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Last Week

Last week we took a look at a bunch of smaller 
Processing examples.

Most of the Tasks in this weeks labs will be 
based off those things, which are available on 
the blog.



Last Week

As I’ve mentioned a bunch of times at this 
point, we won’t be able to cover all the little bits 
and pieces of Processing in these lectures.

I would advise you all to do some research into 
other useful functions and functionality of 
Processing that we miss.



Research and Practice
The single most important part of learning 
Programming is practice. I’ve talked at length 
with you guys about how useful it is and how it’
s the only guaranteed way to improve at 
Programming.

You can learn off every slide I write, but if you 
don’t put things into practice, you won’t 
improve!



Research and Practice
Similarly research is just as important a skill 
when learning to be or working as a 
programmer.

In just the Games Industry alone the amount of 
programming languages, SDKs, plugins and 
libraries used in programming is staggering. If 
you take other programming industries into 
consideration it’s even scarier!



Research and Practice

Now that you guys have learned the basics of 
how to program in two languages (Lua and 
Processing) you can see how much crossover 
there is between different languages.

The thing to remember is - You will never know 
everything there is to know.



Research and Practice
Being a programmer is as much about learning 
new things as it is about using what you know. 
Never feel like you have to remember exactly 
what arguments the “rect” function takes and 
their order. Never feel like you have to 
remember the exact syntax for something.

The important skill is being able to look this 
stuff up and use it when needed!



Research and Practice

Some of the assignments I’ll be giving you guys 
later in the semester will be more vague and 
more open.

You’ll be able to come up with ideas yourselves 
and researching will help you figure out ways to 
achieve what it is you want to do.



Object-Oriented 
Programming
Object-Oriented Programming(OOP) is a 
different way to think about your programs 
more so than an entirely new section of things 
to learn.

As I mentioned before, we have already been 
using objects whenever we’ve used the String 
type in Processing.



Object-Oriented 
Programming

Objects, our building blocks in OOP, are ways 
of storing more than one value at a time. 

Our primitive types, such as int or boolean, can 
only store a single type where Objects will let 
us store many.



Object-Oriented 
Programming

In addition to this, Objects will also allow us to 
group our variables with functions.

Now we’ve already covered both variables and 
functions in detail, so combining the two 
shouldn’t be too tough!



Object-Oriented 
Programming
Objects in the real world are the inspiration for 
objects in programming.

A human for example can be broken down into 
bones and organs. And if we go even deeper
(Inception?) we can break those down into 
cells… and even cells can be broken down into 
atoms.



Object-Oriented 
Programming
As our programs become bigger and more 
complicated, it becomes more important to 
structure things in the simplest way possible. 
This is where Objects come in. 

Large and complicated things we program, for 
example a whole game, can be broken down in 
Objects to make them easier to understand and 
work on.



Object-Oriented 
Programming
In programming an Object is a collection of 
variables and functions.

Fields are the name given to variables which 
are part of an Object.

Methods are the name given to functions which 
are a part of an Object.



Object-Oriented 
Programming
Fields and Methods don’t behave much 
differently from variables and functions as we 
know them, the naming is just to specify that 
we are dealing with Objects.

The easiest way to think of Objects is that they 
are a collection of data(Fields) with related 
behaviors and actions(Methods).



Object-Oriented 
Programming
In order to use Objects in Processing we need 
to declare a class. Classes are the blueprints 
for objects and are used to describe the 
Objects before we create them.

Whenever we then create an Object, we are 
creating what is know as an instance of that 
class.



Object-Oriented 
Programming
As with all things Processing, the easiest way 
to start learning is to look at a sketch.

We’re going to start off with a very simple Dog 
class. We’ll extend this Dog class in the first 
few examples as we learn more about using 
Objects.



Object-Oriented 
Programming

To start off with, I’ve decided that every Dog 
has two pieces of information it needs to 
contain - the name of the dog and the age of 
the dog.



Sketch 1 - Dog Class

Sketch 1:

Using a class to store information.



First Step to Simplicity
Now we mentioned a few minutes ago that 
Objects are supposed to help make our code 
easier to understand by breaking it up into 
more manageable chunks.

While adding a Dog class to our Sketch isn’t 
too bad, if we were write 5 or 10 classes our 
code would start being messy and hard to 
manage already.



First Step to Simplicity
One of the big pluses of using Objects is 
making things more manageable. But one of 
the other things it can allow us to do is make 
things more modular.

If we have written our Dog class and decide 
that it’s something we’d love to use in a number 
of different Sketches, it would be great to have 
an easy way to do it.



First Step to Simplicity
This is the idea behind something being 
modular. If we are able to break our code up 
into enough “modules”, we should be able to a 
few things.

First we should be able to work on a certain 
“module” without worrying too much about the 
rest of the code at the time.



First Step to Simplicity
Secondly we should be able to use that 
“module” in other projects or Sketches without 
too much hassle.

Now a lot of this is the higher concepts behind 
OOP, but from a practical perspective, 
Processing lets us structure things into different 
tabs for this reason.



First Step to Simplicity

By using different tabs in Processing for 
different Objects, we can have a lot more 
structure to the code we write and make our 
lives easier!



Sketch 2 - Using Tabs

Sketch 2:

A quick example of using Tabs in Processing!



Object Methods
We’ve added some variables, or fields, to our 
Dog class and made sure all the data was 
being contained within our Dog variables.

We’re now going to take a look at adding some 
methods to our Dog class. The things we 
typically use Object Methods for are what 
actions or behaviors our objects perform.



Object Methods

In the case of actual dogs, we have a huge 
amount of options available!

I’ve chosen barking, rolling over and having a 
birthday as the three things to start us off here 
with our Dog class.



Sketch 3

Sketch 3:

Dogs that can bark, roll over and have 
birthdays!



OOP

We’ll cover and use Objects in more detail as 
the semester goes on, but from our quick 
introduction to Objects today we have covered 
everything you guys need to start making and 
using your own objects.



Something Different
We’re going to try something different now for 
the duration of today’s class.

We’ve spent a good chunk of time getting to 
grips with programming, both in Lua/Corona 
and now Processing. We can use variables, 
functions, if statements, loops and as of today, 
even Objects.



Something Different
As I mentioned there is always going to be new 
things to learn, but with the knowledge we now 
have, we can start putting what we’ve learned 
to use in the context of games!

So let’s do exactly that. We’ll spend some time 
today creating a little game, from scratch.



Little Space Shooter

I have a rough idea of what I want to do with 
this little game, but we’ll make it up as we go 
along as well.

We’re going to make a little space shooter, 
something like Space Invaders.



Little Space Shooter
I don’t know how far we’ll get with this one 
today, but we’ll try come back to it in every 
class and make it into an awesome little game 
by the end of the semester.

Let’s start at the beginning! We need a 
background for our little game...


