Processing Secrion 2 B-27-14

|.Fiow
*Tn video JamMmes, Softwafe FlowS IN a Serirs ofevenss
* At +he. Beginning, PeoPie Jo +hfovgh & Process Called.
Set+ -Jf/
2.Se+uP() and Oraw()
*You begin BY using funcrions Caled Se+VP() and Drow ()
*Setvd + Code SINtay
Q.Biocks of Code ale needed in order Yo use Fuancyions.
b.These Blocks are enclosed by cufid quclcel-SI{}
3. Evercise 1 Ques+ions
|.Thefe are four Color Valves. We nrow +hat i+ (S
90ing +o pe red Becavse oF 255 in +he filst SPace.
He other numbels coniml +he Shadind The fourth #
Controls Hhe Ylansfarencyd oOFf +he Cifcie.
2.5e+uf() 4oid the Proglam

3. 0raW() Yoird the Program +o
L. MouseX and MovseY +o(d +he Plog(am +o foilow +he enifse
E vercse 2:

*\When +nhe. white £in back Jrovnd () 15 Ploted inside +he
Setvl () loob, +he Bacieqround is Continvovstd fedfawn So



Jou onlY See +he aPPearance oF one [ed cifcie.
*When +he Backqround() iS Praced inside of +he Praw
leoP +hen +he Back Fround doesn’t Uldate Whire Jou are
Dlawing led circies.

Exercise 3.

H.ADDing New Functions: PMouse X and PMovuse Y

* PMovse. X and PMovseY wore with the Previevs Mouse

PaSiHon- (Derved From X and Y coofdina+es)

Exefcise H:

T didat feaild Norice a difFerence Bet+ween rhe funcrons

B.Contrening Parametrers +hrough SfPeed

‘The SPeed OF Which Something MovesS 1S Caic(uiated from

anary2:iny hou fast an obiect travers from one Psint o

the Nexx.

*Tn Processing, +o Je+ a numMber +hat (eflesents +he SPeed o F

Jour Mouse , Mour” £ifst Moint is Mouse X and +he Second is

PMovse Y

*The difference. BetWeen +hese +o Points (exPressed as

abSevie vaive) jS +he SPeed OF Jour Mouse.

*AbSavte Vaive i$ USed +o exPresS Some +hing +hvou gh Code.
0.TO do t+hiS, write:. abs()

*TO Jlite Code €XxPressing SPeed, Write . abS(MouseX- PriovseX)



G. More. Function Tools
*Set-uP) Ffunctions haPPen once
*Draw()fonctions Continvany ioef.
* Event+ functions Come Nex+ and +en +he Progrom
when 16 erecute A SPecific acdion
*For in¥ractive toeis, use +he Following-
a. Mouse Pressed ()
b. ked Pressed ()
7.AniMation - framelate
*IN anirmation, AslPeed is used +o designare the Sleed
that iMades Fiash acfogs +he Scfeen. This is e xPlessed
As £rame Aate ()
*For Coding adniMation, addinio Jouf Pl‘airaMS Ser-vPn
Funciron +he Lrame Rare() Functien.
*we vse framehater) 10 Malkce SUle our Gerch is
lonsist+ ALPSs MUIKPIe ComP utels.

A‘f\liew:
Void ServP () £
’ «— HabPens

ONCC.’ —0ny & ‘.’)eginning
3
Noiddflaw() &
g —= HabPPens Forfeve™



3
\Void Movse presScd (). £
backeground (56), // When Movse (ricked, Back Grovad creas
2
VoidkesPressed () €

baced rond (0,255,0), // when key fressed +heid, Freen.
P Buctsond



