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This Sheet Covers: 
 
Processing: 
 
What is Processing? 
 
Basic Program Structure 
Variables (storing information) 
Conditionals  (asking questions) 
Drawing Shapes/Positioning Graphics 
Basic Motion 
 
 
 
Basic Program Structure: 
All processing applications are constructed using a simple 
structure. They have a setup routine that executes once when 
a program is executed. 
 
void setup(){ 
 
 
} 
 
They also have a draw routine that executes over and over 
once the setup routine has completed. 
 
void draw(){ 
 
} 
 
The curly brackets {  and } specify the start and end of a 
block of code. 
 
The Keywords void and the function brackets () will be covered 
at a later stage of development. 
 
 
Variables: 
A variable is simply a container to store information that is 
changing over time. If, for example, a ball moves across the 



screen, it’s x and y screen coordinates change over time. As 
such we store these coordinates as variables. 
 
int x=50; 
int y=60; 
 
Visualise the above as a two large cardboard boxes. One has 
the letter x written on the front, the other has the letter y 
written on the front. They each contain a number (50 and 60 
in this case). Whenever we refer to the variable name in a 
piece of code, the computer substitutes the name for the 
number that the relevantly named box contains. 
 
Thus: 
 
x=x+1    //equates to 50=50+1 
Following this command, the variable x now contains 51. 
 
 
Variable Types 
Processing is what is known as a strongly typed language. 
This means that a particular box can only contain specific 
types of data. 
Primarily we will be using int and float data types. 
 
int data types  - store whole numbers (integers) 
float data types – store numbers with decimal points. These 
are usually called floating point numbers. 
 
 
Where to Declare Variable Types: 
Variables are generally declared at the very beginning of a 
program. This is before the setup routine: 
 
e.g. 
 
int xpos;  
int ypos; 
 
void setup(){ 
 
 
} 
 



void draw(){ 
 
 
} 
 
 
The setup routine is then used to store the initial values of 
those variables and also to set the size of the current graphic 
worksurface/canvas 
 
Example for basic motion. 
 
void setup(){ 
size(800,600);   // Set the canvas to 800 * 600 in size 
x=50; 
y=60; 
 
 
} 
 
void draw(){ 
 
ellipse(x,y,10,10); 
x=x+1; 
 
} 
 
 
 
 
The above draw routine draws an ellipse that starts at 50,60 
onscreen and then drifts to across the screen (moving right) 
 
 
Conditionals (asking questions) 
 
Conditionals are used to ask specific questions about the 
contents of a given variable.  
 
e.g. 
 
if(x>640){ 
xinc=xinc*-1; 
} 



 
Translated into English, the above conditional reads: 
If the variable x is greater and 640 then multiply the value of 
xinc by -1. 
 
If statements always take the following form: 
 
If(this is the case){ 
Do this block of code. 
} 
 
If statements can as more complex questions using 
logical connectives: 
||     - this is the symbol for OR 
&&    - this is the symbol for AND 
!       - this is the symbol for NOT 
 
if(x>640 || x<0){ 
xinc=xinc*-1; 
} 
 
The above translates into English as follows: 
If the variable x is greater then 640 and the variable x is less 
then 0 then multiply the value of x by -1 
 
 
Putting what we know together to make an animated 
bouncing ball: 
 
int xpos; 
int ypos; 
int xinc; 
int yinc; 
 
void setup(){ 
size(800,600);   // Set the canvas to 800 * 600 in size 
x=400; 
y=300; 
xinc=3; 
yinc=3; 
 
 
} 
 



void draw(){ 
//clear the screen and set background to white 
background(255); 
ellipse(x,y,10,10); 
x=x+xinc; 
y=y+yinc; 
if(x>640 || x<0){ 
xinc=xinc*-1; 
} 
if(y>800 || y<0){ 
yinc=yinc*-1; 
} 
 
 
} 
 


