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What will we be learning in this Lesson? 

 
● Go over key in more detail.  

● Start being able to move a player character using the keyboard.  

● Introduce some new functions, like void keyPressed().  

 

Key again:  

In the last lesson, we were introduced to key for the first time. We use the key parameters to 

test which button on the keyboard we’ve pressed. For example, if we want to test if a key has 

been pressed, we would write if(key == ‘a’).  Using key lets us do lots of different things 

in our program. One of the main things it allows us to do is move the player, like in a game!  

 

Player movement:  

Being able to move a character using the keyboard is quite easy. All we need to do is increase/ 
decrease the value of a variable that corresponds to the location of the player, when a 
key is pressed. This lets us move the player around the screen.  

 

NB: We recommend you create a new file for this lesson 
  
Task:  
You’ll need keyPressed and  mousePressed if() statements in this code. The 

mouseButton and key if() statements are inside the code blocks of the previous if() 

statements. if() statements inside if() statements are known as Nested if() Statements.  

 

1. Create a circle that moves left and right when ‘a’ and ‘d’ are pressed. You will need a variable 

for the hozintonal position of the circle.  

 

2. Add more code so that if ‘w’ and ‘s’ are pressed, the circle moves up and down.  

 

3. Make it that if the left mouse button is clicked, the circle gets smaller and if right mouse button 

is clicked, it gets bigger. Hint : you’ll need a size variable.  
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Bonus task:  
Make a reset button. The circle will return to the centre of the screen if it is clicked.  

 

keyPressed() and keyReleased():  

So far, whenever we’ve been testing the key, we’ve been using if() statements. There is 

another way that we can test the keys. We can use two new functions: void keyPressed() 

and void keyReleased().  

 

We create these functions the same way that we create setup() and 

draw(). We need to have them seperate from the other functions and have 

curly brackets {}. They both test what keys have been used by the user, but 

they test this at different times.  keyPressed() tests to see which key is 

currently being pressed by the user. keyReleased() tests to see which 

key has just been left go by the user.  

  

These functions allow us to test our keys more easily. You don’t have to test if the key has been 

pressed, you just have to test what key has been used.  

 

NB: We recommend you create a new file for this lesson. 
 

Task:  
1. Using the keyPressed() function, write code that makes a circle appear on the screen if a 

key is pressed.  

 

2. Using the keyReleased() function, write some code that will colour the circle a random 

colour when a certain key is released.  

 

3. Change the code so the circle is always showing and when a button is held down, it should 

move left or right.  

 

Bonus task:  
Draw a triangle in your program. Add code to control the position of each corner. Different keys 

should move different corners. Hint: you’ll need to use the  triangle ()  function. 
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Questions for the end of the lesson? 

● Name the four void functions that we’ve been introduced to.  

● What is the difference between keyPressed() and keyReleased()? 

● Which keys do we normally use for player movement?  

● What is the relationship between the keys and the variable, in relation to player 

movement? 

 

 
 

 


