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Catalog, originally intended to accompany the following exhibitions: Katalog, eigentlich gedacht fiir die Ausstellungen:

* 21 June 2016: ,,Also Sprach Algorismi“ (Images from the Depths of the Algorithmic Parallel Universe), Galerie im Turm ©21. Juni - 3. Juli 2016: ,,Also Sprach Algorismi“ (Bilder aus den Tiefen des algorithmischen Paralleluniversums), Galerie im Turm
der Bezirkshauptmannschaft Baden, SchwartzstraBe 50, 2500 Baden der Bezirkshauptmannschaft Baden, Schwartzstraie 50, 2500 Baden

e 21 January 2017 (canceled): ,,Also Sprach Algorismi 2, Dellago, Payergasse 10, 1160 Vienna *21.Januar - 21. Mirz 2017 (abgesagt): ,,Also Sprach Algorismi 2, Dellago, Payergasse 10, 1160 Wien

¢ November 2017: ,,Feldzustinde*, Jubildaumshalle, 2362 Biedermannsdorf * November 2017: ,,Feldzustinde*, Jubildumshalle, 2362 Biedermannsdorf

Biedermannsdorf, 31 December 2018 Biedermannsdorf, 31. Dezember 2018
Print: Flyeralarm, Patron: Oskar Obereder, Fonts: Times, Typestar Druck: Flyeralarm, Miézen: Oskar Obereder, Fonts: Times, Typestar

Both exhibitions showed fineart-prints in AO format (at 400 dpi), printed by Digital Laut, Ziegelofengasse 29, Vienna 1050 Beide Ausstellungen zeigten Fineart Prints im Format AO (bei 400 dpi), hergestellt von Digital Laut, Ziegelofengasse 29, 1050 Wien
(digitallaut.at). These prints are depicted here as they were shown, with the code displayed underneath the image. (digitallaut.at). Diese Prints sind hier so abgebildet, wie sie dort zu sehen waren, mit dem Code unter den Bildern.
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p3: GO56:

int a = 1024; int b = 968; int m3 = 1; int num! = 20; int num2 = 100000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d1li = new float[num1]; float[] pxli = {593.46, 601.90, 299.68, 402.07, 1022.47, 222 80, 785.85, 899.82,279.21, 504 .24,
509.38, 564.85,732.80, 494.14, 530.59, 741.98, 158.12, 327.13, 493.56, 991.9800}; float[] pyli = {479.00, 140.01, 277.59, 436.61, 337 .91, 365.87, 722.26, 445.89, 168.37, 538.59, 762.85, 315.38, 371.73, 340.24, 364.68, 456.22, 318.30, 617.37, 497.87, 290.8600}; float
x1,y1,x2,y2, xx,yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3,d1,d2, d3, dx, dy, xxp, yyp. dd, w, xx2, yy2, xx3, yy3://, m33; int ble = 5; int m4 = 0; float FOK; int Sx = 0; int Sy = 0; void setup() {size(3080, 4800, P2D); background(0); frameRate(100); stroke(255, ble); smooth();
for (int i = 0; i < num2; i++) {xli[i] = random(a); yli[i] = random(b);} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; yI = pyli[2*¥i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1;}} void
draw() {m4 = m4 +1; if (m4 == 8) {m4 = 0;} FOK = m4#0.25 +0.25; m = m +1; if (m == 8) {m = 0; m3 = m3 +1; for (int i = 0; 1 < num?2; i++) {xli[i] = random(a)/2; yli[i] = random(b)/2;}} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*#i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2
= pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff=0.001;}
XX = XX -(xx -X2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3¥PI/10)*tan(abs(fff)/10); yyp = yy +sin(d3*PI/10)*tan(abs(fff)/10); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 =0.001:} ff = d3/d2*10; if (ff == 0) {ff=0.001;} yy2 =
tan(f)*200; xx3 = tan(d3/20)*200; yy3 = tan(d3/3)*200; ff = min(10, atan(min(xx2, yy2))*FOK); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/ff; ff = min(30, atan(min(yy3, xx3))*FOK); if (ff == 0) {ff=0.001:} yy = yy +(yy -yyp)/ff; if (i == num1/2 -1) {ffx = ((yy-296)*6
+1000)* 15 if ((ffx < 0) Il (ffx > 1300)) {xx = random(a/2)/2 +300;} ffx = ffx*1.6; ffy = ((xx-573)*6 +1000)*1; if ((ffy < 0) Il (ffy > 640)) {yy = random(b/2)/2 +100;} ffy = ffy*1.6 +160; stroke(255 -m4*255/16, 255 -m4+255/16, 255, ble); point(ffx/2.7*12 -Sx*3080, (ffy/2.7
+700)*12 -Sy*4800);} xli[n] = xx +sin(yy*PI/180*d2/100); yli[n] = yy +cos(xx*PI/180%*d2/100);} } if (m3 == 100%*3%*3){saveFrame(, x_########### tif*); m3 = 0; m = 0; background(0); Sx = Sx +1; if (Sx ==3) {Sx =0:}}}

p4: GO10:

intm=0;int m3 = 1; int a = 1024; int b = 768; int num1 = 6; int num2 = 50000; float fek = 200; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d11i = new float[num1]; float[] pxli = {120.51, 356.28, 683.66, 324.3,263 .41, 288.58,997.68,215.29,772.64,
879.96}; float[] pyli = {588.72, 138.99,231.98,94.79, 566.04,761.57,254.73,573.5, 628.13,268.68 }; int m5 = 0; float x1, y1,x2,y2,d1,d2,d3, V2, V3, dx, dy, xxcc, yyce, xxc, yyc, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2, yy2, xx3, yy3, ffff, dp1, dp2, wpp;
int ble = 5; int Sx = 0; int Sy = 0; void setup() {size(3600, 3200, P2D); background(0); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num?2; i++) {xli[i] = random(a); yli[i] = random(b):} for (int i = 0; i < num1/2; 1++) {x1 = pxli[2*#1]; y1 = pyli[2*i]; x2 =
pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 ==0) {d1 = 1;} d1li[i] =d1;}} void draw() {m =m +1; if (m ==5) {m =0; m3 = m3 +1; for (inti = 0; i < num2; i++) {xli[i] = random(a/2)/2.5 +235; yli[i] = random(b/2);} }
for (int i = 0; 1 < num1/2; i++) {x1 = pxli[2*#i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; d1 = sin(d1/100)*10; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy);
d2 = tan(d2/30)*10; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); d3 = tan(d3/100)*10; xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10)*{ff; yyp = yy +sin(d3*PI/10)*fff; ff = d2/d3*10; if (ff == 0) {ff =0.001;} xx2 =
tan(ff/100)*fek; ffff = d2; if (ffff == 0) {ffff = 0.001;} ff = d3/ffff*10; if (ff == 0) {ff = 0.001;} yy2 = sin(ff/1)*fek; xx3 = cos(d3/2)*fek; yy3 = atan(d3/30)*fek; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001:} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff=0.0001;}
yy =yy +(yy -yyp)/ff; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff {ff=0.0001:} yy = yy +(yy -yyp)/tf; if (i == num1/2-1) {ffy = (yy-296)*6 +1000; ffy = ffy*1.6*8; ffx = (xx-573)*6 +1000; ffx = (ffx*1.6 +1800)*8;
point(ffx -Sx*3600, ffy -Sy*3200);} xli[n] = xx; yli[n] = yy:} } if (m3 == 300) {saveFrame(, x_########### tif°); m = 0; m3 = 0; background(0); Sx = Sx +1; if (Sx == 5) {Sx =0; Sy = Sy +1; if (Sy ==5) {Sy =0:}}}}

p5: GO53:

inta=1024; int b = 968; int m3 = 1; int num1 = 20; int num?2 = 500000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[num1]; float x1, y1, x2, y2, xx, yy, xxc, yyc, ff, fff, ffx, ffy, V2,V3,d1,d2,d3. dx, dy, xxp, yyp, dd, w, xx2,
yy2, xx3, yy3; int ble = 5; float[] pxli = {771.668, 157.98633, 959.6832, 213.97449, 560.9697, 301.17963, 606.60175, 978.44977, 914.29926, 740.5647, 484.34564, 761.15765, 431.69586, 294.84735, 81.97217, 880.44403, 985.64343, 21.847046, 51.842102, 513.0674};
float[] pyli = {613.59, 340.8331, 377.44574, 620.40656, 547.0483, 701.6352, 527.68475, 327.28088, 295.6781, 119.78992, 397.92725, 535.7667, 59.835384, 504.79767, 329.2586, 550.5575, 335.65576, 42.719307, 72.75779, 125.397224}; int Sx = 0; int Sy = 0; void
setup() {size(4800, 3750, P2D); background(255); frameRate(100); stroke(0, ble); smooth(); for (int i = 0; i < num2; i++) {xli[i] = random(a); yli[i] = random(b);} for (inti = 0; 1 < num1/2; i++) {x1 = pxli[2*#i]; y1 = pyli[2*i]; X2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1
-x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1} d1li[i] = d1:}} void draw() {m = m +1; if (m == 10) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a)/2; yli[i] = random(b)/2;}} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*i];
y1 = pyli[2#i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff =
min(d1, d2, d3); if (ff == 0) {ff =0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/
d2*#10; if (ff == 0) {ff = 0.001:} yy2 = sin(f)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, yy2); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.001:} yy = yy +(yy -yyp)/ff; if (i == num1/2 -1) {ffx = ((yy-296)*6
+1000); if ((ffx < 0) Il (ffx > 1300)) {xx = random(a/2)/2 +300;} ffx = ffx*1.6; ffy = ((xx-573)*6 +1000); if ((ffy < 0) Il (ffy > 640)) {yy = random(b/2)/2 +100;} ffy = ffy*1.6 +160; point(ffx*7.5 -Sx*4800, ffy*7.5 -Sy*3750);} xli[n] = xx +sin(yy*PI/180%6)*2; yli[n] = yy
+cos(xx*PI/180%6)*2;}} if (m3 == 1125){ saveFrame(, x_########### tif); m3 = 0; m = 0; background(0); int Sx = Sx +1; if (Sx == 3) {Sx =0; Sy = Sy +1; if (Sy == 3) {Sy =0:}}}}

p6: GO52:

int ble = 5; int a = 1024; int b = 768; int m3 = 1; int num1 = 10; int num2 = 150000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num2]; float[] d11i = new float[num1]; float[] pxli = {310.21, 773.36,457.8, 690.81, 234.76, 586.27,910.05, 627.37,767.04,
710.69}; float[] pyli = {275.26, 649.3,487.14,442.12, 247.11, 685.48,0.88, 601.63, 70.52, 689.61}; float x1, y1,x2,y2,dl, d2, d3, dx, dy, ff, fff, ffx, ffy, xx2, yy2, xx3, yy3, xxXp, yyp. XX, yy, xxc, yyc; float fek = 200; int Sx = 0; int Sy = 0; void setup() {size(5760, 3600,
P2D); background(0); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num?2; i++) {xli[i] = random(a); yli[i] = random(b):} for (inti=0;i < num1/2; i++) {x1 = pxli[2*i]; yI = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x] -x2); dy = abs(y1 -y2); d1
= sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1;}} void draw() {m = m +1; if (m == 10) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a/2)/2 +270; yli[i] = random(b/2)/2 +100;}} for (inti=0; i < num1/2; i++) {x1 = pxli[2*i]; y| = pyli[2*i];
x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (int n = 0; n < num?2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3);
if (ff == 0) {ff = 0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*log(abs(fff)); yyp = yy +sin(d3*PI/10)*log(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.0001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff ==
0) {ff =0.0001;} yy2 = sin(f)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/log(abs(ff)); ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001:} yy = yy +(yy -yyp)/log(abs(ff)); if (i == num1/2-1) {ffy = (yy-
296)*6 +1000; if ((ffy < 0) Il (ffy > 960)) {xx = random(a/2)/2 +270;} ffy = ffy*1.6; ffx = (xx-573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = random(b/2)/2 +100;} ffx = ffx*1.6 +900; point(ffx*9 -Sx*5760, ffy*9 -Sy*3600);} xli[n] = xx; yli[n] = yy;}} if (m3 == 2160/3)
{saveFrame(, x_########### 1f); background(0); m3 =0; m = 0; Sx = Sx +1; if (Sx == 3) {exit();}}}

p7: GOO7:

