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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

}



keyReleased()

if(keyReleased){

//Do something if ANY button is released

}



Which key???



ASCII vs. Non-ASCII

ASCII
● 26 letters of the alphabet 

o Case sensitive (e.g. A = 65, a = 97)

● BACKSPACE, TAB, RETURN, ENTER, DELETE, ESC

Non-ASCII
● UP, LEFT, RIGHT, DOWN arrow keys
● ALT, CONTROL, SHIFT



ASCII Keys

if(keyPressed){

if(key == 'e'){

//Do something if e key is pressed

}

}



Non-ASCII Keys

Use keyCode and CODED 

if(keyPressed){

if(key == CODED){ 

if(keyCode ==  UP){

//Do something if UP arrow is pressed

}

}

}



ASCII and Non-ASCII Keys

if(keyPressed){

if(key == CODED){ 

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 A FOOD COMA;

}
}
else {

DO NOT EAT;
if(thirsty || dehydrated){

DRINK SOMETHING;
}

}



Boolean variables

Can only hold one of two possible values:

true

or

false



boolean b =  true;
b =  !b;

println(b);





boolean a;
boolean b;

void setup() {

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

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

// !a && !b
}
  }
}



Boolean

YES

NO



boolean a;
boolean b;

void setup() {

  if (a) { 
if (b){
// 1: a & &  b
} else {

// 2: a & &  !b
}
  } else { 
if (b){
// 3: !a & &  b
} else {

// 4: !a & &  !b
}
  }
}

A B

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);



Geometry

A few more shapes:

•arc
•triangle



Arc

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

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

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

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.

•PI
•QUARTER_PI
•HALF_PI
•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(x1, y1, x2, y2, x3, y3, x4, y4)
curve(x1, y1, z1, x2, y2, z2, x3, y3, z3, x4, y4, z4)

Bezier
bezier(85, 20, 10, 10, 90, 90, 15, 80);

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

bezier(x1, y1, x2, y2, x3, y3, x4, y4)
bezier(x1, y1, z1, x2, y2, z2, x3, y3, z3, x4, y4, z4)



beginShape(MODE);
Begin the shape with the specified mode
- modes like triangles, triangle strip, triangle fan, quads, 
quad strip, lines, etc.

vertex(x, y);
Add a point to your shape

endShape();
End/close the shape

Complex shapes



Review Buttons

x, y

y – size/2

y + size/2

mousex, 
mousey

x – size/2 x + size/2

If all these conditions are true,
the mouse is over the object



Homework

Make a cool GUI
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