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Particle
The particle chosen was originally going to be a firework, but due to the time spent figuring out how to move a particle a basic square had to be chosen instead. It would have been better to have used a firework that shoots up into the middle of the screen then explodes.
Memory Usage
When the program is executed, it is designed to use as little memory as possible. When the square has been created 3 times, the particles are removed. This is done by using the following code:
	graphics.clear();


Code:

When this code is executed, each particle that exists is cleared. This means that the memory generated by the particles are removed and less memory is used.
How the program works
When the program is first launched, the user is asked what colour firework they want to use. The current options are red, blue and green. This list can be expanded to make the program better in the future.
If the user does not enter a colour in the list, red is chosen by default. It was intended to use a switch statement to determine this but instead an else if the chain had to be used as there were problems getting a switch statement to work with strings.
For now, the value of the colour is stored in a variable in the main function. It will later be used to create a new object on the cParticle class.
The next question the user gets asked is what size they want the particle to be, the idea behind this was to give the user a multiple choice of firework size. The current options are small, medium and large. Like the colour, if the option is not in the list then the size small will be chosen.
An object is then created called firework, the reason it is called firework is that at this time it was still intended to be a traditional firework. 
To determine the RGB of the colour chosen previously, a method is used in the cParticle class. An if statement is used to check if the colour chosen matches the list available. The method then puts the RGB values in an array, this is then returned to the main file.
A similar method is used for the size, but instead of returning an array, it returns a single float. 
The program then executes the update function which starts the square particle. It starts in the top left and goes towards the right corner. It then moves downwards and back left. This is done by using incrementing and decrementing for loops.
The for loops are inside of a while loop which increments a variable called progress. Once the progress variable has reached 3 the loop ends and the particle is removed.
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