float a = 1024; float b = 768; float m3 = 1; int num1 = 10; int num2 = 990; int m = 0; int m5 = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] pxli = {310.21,773.36,457.8,690.81,234.76,586.27,910.05, 627.37, 767.04, 710.69}; float[] pyli = {275.26,
649.3,487.14,442.12, 247.11, 685 .48, 0.88, 601.63, 70.52, 689.61}; float[] d1li = new float[num1], float x1, y1, x2,y2, d1, d2, d3, dx, dy, ff, fff, ffff, 1, £2, xx, yy, xxc, yyc, xxp, yyp, xx2, yy2, xx3, yy3; void setup() {size(3990, 3000); background(0); frameRate(900);
smooth(); stroke(255, 5); for (int n = 0; n < num2; n++) {xli[n] = random(a); yli[n] = random(b):} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2¥1+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1li[i] = sqrt(dx*dx +dy*dy);}} void
draw() {m = m +1; if (m == 10) {m = 0; m3 = m3 +1; for (int n = 0; n < num2; n++) {xli[n] = random(a/2); yli[n] = random(b/2);}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (int n = 0; n < num?2;
n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d] ==0) {d1 = 1;} ff = min(d1, d2, d3); if (ff == 0) {ff = 0.001;} xx = xx -(xx -x2)/ff; yy = yy
-(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10.0)*fff; yyp = yy +sin(d3*PI/10.0)*fff; ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; ffff = d2; if (ffff == 0) {ffff = 0.001;} ff = d3/fffF*10; if (ff == 0) {ff = 0.001;} yy2 = sin(ff)*200; xx3 = tan(d3/20)*200;
yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001:} yy = yy +(yy -yyp)/tf; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =
0.0001:} yy = yy +(yy -yyp)/ff; if (i == num1/2-1) {f1 = (yy-296)*6 +1000; if ((f1 < 0) Il (f1 > 960)) {xx = random(a/2);} 2 = (xx-573)*6 +1000; if ((f2 < 0) Il (f2 > 640)) {yy = random(b/2);} point(f2*3.2 +1800, f1*3.2);} xli[n] = xx; yli[n] = yy;}} if (m3 >= 1000)
{saveFrame(,, x_#######HH### 411°); exit();}}

p8: GO21:

inta = 1024; int b = 768; int m3 = 1; int num1 = 2; int num2 = 50000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d11i = new float[num1]; float[] fadli = new float[num2]; float[] pxli = {924.5500, 503.9400, 858.4900, 995.9000, 282.7100,
763.3100}; float[] pyli = {716.4200, 674.7000, 428.3100, 418.4700, 750.8000, 63.7800}; float x1, y1, x2, y2, XX, yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3,dl, d2, d3, dx, dy, xxp, yyp, dd, w, xx2, yy2, xx3, yy3; int ble = 5; int durchgang = 0; int Sx = 0; int Sy = 0; void setup()
{size(5100, 3600, P2D); background(0); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; 1 < num2; i++) {xli[i] = random(a/2)/2 +80; yli[i] = random(b/2)/2 +140;} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y| = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1];
dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1;}} void draw() {m =m +1; if (m == 5) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {if (random(5) <= 1) {xli[i] = int(random(a)/4 +120); yli[i] = random(b/2)/2 +140;
fadli[i] = 1;} else {xli[i] = random(a/2)/2 +80; yli[i] = random(b/2)/2 +140; fadli[i] = 0;}}} for (inti=0; i < num1/2; i++) {x1 = pxli[2*i]; yI = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc =
yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0) && (dy >=0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx
<0) && (dy <0)) {w = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} d2 = d2 +sin(w*PI/9)*24; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); xx = xx +(xx -x2)/d1; yy = yy +(yy -y2)/d1; fff = max(0,001, abs(tan(d1-
d2+d3)*200 +1)); fff = d2/fff; xxp = xx -cos(d3*PI/10)*fff; yyp = yy -sin(d3*PI/10)*fff; xx2 = tan(d2/10)*200; yy2 = sin(d2)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff
==0) {ff=0.0001;} yy = yy -(yy -yyp)/ff; if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((ffy < 0) Il (ffy > 2300)) {xx = random(a/2)/2 +80; fadli[n] = 0;} ffy = (ffy*1.6 -400)*0.8; ffx = (xx-573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = random(b/2)/2 +130; fadli[n] =
0:} ffx = (ffx*1.6 +2770)*0.8; if (fadli[n] == 0) {stroke(255, ble); if (abs(xxc -xx) < 0.645) {stroke(70, 68, 127, ble);} if (abs(yyc -yy) < 30) {stroke(124, 62, 101, ble);} } else {stroke(255, ble);} point(ffx*9 -Sx*5100, ffy*9 -Sy*3600);} xli[n] = xx; yli[n] = yy;}} if (m3 ==
300*9*9){saveFrame(, x_########### tif); m3 = 0; m = 0; background(0); Sx = Sx +1; if (Sx ==3) {Sx =0; Sy =Sy +1;if (Sy ==3) {Sx=0; Sy =0:}}}}

p9: GO08:

int ble = 30; int a = 1024; int b = 768; int m3 = 1; int num1 = 10; int num2 = 1000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d1li = new float[num1]; float[] pxli = {106.07, 160.45, 256.64, 990.28, 392.95, 27.81, 235.06, 805.39, 788.57,
962.2}; float[] pyli = {293.41,205.91, 112.04,248.39,711.13,218.19, 196.35,500.31, 448.68, 89.35}; float x1,y1,x2,y2,d1,d2,d3, dx, dy, f, fff, ffx, ffy, xx2, yy2, xx3, yy3, XXp, yyp, XX, yy, Xxc, yyc; void setup() {size(1600, 1200, P2D); background(0); frameRate(900);
stroke(255, ble); smooth(); pxli = sort(pxli); pyli = sort(pyli); for (int i = 0; i < num2; i++) {xli[i] = random(a); yli[i] = random(b);} for (inti=0:1 < numl1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2¥i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 =
sqrt(dx*dx +dy*dy); if (d1 ==0) {d1 = 1;} d1li[i] = d1;}} void draw() {m = m +1; if (m ==4) {m =0; m3 = m3 +1; for (int i = 0; i < num2; i++) {xli[i] = random(a/2)/2 +170; yli[i] = random(b/2)/2 +130:} } for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2
= pxli[2*i+1]; y2 = pyli[2*¥i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = int(xx); yyc = int(yy); dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1
=13} xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; fff = d2/100; xxp = xx +cos(d3*PI/10)*fff; yyp = yy +sin(d3*PI/10)*fff; xx2 = tan(d2/10)*200; yy2 = sin(d2)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = XX +(xx
-xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =0.0001:} yy = yy +(yy -yyp)/ff; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((ffy <
0) Il (ffy > 1300)) {xx = random(a/2)/2 +170;} ffx = (xx-573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = random(b/2)/2 +130;} stroke(255, ble); if (abs(yyc -yyp) < 5) {stroke(200, ble);} if (abs(xxc -xx) < 2.8 -(((ffx*1.6 +1800) +170)-300)/4200) {stroke(0, 30, 255, ble);}
point((ffx*1.6 +1970)*0.8, (ffy*1.6 -400)*0.8);} xli[n] = xx; yli[n] = yy;}}}

pl10: GO34:

float a = 1024; float b = 768; float m3 = 1; int num1 = 6; int num2 = 50000; int m = 0; int m5 = 0; float fek = 200; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] pxli = {956.07, 630.48, 740.48, 630.16,298.07, 174.77}; float[] pyli = {618.41,291.94,
439.44,282.17,25.31, 602.23}; float[] d11i = new float[numl]; float x1, y1, x2, y2, ffx, ffy, fff, dx, dy, d1, d2, d3, xx, yy, xxc, yyc, Xxp, yyp., Xx2, yy2, xx3, yy3, ff, dd, w, V2, V3, ffff; int ble = 5; void setup() {size(890, 1200, P2D); background(0); frameRate(900);
smooth(); stroke(255, ble); for (int n = 0; n < num?2; n++) {xli[n] = random(a/2)/3 +320; yli[n] = random(b/2)/2 +210;} for (inti=0; i <num1/2; i++) {x1 = pxli[2¥i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2¥1+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d11i[i] = sqrt(dx*dx
+dy*dy):}} void draw() {m = m +1; if (m == 1) {m = 0; m3 = m3 +1; for (int n = 0; n < num2; n++) {xli[n] = random(a/2)/3 +320; yli[n] = random(b/2)/2 +210;}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 =
d1li[i]; d1 = sin(d1/100.0)*10; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); d2 = tan(d2/30)*10; dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy =0.001;} if
((dx >=0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2*10;
V3 = atan(w*PI/9.0); d2 = d2 +V3*10; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); d3 = tan(d3/100)*10; if (d1 ==0) {d1 = 1;} xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10.0)*fff; yyp = yy +sin(d3*PI/10.0)*fff; ff = d2/
d3*10; if (ff == 0) {ff =0.0001;} xx2 = tan(ff/100)*fek; ffff = d2; if (ffff == 0) {ffff = 0.0001:} ff = d3/ffff*10; if (ff == 0) {ff = 0.0001;} yy2 = sin(ff)*fek; xx3 = cos(d3/2)*fek; yy3 = atan(d3/30)*fek; ff = min(xx2, xx3); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/ff; ff
=max(yy2, yy3); if (ff == 0) {ff =0.0001;} yy = yy +(yy -yyp)/tf; ff = min(xx2, xx3); if (ff == 0) {ff =0.0001;} xx = xx +(xx



xxp)/fF; ff = max(yy2, yy3): if (ff == 0) {ff = 0.0001:} yy = yy +(yy -yyp)/ff: if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((£fy < 0) Il (ffy > 960)) {xx = int(random(a/2)/2.8 +235):} ffy = ffy*1.6; ffx = (xx-573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = random(b/2)/3 2
+60:} ffx = fx*1.6 +300; point(ffx, ffy):} xli[n] = xx; yli[n] = yy:}}}

pll: GO18:

float m = 0; float a = 1920; float b = 1200; float m3 = 50000; int num1 = 2; int num2 = 50000; float x1,x2,y1,y2,dxp,dyp,dl, d2,d3, xx, yy, xxc, yyc, dx, dy, xx2, yy2, xx3, yy3, xxp, yyp, fff, ffx, ffy, xxf, yyf; float[] pxli = {924.55, 503.94}; float[] pyli = {716.42,674.7};

float[] xli = new float[num?2]; float[] yli = new float[num?2]; float ble = 100; float m5 = 8; float[] d11i = new float[num2]; float m3’% float sec = 0; float lastTime = 0; float FIK = 2.56; int Sx = 1; int Sy = 1; void setup() {size(4000, 4350, P2D); background(0); frameRate(400);

smooth(); pxli[1] = pxli[1] +cos(m5/2.0¥PI/180.0)*20; pyli[ 1] = pyli[1] +sin(m5/2.0*P1/180.0)*20; pxli[0] = px1i[0] +cos(m5*PI/180.0)*40; pyli[0] = pyli[0] +sin(m5*P1/180.0)*40; for (int i = 0; i < num?2; i++) {xli[i] = random(80) +136.6 +35.2/1.5%Sx; yli[i] = random(60)
+144 +24.5%Sy:} stroke(255, ble); x1 = pxli[0]; y1 = pyli[0]; x1 = pxli[1]; yI = pyli[1]; dxp = abs(x1 -x2); dyp = abs(y1 -y2); d1 = sqrt(dxp*dxp +dyp*dyp); if (d1 == 0) {d1 = 1;} d11i[0] = d1;} void draw() {m3 = m3 +1; m33 = sin(m3*PI/180)*2 +200; m = m +1; for
(int i =0; i < num2; i++) {xli[i] = random(80) +136.6 +35.2/1.5*Sx; yli[i] = random(60) +144 +24.5%Sy;} d1 = d11i[0]; for (int n = 0; n < num?2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -pxli[0]); dy = abs(yy -pyli[0]); d2 = sqrt(dx*dx +dy*dy); dx =
abs(xx -pxli[1]); dy = abs(yy -pyli[1]); d3 = sqrt(dx*dx +dy*dy); xx = xx +(xx -x2)/d1; yy = yy +(yy -y2)/d1; fff = d2/abs(tan(d1-d2+d3)*m33 +1); xxp = xx -cos(d3*PI/10)*fff; yyp = yy -sin(d3*PI/10)*fff; xx2 = tan(d2/10)*200; yy2 = sin(d2)*200; xx3 = tan(d3/20)*200;
yy3 = atan(d3/3)*200; ffx = min(xx2, xx3); if (ffx == 0) {ffx =0.0001;} xx = xx -(xx -xxp)/ffx; ffy = max(yy2, yy3); if (ffy == 0) {ffx =0.0001:} yy = yy -(yy -yyp)/ffy; yyf = (yy -296)*6 +1000; xxf = (xx -573)*6 +1000; if (random(2) < 0.5) {stroke(207, 235, 247, ble);}
else {stroke(255, 255, 255, ble);} if (abs(xxc -xx) > 0.36) {stroke(209, 64, 146, ble):} if (abs(xxc -xx) < 0.29) {stroke(194, 203, 210, ble);} point((xxf*1.23 +1555)*23.68 -(Sx -1)*4000, (yyf*1.28 -430)*23.68 -(Sy -1)*4350); xli[n] = xx; yli[n] = yy:} if (m > 142129)
{saveFrame(, x_########### 1if); background(0, 0, 0); m3 = 50000; m = 0; Sx = Sx +1; if (Sx == 10) {Sx = I; Sy = Sy +1; if (Sy == 7) {exit();}} for (int i = 0; i < num2; i++) {xli[i] = random(80) +136.6 +35.2/1.5%Sx; yli[i] = random(60) +144 +24.5%Sy;}}}

