Processing Formula Sheet

// BASIC STRUCTURE

// USEFUL PROPERTIES

void setup(){

// any instructions here are processed just once during initial ‘sefup’
5
void draw(){

// any instructions here are looped at roughly 60fps

3

// COMMENTS + DEBUG

[ *
this is @ multiline comment.

nothing between here will be run or executed
*f

// this is a single line comment
printlnCfoo) ; /wsiesihe value of foo' to the console, use to learn value of variable!

// BASIC STYLE ATTRIBUTES

background (0); etsbackground bluck (test hoving and not having in draw function )
size(640 ’ 480) 5 //sets eanvas size to 640px * 480px
size(screen.width, screen.height); /muiscreencanvas
frameRate(15); deouulframeRate is 30, only change when necessary
NOFALLC) ;s of the fill of any object following this code

FiLLC255) 7 //ourns fill on and sets color to white (note, one value for grayseale)
fill(255, 145, 90, 150 ; //sameburwitheolor(r,g, b} + alpha as 4th digit
noStroke();  wmsofstroke

stroke(0); iumsstroke back on and is black (use color us listed above)
strokeWeight(5); sesthickness of stroke (any value goes here)

smooth() 5 turns on enti-aliasing for smoothening veetors

rectMode (CENTER) 7 //setsxand y of rect to center of rect (alt: ellipseMode, imageMode)
noLoop () stopsdraw} function from defauit ofps looping

Loop ()} /resumesiooping

// BASIC FORMS

pD'i nt(x @ X ) s/ places single point on canvas based on x and y values

Line(x1, y1, x2, Y2); s drawsiinefrom starting x2, ys - to ending x2, y2
rect(x, y, width, height); s drowsrectangleat given postition and size
ellipse(x, y, W, hD); /drawseiipsat given postition and size
quad(x1, y1, x2, y2, x3, y3, x4, y4); j/drawsgud
triangle(x1, y1, x2, y2, x3, ¥3); /daustriangle

// VARIABLE TYPES

int foo = 1; /integerorwhole number (1, 2,3, 4. )

float foo = 3.14; ufoatisdecimal number (3.14159265)
String foo = "blah"; rwilbea stringwhich s written in quotes”
boolean foo = false; yuvworjuise

// INTERACTION

mMouseX . grabsthe X mouse coordinates, int variable

mouseY //grabsthe ¥mouse coordinates, int variable

if{mousePressed){ } usedinthedrawf}function toknow if mouse was pressed
if(keyPressed){ 1} yusedinthedrow} functiontoknow ifany key was pressed
if (key == '"a'"){ } yistrueiftheietteraispressed

if (keyCode == 32){ } /raliernativeforkey, in this case is SP

P rintln(ke )’C ode) #  //usethis to learn the keyCode for any key on the keyboard

// INTERACTION FUNCTIONS

void mousePressed(){ } rwilonly trigger once when mouse is pressed
void mouseReleased(){ } s wiloniyriggeroncewhen mouse is released
void ke Y Pressed(){ 2} /7 will ondy trigger once when key is pressed

void keyReleased(){ 1} wilionlytrigger once when key is released

Width s o canuas width, int variable, width/2' for horizontal center
height //reersweanvasheight, int varivble, height/2' for vertical center
frameCount  returnscurrent frame number, int variable

// MATH

+ = * [ rradd subtroot, multiply, divide = basic math operations

foo += 5 /vaiue=itscurrent vaiue + 5, used for constant motion in draw loop (+,-, * /)
foo = foo + 5; . sumeasabove, but requires more code

foo ++; ssimiarwabove, however only adds 1 cach time (also works with )

abs() + // absolute value, useful when comparing two numbers with subtraction
floor{); /conmertafioatintoanint

if(foo %2==0)1{ }; s checksifnumber is even (2 « or muitiple of any other value)

// RANDOM CHAOS!

random(100) ; . generatesa random float number from o » 99
random(75, 100); ,/gencratesarandom float number from 75 » 98

noise(foo); s moreorganicthan random = less jumpy, google perlin noise’

// CONDITIONALS

== b /7 ais EQUAL to b (note the use of two == signs)
a '= b yaisNoTEQUALWE

a > b //aisGREATER thanb

a8 < b //aisSMALLER thanb

a8 >= b //aisGREATERor EQUALtob

a <= b raisSMALLEROrEQUALto b

// CONDITIONAL STATEMENT

A iffor
if(a == b){

//if @ IS EQUAL to b’ all code in between these { } will be executed
Yelsed

/7 if NOT this code will be executed (note: an elsef} is not always needed)
}
S/ ifelse f or
if(a == 1){

S i’ is equal t 1, this code is exeented

Yelse if(a == 2){

/7 or if this is true, this code is executed
Yelse if(a == 3){

// or if this is true, this code is executed
Yelsed{

Jfotherwise this will be executed
¥

// LOGICAL OPERATOR

if(a>0 B& a<10){ }  porwsatements must be true - AND
if(a<10 || a>100){ } yeruerswement must be true = OB

// FOR LOOP

our BEST friend for repetition... your BEST friend for repetition

for Cint i = 0; i < 100; i++){
// looping events go here!
point(i*5, 10); /iproducesaunique number on every loop, use it!

3 J/ int {starts at 67 as lang as {is less than 100, the following loops; add 1 to i on each loop
// MISC
foo = "pic_" + num + ".png"; //connectuariable + "string” with plus signs

saveFrame("output-####.png"); /saveaPNG bitmap image



Think about it...

Tutorials

Demo 1: Bubble mouse path

Concepts: function calls, mouse input, color mode, speed.

Demo 2: Line manipulation

Concepts: loops, mouse input, bezier, redrawing, strobing lines, strokes, random values.


https://www.openprocessing.org/sketch/534815
https://www.openprocessing.org/sketch/534817
https://www.openprocessing.org/sketch/534824
https://www.openprocessing.org/sketch/534818
https://www.openprocessing.org/sketch/531907
https://www.openprocessing.org/sketch/531914

Demo 3: Recursive trees

Concepts: frame rates, translation, rotation, 2D transformations, transformation matrices,
scaling.

Demo 4: Moving objects

Concepts: classes, methods, damping,

Libraries:

https://processing.org/reference/libraries/

Reference materials:
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Learning Processing: Getting Started with Processing: Creative coding
A Beginner's Guide Processing. and Computational Art.
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An excellent book for beginners. A good book as a complement to Another good alternative to start
Covers a lot of topics. Perfectly *Learning Processing", both of thern with Processing. Contains a diverse
explained. make a good introduction. amount of examples.
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Generative Art: a practical Processing: A programming
guide using processing. handbook.

Programming
Interactivity.
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It's an introduction to Processing, It's a Generative art oriented book. This book reviews some important
Openframeworks and Arduino. Covers some Processing based projects aspects to go further in the task of
Covers many aspects of of the and comes with a lot of examples to learning Processing.

three. download.



https://www.openprocessing.org/sketch/534782
https://www.openprocessing.org/sketch/534682
https://processing.org/reference/libraries/

