
LAB: processing INTRO
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This lab is not graded



2 THIS WEEKS LAB: PROCESSING

 Processing [http://www.processing.org] is a free language and environment for writing simple 

programs with images, animation and sound. It uses a very simple syntax (similar to java and 

javascript) and will allow you to write some simple programs.

 Language Reference: http://www.processing.org/reference/index.html

We will use Processing to generate imagery using a few simple programming techniques

 This week your first task is to get used to the interface and get a little bit of basic output.

 You will not be evaluated on how much you get done today – but I would strongly 

recommend attempting as much as you can to prepare for upcoming labs.

 In further weeks there will be short assignments graded on a weekly basis

http://www.processing.org/
http://www.processing.org/reference/index.html


3 GETTING STARTED

Get the program from the following (includes mac and linux versions):

 http://www.processing.org/download/

 For convenience I put up a local copy of the files [as of 30/01/2017] at: 

 http://www.scss.tcd.ie/John.Dingliana/cs7029/Processing/

1. Download the appropriate version for your chosen platform

2. Unzip to your computer (in the labs, I recommend somewhere on the D: drive)

3. Double click on processing.exe  This will open the Programming interface

http://www.processing.org/download/index.html
http://www.scss.tcd.ie/John.Dingliana/cs7029/processing-1.0.9.zip


4 TEMPLATE CODE

Start a New file (just opening processing should do this)

Paste the following sample code into the editor window

void setup()  //some startup tasks

{

size (400, 400); //set window dimensions  

}

void draw()

{

line (50, 50,     350, 50); //draw a line

point (200, 200); //draw a point

}

Click on the play button             OR hit CTRL+R to Run your program

All future programs should 
have AT LEAST a setup() 
function and a draw() 
function

Inside setup() you put code 
that you run once at the start 
of the program

Inside draw(), you put code 
that you run everytime the 
program redraws itself.
Some programs may just draw 
once, but most will update 
many times (e.g. for user 
interaction or animation)



5 LAB OBJECTIVES

Modify the sample code to make other kinds of output

See if you can do the following:

A. Draw a few points, lines, shapes. e.g. a box or a star-shape 

B. Animate a moving ball.

 For drawing a ball you can use:

ellipse(100, 100, 10, 10);

C. Animate a moving sprite. i.e. redraw an image at different positions

//Draws a circle of radius 10 at <100, 100>



6 A. POINTS, LINES ETC.

Simply use 2D pixel coordinates to specify vectors 

point ( 100, 200);

line (10, 10,   300, 300);

Other relevant functions: 
stroke() to alter colour of 
lines, strokeWeight() to 
change width. 

100 is the x-position, 

200 is the y-position

10, 20 is the start point

300, 300 is the endpoint

TRY THIS:

strokeWeight(6); //set width to 6 pixels
stroke(255, 0, 0); //set line color to red
line( 10, 10,      100, 10); //draw a line
stroke (0, 0, 255);    //set line color to blue
line (10, 60, 100, 60); //draw another line



7 B. ANIMATION

Any code inside the draw function is called repeatedly by default.

 You can stop the program from redrawing by calling the function noLoop();

 If we clear the screen each time and redraw a slightly different image, this should lead to 

some kind of animation.

 You can clear the screen by using the background() function e.g.

 e.g. background ( 255, 255, 255 );   //sets the background to white

TRY THIS:

void setup()
{

size(400, 400);

}

void draw()
{
background(255, 255, 255);
ellipse(random(400), random(400), 100, 100);

//draws at random x and y position
}



8 C. LOADING AND DRAWING IMAGES

Declare a new Image using the following code:

PImage img;

img = LoadImage ( “picture.gif”); 

image (img, 0, 0);  

img is just a variable name, you can change it to 

whatever you want.

picture.gif is just an example filename.

This draws the image at location 0, 0.

For more info:  http://processing.org/reference/PImage.html

http://processing.org/reference/PImage.html


9 SOME POINTS TO NOTE

By default, processing saves it’s files in your My Documents folder (for windows) in a sub-

folder called Processing

Each program (or sketch) is assigned a folder and this is where you should put any 

external files (e.g. Images) that you use in your program

 Processing also automatically looks for files in a subfolder called data within this folder



10 ADVANCED TASKS (OPTIONAL)

If this is too easy or you’re already comfortable with programming, then try these:

 Animate a moving string of balls of decreasing sizes that follow your mouse around

 read in an image and apply filters to it e.g. 

 recolor the image in greyscale or a single hue

 blend two images together

 resize the image by 4 