pl12: G030:

int a = 1024; int b = 768; int m3 = 1; int num! = 6; int num2 = 100000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[num1]; float[] pxli = {791.34, 389.45, 632.71, 162.97, 638.98, 915.21}: float[] pyli = {400.82, 151.54,
481.88,437.16,751.62, 626 87}: float x1, y1. X2, y2, xx, yy, xxc. yyc, ff. fff, ffx, ffy, V2, V3, d1,d2, d3, dx. dy. xxp. yyp. dd, w, xx2, yy2, xx3, yy3: int ble = 5 int Sx = 0; int Sy = 0; void setup() {size(3600, 3600, P2D); background(0); frameRate(900); stroke(255, ble):
smooth(); for (int i = 0; i < num2; i++) {xli[i] = random(a/2) +200; yli[i] = random(b/2) +340;} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*¥i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1
= 1;} d1li[i] = d1:}} void draw() {m3 =m3 +1; m = m +1; if (m == 5) {m = 0; for (int i = 0; i < num2; i++) {xli[i] = random(a/2) +200; yli[i] = random(b/2) +200;}} for (int i = 0; i < num1/2; i++) { x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2%i+1]; y2 = pyli[2*i+1]; d] =
d1li[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); xxp = xx +(xx -x2)/d1*100; yyp = yy +(yy -y2)/d1¥100; xx2 =
tan(d2/10)*200; yy2 = atan(d2)*200; xx3 = cos(d3/20)*2000; yy3 = sin(d3/3)*1000; ff = min(xx2, xx3); ff = max(0.001, abs(ff)); ff = log(ff); if (ff == 0) {ff = 0.0001;} xx = XX ~(xx -xxp)/ff; ff = max(yy2, yy3): ff = max(0.001, abs(ff)); ff = log(fh); if (ff == 0) {ff = 0.0001;}
vy =yy ~(yy -yyp)/ff: if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((ffy < 0) Il (ffy > 1700)) {xx = random(a/2) +200; yy = random(b/2) +200:} ffy = (ffy*1.6 -400)/1.6; ffx = (xx-573)*6 +1000; ffx = (ffx*1.6 +2140)/1.6; point(ffx*12 -Sx*3600, ffy* 12 -Sy*3600):} xli[n]
= xx; yh[n] = yy:}} if (m3 == 86400){saveFrame(, x_########### tif*): m3 = 0; m = 0; background(0); Sx = Sx +1; if (Sx == 4) {Sx = 0; Sy = Sy +1; if (Sy == 4) {Sx = 0; Sy = 0;}}}}

pl13: G032:

float a = 1024; float b = 768; float m3 = 1; int num1 = 6; int num?2 = 50000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num?2]; float[] pxli = {99.08, 818.4, 505.34, 110.62,904.17, 215.1}; float[] pyli = {108.57, 8.05, 140.45,333.78, 522.94, 3.87}; float[]
dl1li = new float[num1]; float x1, y1,x2,y2,dl, d2, d3, dx, dy, ff, fff, ffff, ffx, ffy, xx, yy, xxp. yyp. xx2, yy2, xx3, yy3, xxc, yyc; int ble = 5; int Sx = 0; int Sy = 3; int FAK = 16; void setup() {size(4000, 3000, P2D); background(0); frameRate(900); smooth(); stroke(255,
10); for (int n = 0; n < num2; n++) {xli[n] = (random(a)/4 +200)/3+120 +Sx*50; yli[n] = (random(b)/4 +140)/3+120 +Sy*40;} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2¥i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1li[i] =
sqrt(dx*dx +dy*dy);}} void draw() {m3 =m3 +1; m = m +1; if (m == 5) {m =0 for (int n = 0; n < num?2; n++) {xli[n] = (random(a)/4 +200)/3+120 +Sx*50; yli[n] = (random(b)/4 +140)/3+120 +Sy*40;}} for (inti=0; i < num1/2; i++) {x1 = pxli[2*i]; yl = pyli[2*i]; x2 =
pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xX; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d1 ==0) {dl = I;} xxp =
XX +(xx -x2)/d1*100; yyp = yy +(yy -y2)/d1¥100; xx2 = tan(d2/10.0)*200; yy2 = sin(d2/1.0)*200; xx3 = tan(d3/20.0)*200; yy3 = atan(d3/3.0)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =0.0001:} yy = yy
-(yy -yyp)/f; if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((ffy < 0) Il (ffy > 1300)) {xx = (random(a)/4 +200)/3+120 +Sx*50;} ffy = (ffy*1.6 -400)*2; ffx = (xx-573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = (random(b)/4 +140)/3+120 +Sy*40;} ffx = ((ffx*1.6 +1800)
+170)*2; stroke(255, 255, 255, ble); if (abs(xxc -xx) < 0.6) {stroke(0, 155,255, ble);} if (abs(xxc -xx) < 0.6 -m3/60000/2*450/FAK/FAK) {stroke(255,0, 100, ble);} point(ffx/4*FAK -Sx*4000, ffy/4*FAK -Sy*3000);} xli[n] = xx; yli[n] = yy;}} if (m3 >= 300*FAK*FAK)
{saveFrame(x_########### 1if*); background(0); m3 = 0; m = 0; for (int n = 0; n < num?2; n++) {xli[n] = (random(a)/4 +200)/3+120 +Sx*40; yli[n] = (random(b)/4 +140)/3+120 +Sy*40;} Sx = Sx +1; if (Sx ==4) {Sx =0; Sy =Sy +1; if (Sy ==4) {Sy =0:}}}}

pl4: GO17:

inta = 1024; int b = 768; int ble = 5; int m3 = 1; int num1 = 30; int num2 = 50000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num2]; float[] d11i = new float[num1]; float[] pxli = {522.25, 656.29, 624.15, 176.19, 988.59, 480.67, 629.86, 897.76, 163.16,
391.05,44.74,155.7, 7346, 623.27,322.55,570.67, 135.12,389.07,358.71, 589.19, 346.29, 324.14, 110.04, 244.79, 677.86, 24.95, 139.78, 693.47,482.1,319.81}; float[] pyli = {365.98,743.5, 114.55, 522.08, 500.59, 420.44, 100.01, 320.5,412.06, 409.95,211.29, 46 .07,
615.05,607.61,294.44,672.8,262.8,539.7,531.89,292.3, 435.78, 568.56, 491.96, 370.39, 490, 44401, 6.88, 35.01, 202.03, 243.86}; float xx, yy, x1, y1,x2,y2, dd, dx, dy, d1, d2, d3, ff, m33, xxc, yyc, xxp, yyp, fff, xx2, yy2, xx3, yy3, ffx, ffy; void setup() {size(1920,
1200, P2D); background(0); frameRate(200); smooth(); for (int n = 0; n < num?2; n++) {xli[n] = random(a/2)/2 +200; yli[n] = random(b/2)/2 +140; yli[n] = 20;} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*i]; yI = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1
-x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); d1li[i] = d1:}} void draw() {m = m+1; if (m == 3) {m = 0; m3 = m3 +1; for (int n = 0; n < num2; n++) {xli[n] = random(a/2)/2 +200; yli[n] = random(b/2)/2 +140;}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; yl =
pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d] ==0)
{dl = 1} xx = xx +(xx -x2)/d1; yy = yy +(yy -y2)/d1; fff = d2/max (1, abs(sin(d1-d2+d3)*20 +1)); xxp = xx -cos(d3*PI/10)*fff; yyp = yy -sin(d3*PI/10)*fff; xx2 = tan(d2/10)*200; yy2 = sin(d2)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff
==0) {ff=0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001:} yy = yy -(yy -yyp)/ff; if (i == num1/2-1) {ffy = (yy-296)*6 +1000; if ((ffy < 0) Il (ffy > 1300)) {xx = random(a/2)/2 +200;} ffy = (ffy*1.6 -400); ffx = (xx-573)*6 +1000; if ((ffx <0) Il
(ffx > 640)) {yy = random(b/2)/2 +130;} ffx = ((ffx*1.6 +1800) +170); stroke(255, ble); if (abs(xxc -xx) < 0.12) {stroke(255,0,0, ble);} if (abs(yyc -yy) < 70) {stroke(0, 200, 255, ble);} point(ffx, ffy);} xli[n] = xx; yli[n] = yy;}} if (m3 == 100){saveFrame(,,x_###########.
tif); m3 = 0; m = 0; background(0);} }

pl5: G028:

inta = 1024; int b = 768; int ble = 5; int m3 = 1; int num1 = 6; int num2 = 50000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num2]; float[] d1li = new float[num1]; float[] pxli = {991.66, 365.96, 678.37, 204.23, 920.18, 715.08}; float[] pyli = {706.99,
55.79,198.59, 613.68, 247.07, 343.66}; float xx, yy, x1, y1, x2,y2,dd, dx, dy, d1, d2, d3, ff, m33, xxc, yyc, xxp, yyp, fff, xx2, yy2, xx3, yy3, ffx, ffy; void setup() {size(1620, 1100, P2D); background(0); frameRate(200); smooth(); for (int n = 0; n < num?2; n++) {xli[n] =
random(a/2)/2 +200; yli[n] = random(b/2)/2 +140; yli[n] = 20;} for (int i = 0; i < num1/2; i++) {x1 = px1i[2*i]; y | = pyli[2*i]; X2 = px1i[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); d11i[i] = d1;}} void draw() {m3 =m3 +1; m33 =
sin(m3*PI/180)*100 +2; m = m+1; if (m == 5) {m = 0; for (int n = 0; n < num?2; n++) {xli[n] = random(a/2)/2 +200; yli[n] = random(b/2)/2 +140:}} for (inti=0; i < num1/2; i++) {x1 = pxli[2*1]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (intn=0;
n < num?2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 =0.001;} xxp = xx +(xx -x2)/d1*100; yyp = yy +(yy -y2)/d1*100; fff
=d2/max(1, abs(tan(d1 -d2 +d3)*m33 +1)); xxp = xx -cos(d3*PI/10)*fff; yyp = yy -sin(d3*PI/10)*fff; xx2 = tan(d2/10)*200; yy2 = sin(d2)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2,
yy3): if (ff == 0) {ff = 0.0001:} yy = yy -(yy -yyp)/ff; if (i == num1/2-1) {ffy = (yy -296)*6 +1000; if ((ffy < 0) Il (ffy > 1300)) {xx = random(a/2)/2 +200;} ffy = (ffy*1.6 -400)*0.75; ffx = (xx -573)*6 +1000; if ((ffx < 0) Il (ffx > 640)) {yy = random(b/2)/2 +130;} ffx =
((ffx*1.6 +1800) +170)*0.75; stroke(255, ble); if (abs(xxc -xx) < 0.6) {stroke(255, 0, 0, ble);}//{stroke(0, 255, 0, ble);} if (abs(xxc -xx) < 0.6 -m3/60000) {stroke(0, 200, 255, ble);}//{stroke(100, 20, 0, ble);} point(ffx, ffy); } xli[n] = xx; yli[n] = yy;}}}

pl6: HO10a:
/Nayer 1, b/w:
int ble = 5; int a = 1024; int b = 768; int m3 = 1; int num1 = 20; int num2 = 50000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num2]; float[] xccli = new float[num?2]; float[] yccli = new float[num?2]; float[] d1li = new float[num1]; float x1, y1,x2,y2,dl,
d2, d3, dx, dy, ff, fff, ffx, ffy, xx2, yy2, xx3, yy3, xxp, yyp, XX, yy, XXc, yyc, xxcc, yycc; float fek = 400; float[] pyli = {108.4021, 703.49884, 755.68445, 442.0475, 0.098236084, 57.078186, 678.74695, 238.50174, 43.908554, 425.153, 411.3956, 151.24557, 5.7564697,
182.1725,306.62668, 631.1924,712.8742,461.21448,757.1271,395.5481}; float[] pxli = {359.82684, 195.02502, 677.1722, 58.569702, 373.66956, 860.89703, 487.60468, 559.30225,956.51654, 795 47626, 518.7138, 186.3573,341.41022, 175.6828,541.199, 775.3621,
500.0252,943.13635,679.3224,108.903564}; int Sx = 1; int Sy = 1; void setup() {size(4800, 3600, P2D); background(0); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num?2; i++) {xx = random(a); yy = random(b); xli[i] = xx; yli[i] = yy; xccli[i] = xx; yccli[i]
=yy:} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 ==0) {d1 = 1;} d1li[i] =d1:}} void draw() {m =m +1; if (m == 5) {m =0; m3 =m3 +1; for (inti=
0; i < num2; i++) {xli[i] = random(a)/2.8 +140; yli[i] = random(b)/3.2 +6;}} for (inti=0; i < num1/2; i++) {x1 = pxli[2*¥i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; d] = log(abs(d1))*10; for (int n = 0; n < num?2; n++) {xx = xli[n]; yy = yli[n]; xxc =
XX; yyc = yy; xxce = xeeli[n]; yyee = yeeli[n]; xeeli[n] = xx; yeeli[n] = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); d2 = tan(log(abs(d2))/30)*10; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); d3 = tan(d3/100)*10; xx = xx -(xx -x2)/d1;
yy =yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10)*log(abs(fff)); yyp = yy +sin(d3*PI/10)*log(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.0001;} xx2 = tan(ff/100.0)*fek; if (d2 == 0) {d2 = 0.0001;} ff = d3/d2*10; if (ff == 0) {ff = 0.0001;} yy2 = sin(ff)*fek; xx3 =
cos(d3/2)*fek; yy3 = atan(d3/30)*fek; ff = min(xx2, xx3); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/log(abs(ff)); ff = max(yy2, yy3); if (ff == 0) {ff =0.0001:} yy = yy +(yy -yyp)/log(abs(ff)); ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/log(abs(ff));
ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001:} yy = yy +(yy -yyp)/log(abs(ff)); if (i == num1/2-1) {ffy = (yy-296)*6 +1000; ffy = ffy +100; ffx = (xx-573)*6 +1000; ffx = ffx +1200; dx = abs(xxcc -xx); dy = abs(yycc -yy); ff = sqrt(dx*dx +dy*dy); point(ffx*7.5 -Sx*4800,
ffy*7.5 -Sx*3600);} xli[n] = xx; yli[n] = yy:}} if (m3 > 400) {saveFrame(, x_########### tif); background(0); m = 0; m3 = 0; m3 = 0; m = 0; background(0); Sx = Sx +1; if (Sx == 3) {Sx =0; Sy = Sy +1; if (Sy ==3) {Sy =0:}}}}

/Nayer 2, color:

int ble = 50; int a = 1024; int b = 768; int m3 = 1; int num1 = 20; int num2 = 50000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] xccli = new float[num?2]; float[] yccli = new float[num2]; float[] d1li = new float[num1]; float x1, y1, x2,y2,
dl,d2,d3,dx, dy, ff, fff, ffx, ffy, xx2, yy2, xx3, yy3, Xxp, yyp, XX, yy, XX, yyc, Xxcc, yycc; float fek = 400; float[] pyli = {108.4021, 703.49884, 755.68445, 442.0475,0.098236084, 57.078186, 678.74695, 238.50174, 43.908554,425.153,411.3956, 151.24557, 5.7564697
182.1725,306.62668, 631.1924,712.8742,461.21448,757.1271,395.5481}; float[] pxli = {359.82684, 195.02502, 677.1722, 58.569702, 373.66956, 860.89703, 487.60468, 559.30225,956.51654, 79547626, 518.7138, 186.3573,341.41022, 175.6828,541.199, 775.3621,
500.0252, 943.13635, 679.3224, 108.903564}; int Sx = 1; int Sy = 1; void setup() {size(4900, 3700, P2D); background(0); frameRate(900); noStroke(); smooth(); for (int i = 0; i < num2; i++) {xx = random(a); yy = random(b); xli[i] = xx; yli[i] = yy; xccli[i] = xx; yccli[i]
=yy:} for (inti =0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1;}} void draw() {m = m +1; if (m == 5) {m = 0; m3 = m3 +1; for (int i
0; i < num2; i++) {xli[i] = random(a)/2.8 +140; yli[i] = random(b)/3.2 +6:}} for (int i = 0; 1 < num1/2; i++) {x1 = pxli[2*#i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; d1 = log(abs(d1))*10; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc
=XX; yyc =yy; xxcc = xccli[n]; yyce = yecli[n]; xccli[n] = xx; yecli[n] = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); d2 = tan(log(abs(d2))/30)*10; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); d3 = tan(d3/100)*10; xx = xx -(xx -x2)/
dl; yy =yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10)*log(abs(fff)); yyp = yy +sin(d3*PI/10)*log(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.0001;} xx2 = tan(ff/100.0)*fek; if (d2 == 0) {d2 = 0.0001;} ff = d3/d2*10; if (ff == 0) {ff =0.0001;} yy2 = sin(ff)*fek;
xx3 = cos(d3/2)*fek; yy3 = atan(d3/30)*fek; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/log(abs(ff)); ff = max(yy2. yy3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/log(abs(ff)); ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = XX +(xx -xxp)/
log(abs(ff)); ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/log(abs(ff)); if (i == num1/2-1) {ffy = (yy-296)*6 +1000; ffy = ffy +100; ffx = (xx-573)*6 +1000; ffx = ffx +1200; dx = abs(xxcc -xx); dy = abs(yycc -yy); ff = sqrt(dx*dx +dy*dy); fill(0, ble);
if (ff < 8) {fill(200, 100, 100, ble);} if (abs(xxc -xx) < 2.8 -(((ffx*1.6 +1800) +170)-300)/4200) {£ill(200, 30, 100, ble);} ellipse(ffx*7.5 -Sx*4800, ffy*77.5 -Sy*3600, 10*2.5, 10%2.5);} xli[n] = xx; yli[n] = yy;}} if (m3 > 40) {saveFrame(, x_########### 4if); m3 = 0; m
=0; background(0); Sx = Sx +1; if (Sx == 3) {Sx =0; Sy = Sy +1; if (Sy == 3) {exit();}}} }

pl7: GO57:

inta = 1024; int b = 768; int m3 = 1; int num1 = 10; int num2 = 100000; int m = 0; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d1li = new float[num1]; float[] pxli = {147, 838, 95,222, 637, 744, 623, 560, 381, 809}; float[] pyli = {24, 602, 352, 374,
673, 387,411,501, 438, 663}; float x1,yl, x2, y2, xx, yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3,d1, d2, d3, dx, dy, xxp. yyp. dd, w, xx2, yy2, xx3, yy3;//, m33; int ble = 5; int Sx = 0; int Sy = 0; void setup() {size(3840, 2800, P2D); background(0); frameRate(100); stroke(255,
ble); smooth(); for (inti=0; i
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<num?2; i++) {xli[i] = random(a)/10 +460; yli[i] = random(b)/5 +180;} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; X2 = pxli[2¥i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); dI = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1} d1li[i] = d1;}} void
draw() {m = m +1; if (m == 30) {m = 0; m3 = m3 +1; for (int i = 0; i < num2; i++) {xli[i] = random(a)/10 +460; yli[i] = random(b)/5 +180;}} for (int 1 =0; i < num1/2; i++) {x1 = pxli[2*1]; y| = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (intn=0; n <
num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10)*fff; yyp
=yy +sin(d3*PI/10)*fff; xx2 = min(6, tan(d2/3)*200); yy2 = min(6, sin(d2)*200); xx3 = min(6, cos(d3/2)*200); yy3 = min(6, atan(d3/4)*200); ff = min(xx2, xx3); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =0.001;} yy = yy +(yy
-yyp)/ff; if (i ==num1/2 -1) {ffx = (yy -200); if ((ffx < -20) Il (ffx > 200)) {xx = random(a)/10 +460; yy = random(b)/5 +180;} ffy = (xx -470); if ((ffy < -20) Il (ffy > 200)) {xx = random(a)/10 +460; yy = random(b)/5 +180;} stroke(255-m*8, m*8, m*8, ble); point(ffx*12*8
-Sx*3840, ffy*12*8 -Sy*2800);} xli[n] = xx; yli[n] = yy;} } if (m3 == 640){saveFrame(, x_########### if*); m3 = 0; m = 0; background(0); Sx = Sx +1; if (Sx ==4) {Sx =0; Sy = Sy +1; if (Sy ==4) {Sy =0:}}}}

p18: HOO6:

float m = 0; float a = 1024; float b = 968; float m5; float m4 = 0; float m3 = 0; float x1,x2, y1,y2, dxp, dyp, d1, d2, d3, xx, yy, xxc, yyc, dx, dy, xx2, yy2, xx3, yy3. xxp, yyp. ff; int num1 = 30; int num2 = 120000; float[] pxcli = {238, 894,465, 805, 342, 448, 900, 884, 658,
237,351,365,759,171,922,301, 19,915, 28,490, 574, 182, 853, 388, 684, 231,974, 127, 43, 908}; float[] pycli = {639,477, 214,228,329, 503, 55,292, 679, 238,443, 239, 52,204, 658,313,767, 191, 59, 252, 81, 624, 322, 545, 358, 450, 736, 250, 34, 4}; float[] pxli
= pxcli; float[] pyli = pycli; float[] xli = new float[num?2]; float[] yli = new float[num2]; float WW = 0; float WW3 = 0; float slow = 10; int X = (7+9+2)*25; int DET = I; int DET_x, DET_y; void setup() {size(1920, 1080, P2D); smooth(); background(0); stroke(255, 5);
frameRate(400); for (int i = 0; i < xli.length; i++) {xli[i] = random(a); yli[i] = random(b);} while (m4 < X) {m4 =m4 +1; WW = WW +0.0001; WW3 = WW3 +0.003; for (int i = 0; i < pxli.length/3; i++) {pxli[i] = pxcli[i] +((cos(WW*PI/180) +1)*1/2)/slow; pyli[i] = pycli[i]
+((sin(WW#PI/180) +1)*i/2)/slow;} m5 = -600+WW3 -(sin((WW-90)*P1/180)-1); for (int i = 0; i < xli.length; i++) {xli[i] = random(a); yli[i] = random(b);}}} void draw() {m = m +1; stroke(min(255, 126+5*m), max(0, 255-6*m), max(0, 205-5*m), 5); if (m == 50) { m =
0; m3 =m3 +1; for (int i = 0; i < xli.length; i++) {xli[i] = random(a); yli[i] = random(b);} m = 0:} for (inti=0; 1 < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*] +1]; y2 = pyli[2*i +1]; dxp = abs(x1 -x2); dyp = abs(y1 -y2); d1 = sqrt(dxp*dxp +dyp*dyp) +1;
for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy: dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy) +1; xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; xx2 = tan(d2/m5)*100;
yy2 = tan(d2/m5)*50; xx3 = tan(d3/m5)*250; yy3 = tan(d3/m5)*200; xxp = xx +cos(xx2*PI/60)*d2; yyp = yy +sin(yy2*PI/60)*d2; ff = min(xx2, xx3);if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff==0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; if (i
==num1/2 -1) {point(xx*1.8 -160, yy*1.8 -30);} if ((xx < 0) Il (xx > a)) {xx = random(a);} if ((yy < 0) Il (yy > b)) {yy = random(b);} xli[n] = xx; yli[n] = yy;}}}

p19: HO09:

float m = 0; float a = 1024; float b = 968; float m5; float m3 = 0; float x1, x2, y1,y2, dxp, dyp, d1,d2,d3, xx, yy, xxc, yyc, dx, dy, xx2, yy2, xx3, yy3, xxp, yyp, ff; int num1 = 30; int num2 = 60000; float[] pxcli = {19,915,28,490, 574, 182,853,388, 684,231,974, 127,43,
908,238, 894,465, 805,342,448, 900, 884, 658,237, 351,365,759, 171,922, 301}; float[] pycli = {639,477,214,228, 329,503, 55,292, 679,238, 443,239, 52,204, 658,313,767, 191,59,252,81, 624,322, 545,358, 450,736, 250, 34, 4}; float[] pxli = pxcli; float[] pyli=
pycli; float[] xli = new float[num?2]; float[] yli = new float[num2]; float WW = 0; float slow = 20; int m6 = 0; void setup() {size(1920, 1080, P2D); background(0); frameRate(400); smooth(); for (int i = 0; i < xli.length; i++) {xli[i] = random(a); yli[i] = random(b);} for (inti=
0; i < pxli.length/3; i++) {pxli[i] = pxcli[i] +((cos(WW*PI/180) +1)*i*i)/slow; pyli[i] = pycli[i] +((sin(WW*PI/180) +1)*i*i)/slow;} for (int ii = 0; ii < 716; ii++) {m6 =m6 +1; WW = WW +0.001/2; for (int i = 0; 1 < pxli.length/3; i++) {pxli[i] = pxcli[i] +((cos(WW*PI/180)
+1)*i/2)/slow; pyli[i] = pycli[i] +((sin(WW#*PI/180) +1)*i/2)/slow;} } m5 = -650 -(sin((WW-90)*PI/180)-1);} void draw() {m = m +1; stroke(min(255, 126+5*m), max(0, 255-6*m), max(0, 205-5*m), 5); if (m == 50) {m = 0; m3 = m3 +1; for (int i = 0; i < xli.length; i++)
{xli[i] = random(a); yli[i] = random(b);} m = 0:} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*]i +1]; y2 = pyli[2*i +1]; dxp = abs(x1 -x2); dyp = abs(y1 -y2); dI = sqrt(dxp*dxp +dyp*dyp) +1; for (int n = 0; n < num2; n++) {xx = xli[n]; yy
= yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy) +1; xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; xx2 = tan(d2/m5)*100; yy2 = tan(d2/m5)*50; xx3 = tan(d3/m5)*250;
yy3 = tan(d3/m5)*200; xxp = xx +cos(xx2*PI/60)*d2; yyp = yy +sin(yy2*PI/60)*d2; ff = min(xx2, xx3); if (ff==0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = max(yy2, yy3); if (ff==0) {ff = 0.0001:} yy = yy +(yy -yyp)/ff; if (i==14) {point((((xx*1.8-160)*2.44 -1120)*2.8
+1472)/4, ((yy*1.8 -30)*2.44 -1200)*0.7);} if ((xx < 0) Il (xx > a)) {xx = random(a);} if ((yy <0) Il (yy > b)) {yy = random(b);} xli[n] = xx; yli[n] = yy;}} }

