistance at other times.  
 
Security  
B125HW  
(212) 772-4444  
 
During business hours:  
Medical Office 
307HN 
(212) 772 -4800 
  
Student Services  
1119HE 
(212) 772-4882 4891  
(crisis counseling available)  
 
The Women's Center  
801HE  
(212) 772-4931 
 


