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If you have landed here then a quick start is to open your chrome 
browser and type in editor.p5js.org and you are ready to go.


Step 1

First thing is to open your Chrome browser. Others work but Chrome 
works best


Step 2

Type in editor.p5js.org into your web browser and you should get a 
default page like the one below


Step 3

Delete all the code that is already there by default. Work through section 
1 which is the foundation for what you are going to do when making the 
flappy bird game. Don’t worry we will put it all back as I explain step by 
step


Step 4

Copy the code in the boxes in this book. Press the play button to see it 
come up on the canvas. If you get an error message in the console (at the 
bottom under the code) check that you have not made a mistake


Step 5

Try the challenges or just play to get a feel for it, see what happens 
when you change something, learn by doing


Step 6

Delete all the code you have typed in and do the next one


Step 7

When you move onto section 2 making the flappy bird game then it is a 
good idea to login with your gmail account. This means that you can save 
as you go along. You don’t need to keep deleting and retry ping everything. 
All the additional lines of code are highlighted for you 


Quick Start
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http://editor.p5js.org


When you first open up the web page in the browser you get a default 
page like this
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Everything is quite intuitive and really the best way to learn is to play 
with them. The ‘run’ and ‘stop’ buttons are the ones you will use the most. 
In settings you can change the theme, the size of the font etc. If you are 
not sure then leave everything to the default settings. 





Highlighted Changes


Where only a few lines have changed I have highlighted them, so that you 
don’t have to type everything out again and can just make the necessary 
changes.


Looking at the buttons
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This is here you will finally get to do some coding. One step at a time. You 
will be introduced to ‘sketches’, these are complete bundles of code. The 
code that you are to type into the editor are in the boxes


There are some background notes which offer some explanation and 
challenges which I recommend you try. You will only learn from having a 
go. Create your own challenges. Coding is really nothing more than problem 
solving, so give yourself a problem to solve. So, to get started, delete the 
code that appears in the editor and type in your first sketch. The more 
typing you do the more instinctive it becomes.


Introduction
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Unit #1 shapes


Introduction


We are going to draw some simple regular shapes and experiment with 
colour, thickness of lines and introduce text. This is at the most basic but 
there is still a lot you can do with just this first unit. I encourage you to 
play and learn. Experiment and try things out, you can’t break the internet 
or your computer. 


Fear will stop you learning. Be willing to make mistakes, get it wrong and 
just learn from it and start again. Sometimes you have to break something 
to find out how it works.  
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You write the code on the left hand side and the code will draw something 
on the righthand side on what is called the canvas. In setup() we want to 
create the canvas and give it a grey background. A single value for the 
background is a greyscale from 0 to 255.


Basics 1.1.1 screen size

function setup() 

{

  createCanvas(600, 600)

  background(220)

}

function draw() 

{

}

Notes
Gives you a canvas size 600 pixels by 600 pixels. You can change the 
size to fit your screen. The function createCanvas() is case sensitive. You 
need a capital ‘C’ for canvas. 

Challenge
Try different dimensions e.g. createCanvas(400, 400)
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This is the first shape you will draw. The circle is drawn using three 
arguments, the first one is the x co-ordinate for the centre of the circle, 
the second is the y co-ordinate for the centre of the circle, and the third 
is the diameter of the circle.


We are going to use a canvas size of (400, 400) and generally a 
background of (220) for simplicity and repetition. 




Basics 1.1.2 first shape

function setup() 

{

  createCanvas(400, 400)

  background(220)

}

function draw() 

{

  circle(300, 300, 100)

}
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You should get something like this



Notes
There are many more shapes you can use square, rectangle, ellipse, line, 
triangle and pixel.

Challenge
Change the co-ordinates to: circle(100, 400, 100). Change the diameter of 
the circle: circle(100, 400, 50)
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The background can be changed to whatever colour you want the canvas 
to be, you have the choice of over 16 million colours but don’t worry you 
don’t have to memorise them. The background() function can also be put in 
the draw() function and has three arguments red, green and blue





Basics 1.1.3 background colour

function setup() 

{

  createCanvas(400, 400)

  background(255, 0, 0)

}

function draw() 

{

  circle(300, 300, 100)

}
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You should have a vivid red background



Notes
Gives the background a colour. In this case it is red. To give it a colour 
other than white, black or grey, you need three numbers (arguments) 
between 0 and 255. The first one in the brackets tells you how much red. 
The second tells you how much green. The third tells you how much blue. 
Think R-G-B (Red, Green, Blue). If you have only one argument (number) 
it will give a greyscale colour from 0 (black) to 255 (white)

Challenge

Try different colours: background(0, 255, 0) for green, background(0, 0, 
255) for blue and mix them up
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Using the RGB format that you used for the background you can also fill 
the shapes with colour. If you don’t specify any colour it will default to 
white





Basics 1.1.4 fill

function setup()

{

  createCanvas(400, 400)

  background(220)

}

function draw()

{

  fill(255, 255, 0)

  circle(300, 300, 100)

}
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A bright yellow circle



Notes

The fill() function fills the circle with a yellow colour (in this example). 
This will also work for the other shapes (except line() - there is a special 
one for that)

Challenge
Draw two more circles with a different colour of each

Shapes  of 15 35 Basics Part #1 Unit #1



The shapes have a line round them, the default colour is black but as you 
can guess you can colour it with the RGB format with a function called 
stroke()





Basics 1.1.5 stroke

function setup()

{

  createCanvas(400, 400)

  background(220)

}

function draw()

{

  stroke(255, 0, 0)

  circle(300, 300, 100)

}
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The circle now has a red border/edge



 


Notes

The stroke() function gives colour the line round the circle. In this 
instance it is a red colour. This also works for when you draw a line() 
more on that later.