p20: HOO8:

float aa = 1024; float bb = 768; int num = 40000; float[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; int m3 = 0; int m4 = 0; int m5 = 0; int m5d = 1; float W = 0; float gh = 1031.3 +sin((m5/2)*PI/180)*10 +5; float qv = 1114 +cos(((m5
+180)/2)*P1/180); float ghc = 1031.3 +sin(((m5 -m5d)/2)*PI/180)*10 +5; float qvc = 1114 +cos(((m5 -m5d +180)/2)*PI/180); float x1,y1, w, xx, yy,d1,d2,d3,d4,d5, xxp, yyp, Xxx, yyy, xx2, yy2, xx3, yy3, x2, y2, ff, rr; float fek, fok, fik, fak; void setup() {size(1920, 1200,
P2D); background(0); frameRate(900); smooth(); stroke(255, 5); for (int n = 0; n < num; n++) { wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} fek = 1; fok = 180; fik = 1000; fak = 10;} void draw() {m3 = m3 +1; if (m3 == 200) {for (int
n =0; n < num; n++) {xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} m3 = 0;} for (int n = 0; n < num; n++) {w = wli[n]; xx = xli[n]; yy = yli[n]; xx = abs(xx -qh); yy = abs(yy -qv); d1 = sqrt(xx*xx +yy*yy); if (d1 < 1) {d1 = 1;} xx = abs(xx -414); yy = abs(yy
-233); d2 = sqrt(xx*xx +yy*yy); if (d2 < 2) {d1 = 2;} xx = abs(xx -378); yy = abs(yy -529); d3 = sqrt(xx*xx +yy*yy); if (d3 < 3) {d1 = 3;} xx = abs(xx -159); yy = abs(yy -452); d4 = sqrt(xx*xx +yy*yy); if (d4 < 4) {d1 = 4;} xx = abs(xx -332); yy = abs(yy -491); d5 =
SQrt(xx*xx +yy*yy); if (d5 < 5) {d1 = 5:} if ((d1 > aa/2) Il (d5 > aa/4)) {w = w +(abs(d1 -aa/2))/fek;} if (d2 > aa/2) {w = w +(abs(d2 -aa/2))/2;} if ((d3 > aa/2) Il (d1 < aa/2)) {w = w +(abs(d3 +aa/2))/fek;} if ((d4 > aa/2) Il (d2 > aa/4)) {w = w +(abs(d4 -aa/4))/fek:} if (d5 >
aa/2) {w = w +(abs(d5 +aa/2))/fek;} xxp = yy +(yy -y2)/d1*fok; yyp = xx +(xx -x2)/d1*fok; xx2 = tan(d2/10)*fik; yy2 = sin(d2)*fik; xx3 = tan(d3/20)*fik; yy3 = atan(d3/3)*fik; ff = min(xx2, xx3); if (ff == 0) {ff =0.0001:} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff
==0) {ff=0.0001;} yy = yy -(yy -yyp)/ff; rr = (d1 -d2 +d3 +d4 -d5)/min(xx2, yy3); xx = xx +cos(w*PI/180)*rr*fak; yy = yy +sin(w*PI/180)*rr*fak; wli[n] = w; xli[n] = xx; yli[n] = yy; if (m3 > 100) { ff = max(0, m3/4 -50); stroke(255, max(0, 255 -ff), max(0, 255 -ff), 5);
Xxx = (yy*3.75 -100)*3/2; yyy = (xx*6.2 -900)*3/2; if ((xxx) < 640 -yyy/3.5) {xxx = (xxx +100+30+28)*1.5; yyy = (yyy -200+60)*1.5; point(xxx, yyy):} if ((xxx) > 1625 -yyy/3.5) {xxx = (xxx -800+30-28)*1.5; yyy = (yyy -300+60)*1.5; point(xxx, yyy);} }} m4 = m4 +1;
if (m4 == 100000) {saveFrame(, x_########### 1f*); background(0); m3 = 0; m4 = 0; W = W +0.005; fek = 1 +sin(W*PI/180); for (int n = 0; n < num; n++) { wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10:}} }

p21: HOO8g:

float aa = 1024 float bb = 768; int num = 400000; float[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; int m3 = 0; int m4 = 0; int m5 = 0; int m5d = 1; float W = 0; float gh = 1031.3 +sin(((m5)/2)*PI/180)*10 +5; float qv = 1114
+cos(((m5+180)/2)*P1/180); float ghc = 1031.3 +sin(((m5-m5d)/2)*P1/180)*10 +5; float qvc = 1114 +cos(((m5-m5d+180)/2)*PI/180); float[] fuli = {386, 647, 414,233,378, 529, 159,452, 332,491}; float x1, y1, xx, yy, w, ff, rr, d1, d2, d3, d4, d5, xxp, yyp. xx2, yy2, xx3,
yy3; float fek; float sec = 0; float lastTime = 0; float xxx, yyy; int Sx = 0; int Sy = 0; void setup() {size(3840, 2400, P2D); background(0); frameRate(900); smooth(); stroke(255, 150); for (int n = 0; n < num; n++) {wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n]
=random(bb)/2 +10:} for (int n = 0; n < 10*7#25; n++) {W = W -0.0005; m5 = m5 +1;} fek = 1 +sin(W*PI/180);} void draw() {m3 = m3 +1; if (m3 == 300) {for (int n = 0; n < num; n++) {wli[n] = n/1111; xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} m3 =
0;} for (int n = 0; n < num; n++) {w = wli[n]; xx = xli[n]; yy = yli[n]; xx = abs(xx -gh); yy = abs(yy -qv); d1 = sqrt(xx*xx +yy*yy); if (d1 < 1) {d1 = 1;} xx = abs(xx -fuli[2]); yy = abs(yy -fuli[3]); d2 = sqrt(xx*xx +yy*yy); if (d2 < 2) {d1 = 2;} xx = abs(xx -fuli[4]); yy =
abs(yy -fuli[5]); d3 = sqrt(xx*xx +yy*yy); if (d3 < 3) {d1 = 3;} xx = abs(xx -fuli[6]); yy = abs(yy -fuli[7]); d4 = sqrt(xx*xx +yy*yy); if (d4 <4) {d] =4;} xx = abs(xx -fuli[8]); yy = abs(yy -fuli[9]); d5 = sqrt(xx*xx +yy*yy); if (d5 < 5) {d1 =5;} if ((d1 > aa/2) Il (d5 > aa/4))
{w = w +(abs(d1 -aa/2))/fek;} if (d2 > aa/2) {w = w +(abs(d2 -aa/2))/2;} if ((d3 > aa/2) Il (d1 < aa/2)) {w = w +(abs(d3 +aa/2))/fek;} if ((d4 > aa/2) Il (d2 > aa/4)) {w = w +(abs(d4 -aa/4))/fek;} if (d5 > aa/2) {w = w +(abs(d5 +aa/4))/fek;} xxp = yy +(yy -fuli[3])/d1*180;
yyp = xx +(xx -fuli[2])/d1*180; xx2 = tan(d2/10)*1000; yy2 = sin(d2)*1000; xx3 = tan(d3/20)*1000; yy3 = atan(d3/3)*1000; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =0.0001;} yy = yy -(yy -yyp)/ff; rr = (d1
-d2 +d3 +d4 -d5)/min(xx2, yy3); xx = xx +cos(W*PI/180)*rr*10; yy = yy +sin(w*PI/180)*rr*10; wli[n] = w; xli[n] = xx; yli[n] = yy; if (m3 > 100) {ff = max(0, m3/4 -50); stroke(255, max(0, 255-ff), max(0, 255-ff), 5); xxx = (yy*3.75 -100)*3/2; yyy = (xx*6.2 -900)*3/2;
if ((xxx) < 640 -yyy/3.5) {xxx = (xxx +158)*1.5; yyy = (yyy -140)*1.5; point(xxx*8 -Sx*3840, yyy*8 -Sy*2400);} if ((xxx) > 1625 -yyy/3.5) {xxx = (xxx -798)*1.5; yyy = (yyy -240)*1.5; point(xxx*8 -Sx*3840, yyy*8 -Sy*2400);}}} m4 = m4 +1; if (m4 == 4800%3)
{saveFrame(, x_########### 1if); background(0); m3 = 0; m4 = 0; for (int n = 0; n < num; n++) {wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} Sx = Sx +1; if (Sx ==4) {Sx =0; Sy =Sy +1; if (Sy ==4) {Sy =0:}}}}

p22: G042:

inta=1024; intb="768; int m3 = 1; int num1 = 8; int num2 = 990; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] pxli = {51.9130,369.1, 861.545,734.681,72.147,407.873,307.519, 570.174}; float[] pyli = {455.426,228.771,364.059,379.773,
146.13,581.052, 173.525, 183.918}; float[] d11i = new float[numl]; float x1,y1,x2,y2,dl, dx, dy,d2,d3, dd, V2, V3, ppx. ppy, XX, yy, xx2, yy2, xx3, yy3, xxc, yyc, xxp, yyp. ff, fx, fy, w, fff, ffff, dp1, dp2, wpl, wp2, wpp, gy, gx, xxcc, yycc; void setup() {size(1000, 1200,
P2D); background(0); frameRate(990); smooth(); stroke(255, 50); for (int n = 0; n < num2; n++) {xli[n] = random(a)/3; yli[n] = random(b)/3;} for (int n = 0; n < num1/2; n++) {x1 = pxli[2*n]; y1 = pyli[2*n]; x2 = pxli[2*n+1]; y2 = pyli[2*n+1]; dx = abs(x1 -x2); dy =
abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); d1li[n] = d1;}} void draw() {m = m +1; if (m == 5) {m = 0; m3 = m3 +1; for (int n = 0; n < num2; n++) {xli[n] = random(a/2)/5 +390; yli[n] = random(b/2)/4 +195:}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2
= pxli[2*i+1]; y2 = pyli[2*i+1]; d1 =d1li[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxcc = XX; yycc = yy; XXC = XX; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy); if (dx ==0) {dx =0.001;} if (dy ==0)
{dy =0.001;} if ((dx >=0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2
=d2 +V2*24; V3 = atan(w*PI/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} ff = min(d1, d2, d3); if (ff == 0) {ff =0.001;} xx = xx -(xx -X2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*min(2,
sin(abs(fff))); yyp = yy +sin(d3*PI/10)*min(2, sin(abs(fff))); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = atan(ff/20)*200; ffff = d2; if (ffff == 0) {ffff = 0.001;} ff = d3/ffff*10; if (ff == 0) {ff = 0.001;} yy2 = atan(ff)*d1; xx3 = tan(d3/20)*d2; yy3 = atan(d3/3)*d2; ff
= min(xx2, yy2); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff =0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0)
&& (dy >=0)) {wpl = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI) +180;} dx = abs(xxcc -xxp); dy = abs(yycc
-yyp); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0))
{wp2 = atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp); dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wp1*PI/180)*dpl; yy = yy +sin(wp2*PI/180)*dp1; if (i == num1/2-1) {if (m == 1) Il (m == 3)) {fff
= (yy-296)*6 +1000; if ((fff < 0) Il (fff > 960)) {xx = random(a/2)/5 +390;} gy = (fff*1.6); fff = (xx-573)*6 +1000; if ((fff < 0) Il (fff > 640)) {yy = random(b/2)/4 +195:} gx = (fff*1.6 +140); stroke(min(255, max(0, (m-1)*85)), 5); gy = ((gy*1.25 -900)*1.7 +200)/1.7;
gx = ((gx*1.25)*1.7 -250)/1.7;}} xli[n] = xx; yli[n] = yy:}}}

