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Red Burns was born in 1925 in Ottawa, Canada. In 1971, after having already led several full lives, she
founded the Alternate Media Center at New York University. The center later became the Interactive
Telecommunications Program (I'TP) where she served as chair from 1982 until 2010. I met Red in 2001,
when she introduced the program to me in what was likely her 20th year of student orientation. I was
rather terrified of Red, but it didn't last. I quickly discovered her warmth, and over the next twelve years I
was incredibly lucky to experience her fierce intelligence, five-word e-mails, and unwavering
protectiveness of humanity over technology. People were always at the center of her thinking, and the
tools (like the one taught in this book) were just a means for expression and communication. The ideas in

this book were born from her mentorship and friendship. As the ITP saying goes, “Red Burns Changed
My Life.”

http://itp.nyu.edu/redburns/
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Introduction

What is this book?

This book tells a story. _" is a story of liberation, of taking the first steps toward understanding the
foundations of computing, writing your own code, and creating your own media without the bonds of

existing software tools. This story is not reserved for computer scientists and engineers. This story is for
youl,

Who is this book for?

This book is for the beginner. If you have never written a line of code in your life, you're in the right place.
No assumptions are made, and the fundamentals of programming are covered slowly, one by one, in the
first nine chapters of this book. You do not need any background knowledge besides the basics of
operating a computer — turning it on, browsing the web, hunching an application, that sort of thing.

Because this book uses Processing (more on Processing in a moment), it’s especially good for someone
studying or working in a visual field, such as graphic design, painting, sculpture, architecture, film, video,
illustration, web design, and so on. [f you're in one of these fields (at least one that involves using a
computer), you're probably well-versed in a particular software package, possibly more than one, such as
Photoshop, Illustrator, AutoCAD, Maya, After Effects, and so on. The point of this book is to release
you, at least in part, from the confines of existing tools. What can you make, what can you design, if,
instead of using someone else’s tools, you create your own?

If you already have some programming experience but are interested in learning about Processing, this
book could also be useful. The early chapters will provide you with a quick refresher (and solid
foundation) for the more advanced topics found in the second half of the book.

What is Processing?

Let’s say you're taking Computer Science 101, perhaps taught using the Java programming language.
Here is the output of the first example program demonstrated in class:




