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O int, float, byte
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O boolean
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n FH#: true(E), false ({&)
O char

s X5 char ch = '%'
O String

n XF5

m String str = "HLVWOIZE"
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O If-else

O switch-case
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o for, while
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2.2 AKX

X 2 e 1260 B 54 HEf

O point, line, rect O stroke(£)
=, B EAEEIL) " ROBZERTE (BEH)

o triangle(x1, y1, x2, y2, x3, = noStroke() THEFA KL
y3) = strokeWeight($8 D K )
. =W o fill(&)

o quad(x1l, y1, x2, y2, x3, n BYDSLBETHRTE
y3, x4, y4) = noFill) T&EY D LR
n AR

o ellipse(x, vy, 1@, &%) JEIRIEEE—F
= ¥EM (M) o rectMode(E—F)

o arc(x, y, 18, &%, o ellipseMode(E—FK)

FIRA, T A) = Z£Lt%¥EF: CORNER

o M(AEFSIDTY) s Ul E$ETE: CENTER

= THPI(T)MEZRS 3
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B #% (Catmull-RomBi#E) N THIHR

O curve(xl, yl, x2, y2, O bezier(x1, yl, x2, y2,
X3, y3, x4, y4) X3, Y3, X4, y4)

(X3, y3)

(X2, y2)
(x4, y4)

(x1, y1)
O RTS5AB#R
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fhis st E I8 Catmull-RomE R
oy = f(x) & 0 3RRT A E R
of(x,y) =0% -1 3 -3 17

X =10,y =0O B g L ¢ 12 54
m /I\TA—EARHE -1 O 1 O
0O 2 0 O

INTAR) IR ER Bezierpgh#z

O BMADEH(NTA—) % o A5 i 4
T TlalT SR . Zk/\/lzl i )
o DEWNWEHTESHNZHER B(t)=(1-t)"F +2tA-)F +t°F,

B(t)=(1-t)°P, +3t(1-t)°P, +

o 151 {X=4t+3 0 3RART g
t°(L-t)P, +t°P,

y =sin(2xt)
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Ho7L7ns s A AR A VNOE-Y.N: 3¢5
O File — Sketchbook —
Examples void setup() {
o MXiE /! AR TE DB
m — Structure size(200, 200);
O EHER o background(0);
m — Form — CurvePrimitives noLoop(); // IL—TDEL
28 ¥
0 EXEEEFHEASHETEAIC .
SreldS i void draw() {
n AT HSEFIAT I // EE OB
0 FEURLADIZH stroke(0, 255, 0);
o http://vilab.org/upload/ fill(0, 255, 0);
cg-upload.html rect(50, 50, 50, 50);
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