p23: G049:

float aa = 1024; float bb = 768; int num = 10000; float[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; int m3 = 0; int m4 = 0; int m5 = 27*25; float gh = 1031.3 +sin((m5/2)*PI/180)*10 +5; float qv = 1114 +cos(((m5+180)/2)*P1/180); float[]
fuli = {386, 647, 414,233,378, 529, 159, 452, 332, 491}; float xx, yy, w, ff, rr, ab, d1, d2, d3, d4, d5, xxp, yyp, xx2, yy2, xx3, yy3; float fek, fok, fik, fak; int Sx = 0; void setup() {size(1920, 7200); background(0); frameRate(900); stroke(255, 5); for (int n = 0; n < num;
n++) {wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} fek = 80; fok = 10; fik = 100; fak = 1; } void draw() {m3 = m3 +1; if (m3 == 200) {for (int n = 0; n < num; n++) {xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} m3 = 0; } for
(int n = 0; n < num; n++) {w = wli[n]; xx = xli[n]; yy = yli[n]; xx = abs(xx -qh); yy = abs(yy -qv); d1 = sqrt(xx*xx +yy*yy); if (d1 < 1) {d] = 15} xx = abs(xx -fuli[2]); yy = abs(yy -fuli[3]); d2 = sqrt(xx*xx +yy*yy); if (d2 < 2) {d1 = 2;} xx = abs(xx -fuli[4]); yy = abs(yy
-fuli[5]); d3 = sqrt(xx*xx +yy*yy); if (d3 < 3) {d1 = 3;} xx = abs(xx -fuli[6]); yy = abs(yy -fuli[7]); d4 = sqrt(xx*xx +yy*yy); if (d4 < 4) {d1 = 4;} xx = abs(xx -fuli[8]); yy = abs(yy -fuli[9]); d5 = sqrt(xx*xx +yy*yy); if (d5 < 5) {d1 =5:} if ((d1 > aa/2) Il (d5 > aa/4)) {w
=w +(abs(d1 -aa/2))/fek;} if (d2 > aa/2) {w = w +(abs(d2 -aa/2))/2;} if ((d3 > aa/2) Il (d1 < aa/2)) {w = w +(abs(d3 +aa/2))/fek:} if ((d4 > aa/2) Il (d2 > aa/4)) {w = w +(abs(d4 -aa/4))/fek:} if (d5 > aa/2) {w = w +(abs(d5 +aa/4))/fek;} xxp = yy +(yy -fuli[3])/d1*fok; yyp
= xx +(xx -fuli[2])/d1*fok; xx2 = tan(d2/10)*fik; yy2 = sin(d2)*fik; xx3 = tan(d3/20)*fik; yy3 = atan(d3/3)*fik; ff = min(xx2, xx3); if (ff == 0) {ff = 0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff = 0.0001;} yy = yy -(yy -yyp)/ff; rr = (d1 -d2 +d3 +d4
-d5)/min(xx2, yy3); xx = xx +cos(w*PI/180)*rr*fak; yy = yy +sin(w*PI/180)*rr*fak; wli[n] = w; xli[n] = xx; yli[n] = yy; ff = max(0, m3/2 -50); stroke(255, max(0, 255 -ff), max(0, 255 -ff), 5); point((yy*3.75 -100)*9 -Sx*1920, (xx*6.2 -900)*9);} m4 = m4 +1; if (m4 ==
28800) {saveFrame(, x_########## 1if*); background(0); m3 = 0; m4 = 0; for (int n = 0; n < num; n++) {wli[n] = random(360); xli[n] = random(aa)/3 +170; yli[n] = random(bb)/2 +10;} Sx = Sx +1; if (Sx ==6) {Sx =0:}}}

p24: HO11_blr2:

int m=0; int m3 = I; int a = 1024; int b = 768; int num1 = 6; int num2 = 100000; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[24]; float[] pxli = {0.532, 77 454, 654.518, 238.643, 664.677,243.795, 42.246,798.077, 190.203, 65.364,
654.518,238.643,77.454,0.532,0.532,77.454,654.518,238.643, 664.677,243.795,42.246,798.077, 190.203, 65.364}; float[] pyli = {95.144, 139.575, 189.554, 101.739,275.229, 657.373,759.726, 263.733,273.583, 144.739, 139.575,95.144, 189.554, 101.739, 95.144,
139.575,189.554, 101.739, 275.229, 657.373, 759.726, 263.733, 273.583, 273.583}; int m5 = 0; float x1, y1,x2,y2,dl,d2,d3, V2, V3, dx, dy, xxcc, yycc, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2, yy2, xx3, yy3, ffff, dp1, dp2, wpp; float ff1, ff2, fr, fg, fb; int
ble = 5; void setup() {size(1920, 1200, P2D); background(125); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4 +195;} for (int i = 0; i < 24/2; i++) {x1 = pxli[2*1]; y1 = pyli[2*i]; X2 = pxli[2*i+1];
y2 = pyli[2#i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1:}} void draw() {m = m +1; if (m == 3) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4 +195:}} for
(inti=0;i<numl/2; i++) {x1 = pxli[2*¥i]; yI = pyli[2*¥i]; x2 = pxli[2¥i+1]; y2




= pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num?2; n++) {xx = xli[n]; yy = yli[n]; xxcc = xx; yycc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) && (dy >=
0)) {w = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2¥24; V3 = atan(w*PI/9); d2 =
d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff =0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if
(ff == 0) {ff = 0.0013} xx2 = tan(Ff/20)*200; if (d2 == 0) {d2 = 0.001:} ff = d3/d2*10; if (ff == 0) {ff = 0.001:} yy2 = sin(f))*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, yy2): if (ff == 0) {ff = 0.0001:} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff ==
0) {ff = 0.0001:} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001:} if (dy == 0) {dy = 0.001:} if ((dx >= 0) && (dy >= 0)) {wp! = atan(dy/dx)*(180/PI) +180:} if (dx < 0) && (dy >= 0)) {wpl = atan(dy/
dx)*(180/PD):} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PD):} if ((dx >= 0) && (dy < 0)) {wp1 = atan(dy/dx)*(180/PI) +180:} dx = abs(xxcc -xxp); dy = abs(yyec -yyp); if (dx == 0) {dx =0.001;} if (dy == 0) {dy = 0.001;} if ((dx >= 0) && (dy >= 0)) {wp2 =
atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx
—xxp); dy = abs(yy -yyp): dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*PI/180)*dpL; if (i == num1/2-1) {ffx = (yy-296)*6 +1000: if ((Ffx < 0) Il (ffx > 960)) {xx = random(a/2)/5 +390:} ffx = fix*1.6; ffy = (xx-573)*6 +1000; if ((fFy < 0)
I (ffy > 640)) {yy = random(b/2)/4 +195;} ffy = ffy*1.6 +140; ffy = ((ffy*1.25)*1.7 -200); fix = ((ffx*1.25 -900)*1.7 +300); ff = abs(xxce-xx)*abs(yyce-yy)*10; fr = min(255, max(0, random(abs(V2)*1600)*£ff)); fg = 30; fb = min(255, max(0, random(V3*160)*£ff));
stroke(fr, fg, fb, ble); point(ffx/2 +random(V2#60)*ff)*2, (ffy/2 +random(V3*10)¥fff-50)*2):} xli[n] = xx; yli[n] = yy:}}}

p25: HO11_blr3:

intm =0; int m3 = 1; int a = 1024; int b = 768; int num1 = 6; int num2 = 100000; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[24]; float[] pxli = {0.532, 77.454, 654.518,238.643, 664.677, 243.795, 42.246, 798.077, 190.203, 65.364,
654.518,238.643,77.454,0.532,0.532,77 454, 654 518, 238.643, 664.677,243.795, 42.246,798.077, 190.203, 65.364}; float[] pyli = {95.144, 139.575, 189.554, 101.739, 275.229, 657.373, 759.726, 263.733, 273.583, 144.739, 139.575,95.144, 189.554, 101.739,95.144,
139.575, 189.554,101.739,275.229,657.373,759.726,263.733,273.583,273.583}; int m5 = 0; float x 1,y 1, x2,y2,d1,d2,d3, V2, V3, dx, dy, xxcc, yyce, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2, yy2, xx3, yy3, ffff, dp1, dp2, wpp; float ff1, ff2, fr, fg, fb; int ble
=5; void setup() {size(1920, 1200, P2D); background(255); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4 +195:} for (int i = 0; 1 < 24/2; i++) {x1 = pxli[2*i]; y| = pyli[2*i]; x2 = pxli[2*i+1];
y2 = pyli[2#i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1:}} void draw() {m = m +1; if (m == 3) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4 +195;}} for
(inti=0;1i<numl/2; i++) {x1 = pxli[2*i]; y = pyli[2*i]; X2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxcc = xx; yycc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy);
if (dx == 0) {dx =0.001:} if (dy == 0) {dy = 0.001;} if ((dx >= 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {w = atan(dy/
dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2*24; V3 = atan(w*P1/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff =0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx
+cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff == 0) {ff = 0.001;} yy2 = sin(ff)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff =
min(xx2, yy2); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) &&
(dy >=0)) {wp1 = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI) +180;} dx = abs(xxcc -xxp); dy = abs(yycc -yyp);
if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001:} if ((dx >=0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wp2 =
atan(dy/dx)*(180/PI) +180:} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp); dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*PI/180)*dp1; if (i == num1/2-1) {ffx = (yy-296)*6 +1000; if ((ffx <0) Il
(ffx > 960)) {xx = random(a/2)/5 +390;} ffx = ffx*1.6; ffy = (xx-573)*6 +1000; if ((ffy < 0) Il (ffy > 640)) {yy = random(b/2)/4 +195;} ffy = ffy*1.6 +140; ffy = ((ffy*1.25)*1.7 -200); ffx = ((ffx*1.25 -900)*1.7 +300); fff = abs(xxcc-xx)*abs(yycc-yy)*10/3; fr = min(255,
max(0, random(abs(V2)*1600)*fff)); fg = 0; fb = min(255, max(0, random(V3*160)*fff)); stroke(fr, fg, fb, ble); point((ffx/2 +random(V2+#60)*fff)*2, (ffy/2 +random(V3*10)*fff-50)*2);} xli[n] = xx; yli[n] = yy:} }}

p26: G054a:

intm =0; int m3 = 1; int a = 1024; int b = 768; int num1 = 6; int num2 = 100000; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[24]; float[] pxli = {0.532, 77.454, 654.518,238.643, 664.677, 243.795, 42.246, 798.077, 190.203, 65.364,
654.518,238.643,77.454,0.532,0.532, 77 454, 654 518, 238.643, 664.677,243.795, 42.246,798.077, 190.203, 65.364}; float[] pyli = {95.144, 139.575, 189.554, 101.739, 275.229, 657.373,759.726, 263.733, 273.583, 144.739, 139.575,95.144, 189.554, 101.739,95.144,
139.575, 189.554, 101.739, 275.229, 657.373, 759.726, 263.733, 273.583, 273.583}; int m5 = 0; float x1, y1,x2,y2,d1, d2,d3, V2, V3, dx, dy, xxcc, yyce, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2, yy2, xx3, yy3, ffff, dp1, dp2, wpp; float ff1, ff2; int ble = 5;
int Sx = 0; int Sy = 0; void setup() {size(3840, 2400, P2D); background(0); frameRate(900); stroke(255, ble); smooth(); for (int i = 0; i < num?2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4 +195;} for (int i = 0; 1 < 24/2; 1++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2
= pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x] -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 ==0) {d1 = 1;} d1li[i] = d1;}} void draw() {m =m +1; if (m == 3) {m =0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a/2)/5 +390; yli[i] = random(b/2)/4
+195;}} for (int ;1 <numl/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = px1i[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxcc = xx; yycc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx
+dy*dy); if (dx == 0) {dx = 0.001:} if (dy == 0) {dy = 0.001:} if ((dx >=0) && (dy >=0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w =
atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2¥24; V3 = atan(w*PI/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff = 0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp
= xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001:} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001:} ff = d3/d2*10; if (ff == 0) {ff = 0.001;} yy2 = sin(f)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff =
min(xx2, yy2); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0) &&
(dy >=0)) {wp1 = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI) +180;} dx = abs(xxcc -xxp); dy = abs(yycc -yyp);
if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {wp2 =
atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp); dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*PI/180)*dp1; if (i == num1/2-1) {fff = (yy-296)*6 +1000; if ((fff < 0) Il (fff
> 960)) {xx = random(a/2)/5 +390;} ffx = fff*1.6; fff = (xx-573)*6 +1000; if ((fff < 0) Il (fff > 640)) {yy = random(b/2)/4 +195;} ffy = fff*1.6 +140; ffy = ((ffy*1.25)*1.7 -200); ffx = ((ffx*1.25 -900)*1.7 +300); point(ffx*8 -Sx*3840, ffy*8 -Sy*2400);} xli[n] = xx; yli[n]
=yy:}} if (m3 == 6400) {saveFrame(, x_########### 1if); m = 0; m3 = 0; background(0); Sx = Sx +1; if (Sx ==4) {Sx =0; Sy = Sy +1; if (Sy ==4) {Sy =0;}}}}

