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Welcome Back!

Hope you guys all had a good Christmas break 
and you’re all ready to get back into 
programming!

Last semester we took a look at the Corona 
SDK and made a small Battleships game at the 
end of it.



Programming

From correcting your assignments over the 
break I can tell that some of you are finding 
programming tough.

You guys have come from a variety of 
backgrounds and for a lot of you this is your 
very first look at programming.



Programming
Something I try to say in class as often as I can 
is that programming is something that is hard to 
teach.

I can cover the material, show you how 
examples on how to do certain things and try 
and get you to start thinking like a programmer, 
but at the end of the day I will never be as good 
a teacher as you will be.



Programming
No matter how many times I show you 
something, or how many examples I go 
through, you won’t learn as much from me as 
you will on your own.

I’ve said it many times but the very best way to 
learn programming is to practice. If you’re 
finding this course tough the best thing you can 
do for yourself is program something! Anything!



Programming
If I gave you a semester of lectures on how to 
ride a bike, you’d still need to actually get on a 
bike and fall off a bunch of times before you 
knew anything about riding a bike!

Programming is the exact same. I have learnt 
more by making mistakes and trying to figure 
out a solution than I ever did from my own 
lecturers in college.



Programming
Programming as a skill is all about problem 
solving.

When you have an error in some code that 
takes you hours(or days) to solve it may seem 
like a waste of time, but trust me, you will not 
make that same mistake again!



Programming
With that in mind, if you are having trouble with 
programming, do as much practice as you can.

Post on the blog about things you don’t 
understand, or talk to your classmates, or chat 
to me after class.

Discuss things with Fabrizio in the labs. Here’s 
there to help.



Labs
Speaking of labs - Try not to miss your labs!

By far the easiest way for you guys to practice 
programming is with the tasks I give you each 
week.

If you do miss the labs, try and catch up by 
doing the work before the next class!



Labs
On that note, the first few weeks of this 
semester will be similar to semester one, in that 
I will take you guys for Lectures and Fabrizio 
will take you for the labs.

It’s looking like after the first few weeks 
however that you’ll have me for the full 4 hours! 
Exciting news, I know!



Labs
If and when that does happen, we’ll have more 
freedom with the structure of the class to get 
the most out of each week.

We may end up doing more Tasks during class 
as we cover material rather than have a full 2 
hour lab. 



Semester 2
I mentioned to a few of you last semester that 
we were likely going to be doing C# this 
semester.
Well it turns out that was a lie! What we are 
going to look at this semester is a really nice 
programming tool called Processing.
You may have heard the Level 8 students 
talking about Processing as it’s the tool they 
used in their first semester before Christmas.



Semester 2
Last semester we got a good introduction to 
programming with Lua and Corona.

This semester we will quickly look back over 
what we’ve learned and then we will be 
learning Object Oriented Programming.

We’ll go back to what OOP is exactly later on.



What is Processing?
Today we are going to take our first look at the 
tool we will be using for the semester - 
Processing.



What is Processing?

We’ll take things easy enough today as we take 
a first look at Processing and start to 
incorporate things we’ve done in Lua.

So first things first, what is Processing?



What is Processing?
Processing is a programming language which 
was designed to be a more simple alternative 
to Java or C++ for creating visual and 
interactive programs.

In Processing your programs are called 
sketches, because at the most basic level that 
is exactly what you use Processing for.



What is Processing?

Processing is free and open source and is a 
very common teaching tool around the world.

Similar to how Lua is tailored for non 
programmers, Processing is designed to be 
easy to use for people with either a technical or 
a graphical background.



Hello Processing
In our first example for Processing we’re going 
to use a function called ellipse.

An ellipse, in maths or physics, is basically an 
oval.

In Processing our ellipse function takes 4 
arguments.



Ellipse Function
ellipse(x, y, width, height);

x, y - These are the position of the center of 
the ellipse, in screen coordinates.

width, height - These are the width and 
height of the ellipse.

; - A semi colon is needed at the end of a line 
of code in Processing.



