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Who Are You? 
• Where do you work? 

• What do you do? 

• What do you love? 





Marching Orders 



7 



Programming Fundamentals 



yes/no red, green, blue 

a number 

without 

decimals 

a number 

with 

decimals 

textual 

data 



a single instruction 



variableName 

int circleRadius; 



variableName 

<data> 

circleRadius = 50; 



variableName 

<data> 

ellipse(10, 10, circleRadius, circleRadius); 





Yes/ 

True 

No/ 

False 
or 



I am sick 

Friday night 

Yes: 

Stay home, 

watch TV 

No: 

Go out to the 

Market 



boolean value 

If true, 

do this 

Otherwise, 

do that 





Drive the same track multiple times 



Drive the track exactly ten times 

10 laps 



Drive the track exactly ten times 

for (int lapNum = 1; lapNum <= 10; lapNum++) 
{ 
   // drive the track 
} 



What about three rows of circles? 





Drive the track while the car still has gas 



Drive the track while the car still has gas 

int gas = 100; 
while (gas > 0) 
{ 
  gas = gas – 5; 
  // drive the track 
} 



Morning Routine Bedtime Routine 



Routine 



Routine(doThisFirst) 

customize 



returnType methodName(argumentType argument, …) 
{ 
  // do stuff 
  return <returnType>; 
} 

void methodName(argumentType argument, …) 
{ 
  // do stuff 
} 





Special Processing Methods 

void setup() 
void draw() 

void mouseClicked() 
 

(etc…) 







Class Definition Object Instance 



Class Definition 

Object Instance 

Object Instance 



Class Definition 

 
Variables 

Methods 

Object Instance 

 
Variables 

Methods 







0 1 2 3 

arrayName 



0 1 2 3 

arrayName 

arrayName[1] 



Item 0 Item 1 Item 2 

ArrayList<Eye> eyeList = new ArrayList<Eye>(); 
eyeList.add(new Eye()); // item 0 
eyeList.add(new Eye()); // item 1 
eyeList.add(new Eye()); // item 2 
 



Item 0 Item 1 Item 2 

eyeList.get(1); 



Item 0 Item 2 

eyeList.remove(1); 



Comments 

Coordinates 

Animation / frames 


