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Keyboard Interactions

KeyPressed
KeyPressed()
KeyReleased()

Key

KeyCode & "CODED"




keyPressed vs. keyPressed()

If(keyPressed){
//Do something if ANY button is pressed

After Draw loop:
void keyPressed(){
//Do something every time ANY key is pressed



if(keyReleased){
//Do something if ANY button is released




The ASCII code

American Standard Code for Information Interchange

01
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00h
01h
02h
02h
04h
0sh
06h
07h
08h
09h
0AR
0Bh
0Ch
0Dh
OEh
OFh
10h
11h
12h
132h
14h
15h
16h
17h
128h
18h
1Ah
1Bh
1Ch
10h
1Eh
1Fh
20h

(caracter nulo)
(inicio encabezado)
(inicio texto)
(fin de texto)
(fin transmision}
(enguiry}
(acknowledgement)
(timbre)
(retroceso)
(tab horizontal)
(zafto de linea)
(tab vertical)
(form feed)
(retorno de carro)
(=hift Qut)
(=hift In}

(data link escape)
(device control 1)
(device control 2}
(device control 3)
(device control 4)
(negative acknowle. )
(zynchronous idle)
(end of tranz. block)
(cancel)

(end of medium)
(zubstitute)
(escape)

(file separator)
(group separator)
(record separator)
(unit separator}
(delete)
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288
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20h
21h
22h
23h
24h
25h
26h
27h
28h
29h
2Ah
2Bh
2Ch
20h
2Eh
2Fh
30h
31h
32h
33h
34h
35h
36h
37h
38h
39h
3Ah
3Bh
3Ch
30h
3Eh
3Fh
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40h
41h
42h
43h
44h
45h
46h
47h
48h
49h
4Ah
4Bh
4Ch
40h
4Eh
4Fh
50h
51h
52h
53h
54h
55h
56h
57h
58h
59h
5Ah
5Bh
5Ch
50h
5Eh
5Fh
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96 G0h
97 G1h
98 ©Gzh
99 G63h
100 -
101 oon
102 ©oh
103 o
104 ©oh
105 oo
106 -1
107 oon
108 b
108 cob
M0 GER
1M1 ©fh
112 70h
13 71h
14 0
15 72h
M6 74h
"7 oh
M8 7coh
19 /'h
120 o
121 o
122 7'h
123 '&h
124 00
125 70h
1260 =0
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theASCllcode.com.ar

80h
81h
82h
83h
84h
85h
86h
87h
88h
89h
8Ah
8Bh
8Ch
8Dh
8Eh
8Fh
90h
91h
92h
93h
94h
95h
96h
97h
98h
98h
9Ah
9Bh
9Ch
9Dh
9Eh
9Fh
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ADh
Alh
AZh
A3h
Adh
ASh
ABh
ATh
ABh
ASh
Afh
ABh
ACh
ADR
AEh
AFh
BOh
B1h
Bzh
B3h
B4h
B5h
BE6h
B7h
Bgh
B9h
BAh
BBh
BCh
BDh
BEh
BFh

@ om T S O e O

e om e 2R ) @

E
A
A
©
1
]
¢
¥
,

219

COh
C1h
C2h
C3h
C4h
C5h
CEBh
C7h
C8h
Coh
CAh
CBh
CCh
CDh
CEh
CFh
DOh
D1h
Dzh
D3h
D4h
Dsh
DEh
O7h
D&h
D9h
DAh
DBh
DCh
DDh
DEh
DFh
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238
240
24
242
243
244
245
246
247
248
249

251
253

254
255

EOh
E1h
EZh
Ezh
E4h
ESh
E6h
E7h
Egh
E9h
EAh
EEh
ECh
EDh
EEh
EFh
Foh
F1h
F2h
F3h
F4h
Fah
F&h
F7h
Fah
Fah
FAh
FBh
FCh
FOh
FEh
FFh
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ASCIl vs. Non-ASCII

ASCI|

« 206 letters of the alphabet
o (Case sensitive (e.g. A= 65, a =97)
« BACKSPACE, TAB, RETURN, ENTER, DELETE, ESC

Non-ASCl|
* UP, LEFT, RIGHT, DOWN arrow keys
* ALT, CONTROL, SHIFT




if(keyPressed){
if(key =="e'){
//Do something if e key is pressed

}




Non-ASCIl Keys

Use keyCode and CODED

If(keyPressed){
if(key == CODEDX
If(keyCode == UP)
//Do something if UP arrow is pressed

}



ASCII and Non-ASCIl Keys

If(keyPressed){
if(key == CODEDX
If(keyCode == UP)
//Do something if UP arrow is pressed

}
} else {
if(key == "t'{
//Do something if t is pressed
}



Review Conditionals

if (hungry){
EAT FOOD;
}
else {
DO NOT EAT;

}



if (hungry){
EAT FOOD;

If(sleepy && nearBed){
GO TO SLEEP--YOU ARE IN AFOOD COMA;

}
}

else {
DO NOT EAT;
if(thirsty || dehydrated){
DRINK SOMETHING;

}



Boolean variables

Can only hold one of two possible values:

true

false



boolean b = true:
= lb;

println (b);







boolean b;

vold setup() {

if (@ == true) {
if (b == true){
/ a&&b
} else {

//a&& b
}
} else {
if (b == true){







boolean b;
vod setup() {

if (@) {

if (b){

/ l:a&& Db

} else {
//2:a &&

} else {

'b




Everything on the digital field is just a bunch of 0/ 1 computed in
a logical way that makes sense of it.

Data vs. Process




[ rectMode(CORNER); « default

rectMode(CENTER)

| ellipseMode(CENTER);

@ ,,

\

 ellipseMode(CENTER);



A few more shapes:

®arc
®triangle




Arc

arc(a, b, c, d, start, stop)
arc(a, b, c, d, start, stop, mode)

b arc(50, 50, 80, 80, 0, PI+QUARTER_PI, OPEN);

arc(50, 50, 80, 80, 0, PI+QUARTER_PI, CHORD),

b arc(50, 50, 80, 80, 0, PI+QUARTER_PI, PIE):



Geometry

And a few constants that will come in handy:
because...

Processing uses radians rather than degrees.

P
*QUARTER PI
*HALF P

e TWO PI



Curve

curve(5, 26, 5, 26, 73, 24, 73, 61);
) curve(5, 26, 73, 24, 73, 61, 15, 65);
curve(73, 24, 73, 61, 15, 65, 15, 65);

curve(xl, yl, x2, y2, x3, y3, x4, y4)
curve(xl, yl, z1, x2, y2, z2, x3, y3, z3, x4, y4, z4)

Bezier

f bezier(85, 20, 10, 10, 90, 90, 15, 80);:

::) bezier(30, 20, 80, 5, 80, 75, 30, 75);

bezier(x1l, yl, x2, y2, x3, y3, x4, y4)
bezier(xl, yl, zl1, x2, y2, z2, x3, y3, z3, x4, y4, z4)



Complex shapes

beginShape(MODE);

Begin the shape with the specified mode

- modes like triangles, triangle strip, triangle fan, quads,
qguad strip, lines, etc.

vertex(x, V).
Add a point to your shape

endShape():

End/close the shape




Review Buttons

--------------- y — size/2

--------------- y + size/2

X — size/2 X + size/2

If all these conditions are true,

the mouse is over the obiect
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Homework

Make a cool GUI

eJ
ome/tmd # ps -ef | grep -i
d 17319 17368 81 17:39
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