p27: G048:

int m = 0; int m3 = 0; int a = 1024; int b = 768; int num = 150000; float[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; float[] fuli = {386, 647, 414, 233, 378, 529, 159, 452, 332, 491}; float gh = 1/3 +1031; float qv = 1114; int m4 = 0;

float w, xx, yy, dl,d2,d3, d4, d5, xxp, yyp, xx2, yy2, xx3, yy3, 11, x2, y2, ff; int Sx = 0; int Sy = 0; void setup() {size(5760, 3600, P2D); background(0); frameRate(900); stroke(255, 5); smooth(); for (int i = 0; i < num; i++) {wli[i] = random(360); xli[i] = random(a); yli[i]
=random(b);}} vmd draw() {m3 = m3 +1; if (m3 ==200) {m3 = 0; m4 = m4 +1; for (inti = 0; i < num; i++) {xli[i] = random(a); yli[i] = random(b);}} for (int n = 0; n < num; n++) {w = wli[n]; xx = xli[n]; yy = yli[n]; xx = abs(xx -gh); yy = abs(yy -qv); d1 = sqrt(xx*xx
+yy*yy): if (d1 ==0) {d1 =0.01;} xx = abs(xx -fuli[2]); yy = abs(yy -fuli[3]); d2 = sqrt(xx*xx +yy*yy); if (d2 ==0) {d2 =0.01;} xx = abs(xx -fuli[4]); yy = abs(yy -fuli[5]); d3 = sqrt(xx*xx +yy*yy); if (d3 ==0) {d3 =0.01;} xx = abs(xx -fuli[6]); yy = abs(yy -fuli[7]); d4
= sqri(xx*xx +yy*yy); if (d4 == 0) {d4 = 0.01:} xx = abs(xx -fuli[8]); yy = abs(yy -fuli[9]); d5 = sqrt(xx*xx +yy*yy); if (d5 == 0)=~F{d5 = 0.01;} if ((d1 > a/2) Il (d5 > a/4)) {w = w +(abs(d1 -a/2))/200;} if (d2 > a/2) {w = w +(abs(d2 -a/2))/2;} if ((d3 > a/2) Il (dI < a/2)) {w
=w +(abs(d3 +a/2))/200:} if ((d4 > a/2) Il (d2 > a/4)) {w = w +(abs(d4 -a/4))/10;} if (d5 > a/2) {w = w +(abs(d5 +a/4))/10;} xxp = yy +(yy -y2)/d1¥100; yyp = xx +(xx -x2)/d1*100; xx2 = tan(d2/10)*100; yy2 = sin(d2)*100; xx3 = tan(d3/20)*100; yy3 = atan(d3/3)*100; ff
=min(xx2, xx3); if (ff == 0) {ff =0.0001;} xx = xx -(xx -xxp)/ff; ff = max(yy2, yy3); if (ff == 0) {ff =0.0001;} yy = yy -(yy -yyp)/ff; rr = (d1-d2+d3+d4-d5)/min(xx3, yy3); xx = xx +cos(w*PI/180)*rr*2; yy = yy +sin(w*PI/180)*rr*2; wli[n] = w; xli[n] = xx: yli[n] = yy;
xx = xx*18.75 -2775; yy = yy*11.25 -293; point(yy*4.5 -Sx*5760, xx*4.5 -Sy*3600);} if (m4 == 12) {saveFrame(,,x_ ########### tif); m3 = 0; m4 = 0; background(0); for (int i = 0; 1 < num; i++) {wli[i] = random(360); xli[i] = random(a); yli[i] = random(b);} Sx = x
+1;if (Sx == 3) {Sx =0; Sy = Sy +1; if (Sy ==3) {Sy =0:}}}}

p28: GO55b:

int a = 1024;int b = 968; int m3 = 1; int num1 = 20; int num2 = 500000; int m = O; float[] xli = new float[num?2]; float[] yli = new float[num?2]; float[] d11li = new float[num1]; float x1, y1, x2, y2, xx, yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3,d1, d2, d3, dx, dy, xxp, yyp, dd, w, xx2,
yy2, xx3, yy3; int ble = 5; float[] pxli = {771.668, 157.98633, 959.6832, 213.97449, 560.9697, 301.17963, 606.60175, 978.44977, 914.29926, 740.5647, 484.34564, 761.15765, 431.69586, 294 84735, 81.97217, 880.44403, 985.64343, 21.847046, 51.842102, 513.0674};
float[] pyli = {613.59, 340.8331, 377.44574, 620.40656, 547.0483, 701.6352, 527.68475, 327.28088, 295.6781, 119.78992, 397.92725, 535.7667, 59.835384, 504.79767, 329.2586, 550.5575, 335.65576,42.719307, 72.75779, 125.397224}; void setup() {size(770, 1200,
P2D); background(0); frameRate(100); stroke(255, ble); smooth(); for (int i = 0; i < num?2; i++) {xli[i] = random(a); yli[i] = random(b);} for (inti = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*#i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2);
dl = sqrt(dx*dx +dy*dy); if (d1 ==0) {dl = 1;} d1li[i] = d1:}} void draw() {m = m +1; if (m == 10) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a)/2; yli[i] = random(b)/2;}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2¥i]; x2 =
pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff ==
0) {ff =0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/40)*tan(abs(fff)/10); yyp = yy +sin(d3*PI/40)*tan(abs(fff)/10); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff == 0) {ff
=0.001:} yy2 = tan(ff)*200; xx3 = tan(d3/20)*200; yy3 = tan(d3/3)*200; ff = min(xx2, yy2); if (ff == 0) {ff =0.001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.001;} yy = yy +(yy -yyp)/ff; if (i == num1/2 -1) {ffx = ((yy-296)*6 +1000); if ((ffx < 0) Il (ffx
> 1300)) {xx = random(a/2)/2 +300;} ffx = ffx*1.6; ffy = ((xx-573)*6 +1000); if ((ffy < 0) Il (ffy > 640)) {yy = random(b/2)/2 +100;} ffy = ffy*1.6 +160; stroke(m*25, 255-m*25, max(0, 140-m*20), ble); point(ffx/2.7, ffy/2.7 +700);} xli[n] = xx +sin(yy*PI/180*d2/100);
yli[n] = yy +cos(xx*PI/180*d2/100);}} }

p29: GO55a:

int a = 1024; int b = 968; int m3 = I; int num1 = 20; int num2 = 100000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num?2]; float[] d1li = new float[num1]; float[] pxli = {532.43, 389.82, 632.72,224.13,930.31, 790.39, 108.22, 382.93, 387.66, 243.68,
373.45,336.00,335.09,311.08, 796.79,433.14, 1017.56, 958.93,20.09, 804.93}; float[] pyli = {97.09, 386.67, 153.80, 138.69, 416.14, 580.62, 54.33,503.12, 233.78,428.57, 235.35, 117.77,475.99, 381.83, 749.47,483.17, 199.49, 592.13, 175.89, 97.65}; float x1, y 1, x2,
y2, XX, yy, xxc, yyc, ff, fff, ffx, ffy, V2,V3,dl1, d2, d3, dx, dy, xxp, yyp. dd, w, xx2, yy2, xx3, yy3://, m33; int ble = 5; void setup() {size(770, 1200, P2D); background(0); frameRate(100); stroke(255, ble); smooth(); for (int i = 0; i < num2; i++) {xli[i] = random(a); yli[i] =
random(b);} for (int i =0; i < num1/2; i++) {x1 = pxli[2*i]; y | = pyli[2¥i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; dx = abs(x ] -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] =d1;}} void draw() {m = m +1; if (m == 10) {m = 0; m3 = m3 +1; for
(int i = 0; i < num2; i++) {xli[i] = random(a)/2; yli[i] = random(b)/2;}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*#i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx
-x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff =0.001:} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/40)*tan(abs(fff)/10); yyp = yy +sin(d3
*PI/40)*tan(abs(fff)/10); ff = d2/d3*10; if (ff == 0) {ff = 0.001:} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001:} ff = d3/d2*10; if (ff == 0) {ff = 0.001;} yy2 = tan(f)*200; xx3 = tan(d3/20)*200; yy3 = tan(d3/3)*200; ff = min(xx2, yy2); if (ff == 0) {ff = 0.001;} xx = xx
+(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.001;} yy = yy +(yy -yyp)/ff; if (i == num1/2 -1) {ffx = ((yy-296)*6 +1000); if ((ffx < 0) Il (ffx > 1300)) {xx = random(a/2)/2 +300;} ffx = ffx*1.6; ffy = ((xx-573)*6 +1000); if ((ffy < 0) Il (ffy > 640)) {yy = random(b/2)/2
+100;} ffy = ffy*1.6 +160; stroke(m*25, 255-m*25, max(0, 140-m*20), ble); point(ffx/2.7, (ffy/2.7 +700));} xli[n] = xx +sin(yy*PI/180*d2/100); yli[n] = yy +cos(xx*PI/180%*d2/100);} } }

p30: GO11b:

intm=0;int m3 = 1; int a = 1024; int b = 768; int num1 = 6; int num2 = 100000; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[24]; float[] pxli = {0.5320, 77.4540, 654.5180, 238.6430, 664.6770, 243.7950, 42.2460, 798.0770, 190.2030,
65.3640, 654.5180, 238.6430, 77.4540, 0.5320, 0.5320, 774540, 654.5180, 238.6430, 664.6770, 243.7950, 42.2460, 798.0770, 190.2030, 65.3640}; float[] pyli = {95.1440, 139.5750, 189.5540, 101.7390, 275.2290, 657.3730, 759.7260, 263.7330, 273.5830, 144.7390,
139.5750,95.1440, 189.5540, 101.7390, 95.1440, 139.5750, 189.5540, 101.7390, 275.2290, 657.3730, 759.7260, 263.7330, 273.5830, 273.5830}; int m5 = 0; float x1, y1,x2, y2,d1,d2,d3, V2, V3, dx, dy, xxcc, yyce, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2
yy2 xx3, yy3, ffff, dp1, dp2, wpp; float ff1, ff2, fr, fb, fg; int ble = 5; int Sx = 1; int Sy = 0; void setup() {size(5520, 3600, P2D); background(255); frameRate(900); stroke(0, ble); %mooth() for (int i = 0; 1 < num2; i++) {xli[i] = random(a)/7; yli[i] = random(b)/Z } for (mt
1=0:1<24/2; i+4) {x1 = pxli[2*i]; yl = py11[2*1] x2 = pxli[2*¥i+1]; y2 = py11[2*1+1] dx = abs(x1 -x2); dy = abs(yl -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 == 0) {d1 = 1;} d1li[i] = d1:}} void draw() {m =m +1; if (m==3) {m =0; m3 =m3 +1; for (inti=0;1i<num2;
i++) {xli[i] = random(a)/7 +390; yli[1] = random(b)/2 +60;} } for (inti=0; 1 < num1/2; i++) { x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; for (int n = 0; n < num2; n++) {xx = xll[n] yy = yli[n]; xxcc = xx; yyce = yy; dx = abs(xx -x1); dy
= abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001:} if ((dx >=0) && (dy >=0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w
= atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180:} V2 = sin(w*PI/3); d2 = d2 +V2%24; V3 = atan(w*P1/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff =0.001;}
XX = XX -(xx -X2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001:} ff = d3/d2*10; if (ff == 0) {ff = 0.001;} yy2 =
sin(ff)*200; xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, yy2); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff =0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx ==
0) {dx =0.001:} if (dy == 0) {dy = 0.001;} if ((dx >=0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wpl = atan(dy/
dx)*(180/PI) +180;} dx = abs(xxcc -xxp); dy = abs(yycc -yyp); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI) +180:} if ((dx <
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0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI):} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI):} if ((dx >= 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp): dp2 =
sqrt(dx*dx +dy*dy): Xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*PI/180)*dp1; if (i == num1/2-1) {fff = (yy-296)¥6 +1000; if (fff < -1000) Il (fff> 1760)) {xx = random(a)/6 +390:} ffx = fff*1 6; ff = (xx-573)%6 +1000: if ((£ff < -400) Il (£ff > 640)) {yy = random(b)/2
+60:} ffy = P16 +140; ffy = ((Efy*1.25)*1.7 -200); ffx = ((ffx*1.25 -900)*1.7 +300); fff = abs(xxcc-xx)*abs(yycc-yy)*10/3; fr = min(255, max(0, random(abs(V2)*1600)*fff)); fg = 0; fb = min(255, max(0, random(V3*160)*fff)); stroke(fr, fg, fb, ble); point((-450
~ffx/2+random(V2*60)*£f)#12-Sx 5520, (950 -ffy/2 +random(V3* 10Y*£ff)*12-Sy*3600):} xli[n] = xx: yli[n] = yy:}} if (m3 == 25%10*12%12 {saveFrame(,x_ ########### tif*); m = 0; m3 = 0; background(255); Sx = Sx +1; if (Sx == 4) {Sx = 0; Sy = Sy +1; if (Sy ==
3){Sy=0:}}1}}

