
Class 2
looping review, continuous operation, input, output 

sequences, introduction to arrays



Color Mode

¥tr y HSB, you might like it

¥Hue, Saturation, Brightness

¥colorMode (HSB, 360, 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, jump to step 4. If false, jump to step 6
4. Run statements within the block
5. Run the update statement
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formatting

¥lines of code inside blocks should be 
indented

¥processing will try and help

¥Auto Format inside the Tools menu will help 
as well



loops can be nested

¥fun!



in class exercise

¥use nested loops to draw a grid of shapes

¥tr y changing size + number of shapes

¥use HSB color mode to make each row a 
different color

¥use random and HSB to make shifts in color



Continuous execution

¥programs that animate or respond to user 
input must run continuously

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



setup()

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

¥put anything that only needs to get done in 
the beginning in setup()

¥must be proceeded by void



draw()

¥code inside draw() runs continuously until 
stopped

¥a sketch can only have one draw function

¥when the draw() function ends, it draws a 
new frame and starts running again

¥must be proceeded by void



frameRate()

¥by default frames draw to the screen as 
quickly as possible. [this is bad]

¥use frameRate() to set the maximum frame 
rate

¥you cannot set the minimum frame rate

¥The second R in frameRate is capitalized



void setup() {
  size(200, 200);
}

void draw() {
  frameRate(30);
  println(frameCount);
}



variable scope

¥a variable is local to the function it is 
declared in

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



In class exercise

¥make a circle move across the screen

¥make a circle move down the screen

¥using an if statement, make the circle loop 
across the screen

¥using a loop, make a line of circles move 
across the screen



mouse

¥mouseX, mouseY   (int)

¥pmouseX, pmouseY  (int)

¥mousePressed (boolean)



some useful math 

¥sqrt(x)  // gives the squareroot of x

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



cursor

¥cursor()

¥noCursor()

¥cursor (ARROW, CROSS, HAND, MOVE, 
TEXT, WAIT)



key

¥keyPressed  (boolean)

¥key  (char)



Exporting frames

¥saveFrame("drawing-####.jpg");

¥saveFrame(Òmovie/drawing-#####.jpgÓ);



Arrays

¥store multiple values in one variable

¥can be of any type of variable - ßoat, int, 
String, etc



creating arrays

¥int[] data = new int[5]; 

¥creates an array of integers called data

¥array has 5 elements in it



accessing arrays

¥x = data[0]  // x is set to the Þrst element in 
the array

¥remember the Þrst element is element 0

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



setting values of arrays

¥data[5] = 457; // element 5 in array is set to 
457



using for loops to access 
arrays

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

places a random number into each element 
of the array



Homework

¥create one animation using loops and one 
using a drawing program of your own design