Challenge
Draw two more circles with different colours round each circle
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This is also another option to give it a thicker look, don’t overdo this 
otherwise it can obliterate the shape. It uses a function called 
strokeWeight(). This is particularly useful when drawing lines and pixels.





Basics 1.1.6 strokeWeight

function setup()

{

  createCanvas(400, 400)

  background(220)

}

function draw()

{

  strokeWeight(5)

  circle(300, 300, 100)

}
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Creates a thicker border/edge



Notes
The strokeWeight() function gives thickness to the line round the circle. 
In this instance it has a thickness of 5 pixels. The default is 1.

Challenge
Draw two more circles with different thickness
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Another shape you can create is an ellipse, it has vertical and horizontal 
dimensions. 


 

Basics 1.1.7 drawing an ellipse

function setup() 

{

  createCanvas(400, 400)

  background(220)  

}

function draw() 

{

  ellipse(200, 300, 200, 100)

}
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Notes
Drawing a basic ellipse. The first two numbers in the brackets define the 
x and y location of the centre of the ellipse. The third number gives the 
horizontal diameter and the fourth gives the vertical diameter.

Challenge
Draw two more ellipses with different dimensions
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A very simple and basic shape with one dimension


 

Basics 1.1.8 draw a square

function setup() 

{

  createCanvas(400, 400)

  background(220)  

}

function draw() 

{

  square(100, 100, 200)

}
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Notes
To draw a square you use the square() function. The first two numbers 
are the co-ordinates of the top left corner (not the centre). The next one 
is the length of all the sides

Challenge
Draw multiple squares of different sizes
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Drawing a rectangle it uses the function rect() and it has four arguments, 
the x co-ordinate, the y co-ordinate, the width and the height.


 

Basics 1.1.9 draw a rectangle

function setup() 

{

  createCanvas(400, 400)

  background(220)  

}

function draw() 

{

  rect(100, 200, 250, 100)

}
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Notes

To draw a rectangle use the rect() function. The first two numbers are 
the co-ordinates of the top left corner. The next two are the length and 
height of the rectangle.

Challenge
Draw more rectangles of different dimensions
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To draw a line you need to give it the co-ordinates of one end of the line 
and the co-ordinates of the other end


 

Basics 1.1.10 drawing a line

function setup() 

{

  createCanvas(400, 400)

  background(220)

}

function draw() 

{

  line(100, 200, 300, 300)

}
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Notes
Drawing a line using the line() function. This puts the line diagonally 
across the screen. From top left to bottom right. The format is line(x1, y1, 
x2, y2). Where x1, y1 are the co-ordinates of one end of the line and... 
x2, y2 are the co-ordinates of the other end of the line. In this instance 
you have drawn a line with one end at (100, 200) and the other end at 
(400, 300)

Challenge
Draw lots of parallel lines
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The canvas is already made up of pixels. Here you are going to give one a 
colour and strokeWeight otherwise it is quite difficult to see. You use the 
function point(). 





Basics 1.1.11 colouring a pixel

function setup() 

{

  createCanvas(400, 400)

  background(220)

}

function draw() 

{

  stroke(200, 100, 50)

  strokeWeight(10)

  point(100, 200)

}
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Notes
To draw a single pixel you use the point() function. The stroke() function 
gives the pixel a colour. The function strokeWeight() gives it size. By 
default it will be 1 pixel in dimension which is very hard to see.

Challenge
Draw lots of pixels of different colours and sizes
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Triangles require three pairs of co-ordinates, one for each vertex. 


 

Basics 1.1.12 drawing a triangle

function setup()

{

  createCanvas(400, 400)

  background(220)

}

function draw()

{

  triangle(200, 100, 300, 300, 100, 350)

}
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Notes
Draws a triangle using the appropriately named triangle() function. The 
dimensions of the triangle are given as co-ordinates for each corner (x1, 
y1, x2, y2, x3, y3)

Challenge
Draw a right-angle triangle
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You can have text on your screen which is useful if you want to give 
instructions, information or some other data like a score.


 

Basics 1.1.13 basic text

function setup() 

{

  createCanvas(400, 400)

  background(220)

}

function draw() 

{

  textSize(40)

  text("the happy coder", 50, 300)

}
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Notes
Create some simple text. It uses the default font. Default colour is black. 
The text is in speech marks “abc” or ‘abc’. The first number in brackets 
is the x position. The second number is the y position. The size of the 
text is given by the textSize() function, the default is quite small if you 
don’t use it. 

Challenge
Add multiple lines of text
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Adding colour is straightforward you just use the fill() function





Basics 1.1.14 text colour

function setup() 

{

  createCanvas(400, 400)

  background(220)

}

function draw() 

{

  textSize(40)

  fill(0)

  text("the happy coder", 50, 300)

  fill(250, 100, 0)

  text("the happy coder", 50, 350)

}
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Notes
The happy coder’ text using fill() to change the colour (same as for 
shapes). The default is black. You can also change the colour of the 
outline of the text using stroke()

Challenge
Try different colours
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