Hello Processing

Processing Sketch 1:

Let’s take a first look at Processing!



Size Function
The size function in Processing is used to set 
the size of the Display Window for our sketch.

size(width, height);

width, height - The width and height, in 
pixels, of the Display Window.



Size Sketch
Sketch 2:

Changing the size of our sketch!



Point Function
Our Display Window in Processing is made up 
pixels. Shocking I know! If we use our size 
function as follows:

size(200, 200);

We are setting the Display Window to be 200 
pixels wide and 200 pixels high.



Point Function
If we want to reference these pixels by their x 
or y value, such as deciding where the center 
of an ellipse should be, we use 0 to 199 to 
refer to the 200 pixels.

Unlike in Corona, whenever we count(and this 
will include arrays) in Processing, we start at 0.



Point Function
The point function lets us change the colour of 
a single pixel on the screen, using it’s x and y 
position.

point(x, y);



Comments in Processing
Instead of using -- for a comment in 
Processing, we use //.

size(200, 200);
//I am a comment

Comments don’t need semi colons!



Point Sketch
Sketch 3:

The point function and comments!



Line Function

Most shapes we want to draw in Processing 
can be done without having to draw them pixel 
by pixel with the point function. Thankfully!

An easier way to do what we did in the last 
example is to use the line function.



Line Function
line(x1, y1, x2, y2);

The line works by drawing a line between two 
points on the screen.

x1, y1 - These are the x and y values of the 
starting point.
x2, y2 - These are the x and y values of the 
ending point.



Line Sketch
Sketch 4:

Drawing lines is easier with the line function!



Triangles and Quads

We can draw a triangle by using the triangle 
function and a quad by using the quad function.

A triangle needs 3 points to be drawn and a 
quad needs 4.



Triangle Function and 
Quad Function
triangle(x1, y1, x2, y2, x3, y3);
quad(x1, y1, x2, y2, x3, y3, x4, y4);

These work in the exact same way as the line 
function does. 

Each point in the shape is described by an x value 
and a y value.



Triangles and Quads
Sketch 5:

Triangles and Quads for all!



Rectangle Function
The rect function is one that should be nice and 
easy as it’s very similar to the one in Corona.

There is no “square” or “circle” functions in 
Processing. In order to draw one of those 
shapes you simply use the rect or ellipse 
function and make sure the width and height 
are the same size.



Rect Function
rect(x, y, width, height);

x, y - These are the top left corner of the 
rectangle.

width, height - These are the width and 
height of the rectangle in pixels.



Rect Sketch
Sketch 6:

You guys are probably sick of rectangles since 
that Battleships assignment...



Drawing Order

When programming in Processing, it’s best to 
think of the drawing order as if you were 
painting on a page.

Whatever shape you draw last is going to be 
the one on top.



Drawing Order Sketch
Sketch 7:

Drawing things on top of each other.



Background Function
The background function can be used to 
change the colour of the background.

You can give it one argument to set a shade of 
grey between 0 (black) and 255 (white) or you 
can give it three arguments between 0 and 255 
to give it a RGB value. The second option 
makes it very similar to Corona in use.



Background Function
background(a);
background(r, g, b);

a - Shade of grey between 0 and 255.

r, g, b - Red, Green and Blue values 
between 0 and 255.



Background Changing 
Sketch
Sketch 8:

Changing Background colour.



Fill and Stroke Functions

The fill function and stroke function are used to 
change the fill colour of our shapes(fill) and the 
border colour of our shapes(stroke).

They work in the same way as the background 
function.



Fill and Stroke Functions

fill(a);
fill(r, g, b);

stroke(a);
stroke(r, g, b);



Fill and Stroke Functions

We can call the fill and stroke functions 
whenever we want to change the colour of 
everything drawn after that point or unless they 
are called again!



Fill and Stroke Sketch
Sketch 9:

Lots of colours!



That’s all for today!
As I said, I nice easy class to get us back into 
programming!

We’ll start Topic 2 next week and take a look at 
incorporating things like Variables, if 
statements, functions and loops into 
Processing.


