
Commenting and Indenting



A comment is code 
that doesn’t run.

This seems like it 
should be useless, but 
it really isn’t.



• Title comments – Name, 
Date and Purpose

• Appear at the top of the 
code

• Are used to “sign” your 
work.



• Comments added to 
Global variables

• They note what the 
variables are used for



• Comments added to 
top of each screen

• Outline what the 
screen is used for 
and its number



• Subtitles in the code
• We can use ------ or other symbols to separate 

and organize our code. 



• Notes to 
yourself

• Sometimes it 
is handy to 
leave yourself 
a note

• All of the TO DO 
comments should be 
fixed 

• The “TO DO” 
instruction should be 
removed.



• Comments at the top 
of each method

• Outline what the 
method does.

Examples:

o //Redraw – uses tracking array to update screen

o //Move up – moves character up, if possible

o //Returns true if horizontal win, otherwise false

o //Returns true if game is over, otherwise false



• Comments before 
major loops and ifs

• Explains what each 
piece does

Examples:

o //if wall, doesn’t move

o //black pawn kill condition

o //bishop move diagonal up & right



Comments Done?

❑ Title comments at the top

o //Name: Ida Knowe

o //Date: Jan 23, 2023

o //Purpose: Star Wars Flow Free, 

ICS3U final project

❑ In Global variables

o //To track score

o //To set up board

o //For screens

❑ In screens

o //Sets up screen 1 – splash screen

o //Sets up screen 3 – game screen, 

has grid

o //To set up grid

o //Save, open, reset buttons at 

bottom

❑ Before ALL methods

o //Redraw – uses tracking array to update screen

o //Move up – moves character up, if possible

o //Returns true if horizontal win, otherwise false

o //Returns true if game is over, otherwise false

❑ Before major loops and ifs

o //if wall, doesn’t move

o //black pawn kill condition

o //bishop move diagonal up & right

❑ In ActionPerformed

o //movement between screens

o //buttons on game screen

o //all grid movement on game screen

o //calls all win conditions to check for win



• Commenting out code
• Use /* and */ to temporarily take out code
• Lets you save code that isn’t running, but still 

run the code to test other things.



Some silly 
comments put 

in code by 
programmers



More silly 
comments
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