Class 2

looping eview, continuous operationinput,output
sequencesntroduction to arrays




Color Mode

¥ try HSByou might lile it
¥ Hue, SaturationBrightness
¥ colorMode (HSB360,100,100);




FOr

For (Init; test;update) {
statements

}




For (init; test;update) {
statements

}

1.Init Statement IS run
2. Test Is evaluated true or false

3.If test Is true jJump to step 4lf falsgjump to step 6
4.Run statements within the block
5.Run the update statement




GEHEI'EII case fOT‘ structure in code notation: General case fOT‘ structure as a diagram:

. i1nit
for (init; test; update) {
statements false

true

statements

N}

update

N
\}

A specific for structure in code notation: A specific for structure as a diagram:

for (int 1=20; i<80; 1=1i+5) { int 1=20
line(20, i, 80, i+15); False
1<80

true
line(20, i, 80, i+15);

J
i=i+5

B
d




formatting

¥ lines of code inside blocks should be
iIndented

¥ processing will ty and help

¥ Auto Format inside théfools memn will help
as vell




loops can be nested




IN class egrcise

¥ use nested loops to dwaa grid of shpes
¥ try changing size +umber of shpes

¥ use HSB color mode to makeach ow a
different color

¥ use random and HSB to melshifts in color




Continuous eyecution

¥ programs that animate orespond to user
Input must run contirnuousy

¥ programs that run continousy must include
the draw() function




setup()

¥setup() IS run once at the beginning of the
program

¥put arything that orny needs to get done In
the beginning in setup()

¥ must be poceeded ly wid




draw()

¥ code inside dra() runs contiruousy until
stopped

¥ a sletch can onf have one drav function

¥ when the drav() function endsi draws a
new frame and stas running again

¥ must be poceeded ly wid




frameRate()

¥ by default frames dimto the screen as
quickly as possiblgthis is bad]

¥ use frameRate() to set the maximm frame
rate

¥ you cannot set the miniom frame rate
¥ The second R in frameRate ispitalized




void setup() {
size(200200);

}

void draw() {
frameRate(30);
printin(frameCount);

}




variable scope

¥ a variable is local to the function it is
declaed In

¥ to use a variable globgltleclae it at the
start of your program




INn class egrcise

¥ male a cicle move acoss the soeen
¥ male a cicle moe down the sceen

¥ using an if statementale the circle loop
across the sceen

¥ using a loopmale a line of cicles mae
across the sceen




¥ mouseXmouseY (int)
¥ pmouseXpmouseY (int)

¥mousePessed (boolean)




some useful math

¥ sqrt(x) // gives the squaeroot of x

¥ abs(x) // gies the absolute value of x




Cursor

¥ cursor()

¥ noCursor()

¥ cursor (ARROW, CROSSHAND, MOVE,
EXTWAIT)




key

¥ keyPressed (boolean)
¥ key (char)




Expoiting frames

¥ sareFrame("dreving-####.jpg");
¥ sareFrame(Omae/draving-#####.jpgO);




Arrays

¥ store multiple values in one variable

¥ can be of aptype of variable - Boaint,
Stringetc




creating arays

¥int[] data = nev int[5];
¥creates an aay of integers called date
¥array has 5 elements in it




accessing aays

¥x = data|0] // x Is set to the Prst element |
the aray

¥ remember the brst element is element 0

¥ x = data[1] + data[3] // ad position 1 to
position 3 and put the value into X




setting values of aays

¥data[5] = 4571/ element 5 In aray Is set to
457




using ér loops to acces
arrays

For (int i=0; i<data.lengthi++) {
data[i] = int(random(10));
}

places a randomumber into each element
of the aray




Homework

¥create one animation using loops and one
using a dr&ing program of yur own desigr