p31: GOl1la:

intm=0;int m3 = I; int a=1024; int b= 768; int num1 = 6; int num2 = 100000; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d11i = new float[24]; float[] pxli = {0.5320, 77.4540, 654.5180, 238.6430, 664.6770, 243.7950, 42.2460, 798.0770, 190.2030,
65.3640, 654.5180, 238.6430, 77.4540, 0.5320, 0.5320, 774540, 654.5180, 238.6430, 664.6770, 243.7950, 42.2460, 798.0770, 190.2030, 65.3640}; float[] pyli = {95.1440, 139.5750, 189.5540, 101.7390, 275.2290, 657.3730, 759.7260, 263.7330, 273.5830, 144.7390,
139.5750, 95.1440, 189.5540, 101.7390, 95.1440, 139.5750, 189.5540, 101.7390, 275.2290, 657.3730, 759.7260, 263.7330, 273.5830, 273.5830}; int m5 = 0; float x1, y1,x2,y2,d1,d2,d3, V2, V3, dx, dy, xxcc, yyce, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2,
yy2,xx3, yy3, ffff, dpl, dp2, wpp; float ff1, ff2, fr, fb, fg: int ble = 5; int Sx = 0; int Sy = 3; void setup() {size(5520, 3600, P2D); background(255); frameRate(900); stroke(0, ble); smooth(); for (int i = 0; i < num?2; 1++) {xli[i] = random(a)/7; yli[i] = random(b)/2;} for (int i
=0;1<24/2; i++) {x1 = pxli[2¥i]; yI = pyli[2*¥i]; X2 = pxli[2¥i+1]; y2 = pyli[2¥i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 ==0) {dI = 1;} d1li[i] = d1;}} void draw() {m = m +1; if (m == 3) {m =0; m3 = m3 +1; for (int i = 0; i < nuM2; i++)
{xli[i] = random(a)/7 +390; yli[i] = random(b)/2 +60;} } for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; X2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxcc = xx; yycc = yy; dx = abs(xx -x1); dy = abs(yy
-y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/
dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2%24; V3 = atan(w*P1/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff =0.001;} xx = xx
-(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff == 0) {ff =0.001;} yy2 = sin(ff)*200;
xx3 = tan(d3/20)*200; yy3 = atan(d3/3)*200; ff = min(xx2, yy2); if (ff == 0) {ff = 0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =
0.001;} if (dy == 0) {dy = 0.001;} if ((dx >= 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wp1 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp1 = atan(dy/dx)*(180/PI);} if ((dx >= 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI)
+180;} dx = abs(xxcc -xxp); dy = abs(yycc -yyp); if (dx == 0) {dx =0.001;} if (dy == 0) {dy = 0.001;} if ((dx >=0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/
dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp); dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*Pl/180)*dpl; if (i =
numl/2-1) { fff = (yy-296)*6 +1000; if ((fff <-1000) Il (fff > 1760)) {xx = random(a)/6 +390;} ffx = fff*1.6; fff = (xx-573)*6 +1000; if ((fff < -400) Il (fff > 640)) {yy = random(b)/2 +60;} ffy = fff*1.6 +140; ffy = ((ffy*1.25)*1.7 -200); ffx = ((ffx*1.25 -900)*1.7 +300); fff
= abs(xxce-xx)*abs(yycc-yy)*10; fr = min(255, max(0, random(abs(V2)*1600)*fff)); fg = 30; fb = min(255, max(0, random(V3*160)*fff)); stroke(fr, fg, fb, ble); point((-450 -ffx/2+random(V2+#60)*fff)*12-Sx*5520, (950 -ffy/2 +random(V3*10)*fff)*12-Sy*3600);} xli[n]
=xx; yli[n] = yy:} } if (m3 == 25%10%12%12) {saveFrame(,x_ ########### 1if); m = 0; m3 = 0; background(255); Sx = Sx +1; if (Sx ==2) {Sx =0; Sy = Sy +1; if (Sy ==4) {Sy =0:}}}}

p32: HOO4_griin (x4):

int aa = 1920; int bb = 1200; int m = 0; int num = aa; float[] rli = new float[num]; float[] wli = new float[num]; float[] nli = new float[num]; int 1, f2; float ww, rr, rrr, ff, fff, nn, xx, yy, f, m2, m3, fx1, fy1, fx2, fy2, fx, fy; PImage schwarz, rot, bg; float rrmax, fak, faki; float[]
m2li =new float[num]; float[] m3li = new float[num]; String[] pp01 = new String[bb]; float[] sortwoli = {15,27,36,49,253,254,256,262,282,283,418,420,627,637,822,831,967,982,992,999, 1003, 1014, 1018, 1026, 1028, 1029, 1114}; float[] sortwocli = {15,27, 36,
49,253,254,256,262,282,283,418,420,627,637,822,831,967,982,992,999, 1003, 1014, 1018, 1026, 1028, 1029, 1114}; float dd_BEAM_sort, dd_sort_sortc, sortwo, sortwoc; float[] PP1xli = new float[bb];//set of punkts 1 float[] PP1yli = new float[bb]; float[] PP2xli
=new float[bb]; float[] PP2yli = new float[bb]; float[] PP3xli = new float[bb]; float[] PP3yli = new float[bb]; float[] PPxli = new float[bb]; float[] PPyli = new float[bb]; float[] PPxcli = new float[bb]; float[] PPycli = new float[bb]; float[] Mwli = new float[bb]; float[] Msli =
new float[bb]; float PPx, PPy; float PP1x, PPly, PP2x, PP2y, PP3x, PP3y, Mw, Ms, dx, dy, PPxc, PPyc; float MM = 0; int numBEAM = 10; float[] BEAMXxIi = new floatinumBEAM]; float[] BEAMxsli = new floatfnumBEAM]; float[] BEAMstatli = new float(numBEAM];
float[] BEAMstatmaxli = new floatfnumBEAM]; float[] BEAMwaxwaneli = new floatinumBEAM]; float[] BEAMinfluwhatli = new floatinumBEAM]; float[] BEAMinflustrongli = new floatinumBEAM]; float BEAMx, BEAMxs, BEAMstat, BEAMstatmax, BEAMin-
fluwhat, BEAMinflustrong, BEAMwaxwane; float FF, FFsum1, FFsum2, dd; float PP2_fak = 100; float PP3_fak = 100; float MIM2w = 0; float MIM2w?2 = 0; void setup() {size(1920, 1080); bg = loadImage(,,.bg.png*); image(bg, 0, 0, 1920, 1200); stroke(100, 130, 255,
160); smooth(); for (int i = 0; i < num; i++) {rli[i] = i; wli[i] = i; nli[i] = 1; m2li[i] = 0; m3li[i] = 0;} schwarz = loadImage(,,m058_schwarz4.jpg*); rot = loadImage(,,m058_rot_ GRUEN_FINAL jpg“); rrmax = 5.5; pp01 = loadStrings(,.lines01.txt*); for (int i = 0; i < bb; i++)
{String[] pieces = split(ppO1[i], ,\t*); PP1xli[i] = int(pieces[0]); PP1yli[i] = int(pieces[1]); PPxli[i] = int(pieces[0]); PPyli[i] = int(pieces[1]);} pp01 = loadStrings(,,lines05.txt“); for (int i = 0; i < bb; i++) {String[] pieces = split(ppO1[i]. ,\\t*); PP2xli[i] = int(pieces[0]); PP2xli[i]
= int(pieces[1]);} pp01 = loadStrings(,,lines08.txt“); for (int i = 0; i < bb; i++) {String[] pieces = split(pp01[i], ,\\t*); PP3xli[i] = int(pieces[0]); PP3xli[i] = int(pieces[1]);} for (int i = 0; i < bb; i++) {Mwli[i] = 0; Msli[i] = 0;} for (int i = 0; i < numBEAM; i++) {BEAMXxli[i]
= random(aa)*0.9 -100; BEAMxsli[i] = random(1)/4; BEAMstatli[i] = 1; BEAMstatmaxli[i] = random(300); BEAMwaxwaneli[i] = 0; BEAMinfluwhatli[i] = min(3, int(random(3)+1)); BEAMinflustrong = random(30)-6; if (BEAMinflustrong == 0) {BEAMinflustrong =
0.001;} BEAMinflustrongli[i] = BEAMinflustrong;}} void draw() {for (int iii = 0; iii < bb; iii++) {PPx = PPxli[m]; PPy = PPyli{m]; PPxc = PPxcli[m]; PPyc = PPycli[m]; PP1x = PP1xli[m]; PP1y = PP1yli[m]; PP2x = PP2xli[m]; PP2y = PP2yli[m]; PP3x = PP3xli[m]; PP3y =
PP3yli[m]; Mw = Mwli[m]; Ms = Msli[m]; PPx = PP1x -(PP1x -PP2x)/PP2_fak -(PP1x -PP3x)/PP3_fak -sin(M1M2w*PI/180*10)*(88 +PP2_fak/2) -sin(M1M2w2*PI/180%10)*100; PPy = PP1y -(PP1y -PP2y)/PP2_fak -(PP1y -PP3y)/PP3_fak -sin(M IM2w*PI/180%3)*(98
+PP3_fak/2) -cos(M1M2w2*PI/180*10)*100; dx = (PPxc -PPx); dy = (PPyc -PPy); Ms = dist(PPxc, PPyc, PPx, PPy); Ms = Ms*0.95; if (dx == 0) {dx =0.001;} if (dy == 0) {dy = 0.001;} if ((dx >= 0) && (dy >=0)) {Mw = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy
>=0)) {Mw = atan(dy/dx)*(180/PI) +360;} if ((dx < 0) && (dy < 0)) {Mw = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {Mw = atan(dy/dx)*(180/PI) +180;} PPx = PPx +cos(Mw*PI/180)*Ms; PPy = PPy +sin(Mw*PI/180)*Ms; PPxc = PPx; PPyc = PPy; Mwli[m]
=Mw: Msli[m] = Ms; PPxli[m] = PPx; PPyli[m] = PPy; PPxcli[m] = PPxc; PPyclilm] = PPyc; PPx = PPx/80; PPy = max(1, (PPy -75)/2); m = m +1; for (int i = 0; i < num; i++) {ww = wli[il; rr = rli[i]; rrr = max(1, rr); fff = (100*ww-rr)/PPy; fff = min(255, ff); tint(255,
255,255, fff +random(m)/(max(1, fff ))); image(rot, i-1, m-1); nn = nll[l] if mn==1) {rr=rr +1;if (cr > i) {nn = 3;}} if (nn == 2) {gr =11 -1; if (rr < 0) {rr = abs(rr); nn = 1;}} if (nn ==4) {ww = ww -1; if (ww < i) {ww = ww +2%i; nn = 2;}} if (nn == 3) {ww = ww +1; if
(ww > i) {rr = rr/i; nn = 4;}} FFsum1 = 0; FFsum2 = 0; for (int ii = 0; ii < numBEAM; ii++) {BEAMx = BEAMxli[ii]; BEAMstat = BEAMstatli[ii]; BEAMstatmax = BEAMstatmaxli[ii]; BEAMwaxwane = BEAMwaxwaneli[ii]; BEAMinfluwhat = BEAMinfluwhatli[ii];
BEAMinflustrong = BEAMinflustrongli[ii]; if (BEAMinfluwhat == 2) Il (BEAMinfluwhat == 3)) {dd = abs(BEAMXx -i); FFsum2 = FFsum2 + BEAMwaxwane*BEAMinflustrong/max(1, sqrt(dd))*30;}} ww = ww*(0.98) +(360/max(1, 1))*0.02; if (ww > 360) {ww = ww
-360;} if (ww < 0) {ww = ww +360;} rr = max(rrmax, rr); fff = (600+rr)*(600-rr)/4000/i -0.01%i; rr = rr +fff +PPx; ww = ww +fff +PPx; xx = (1100 -FFsum2*2) +cos(ww*PI/180)*rr; yy = 10 +384 +sin(ww*PI/180)*rr; ff = rr/40; f = abs(384-yy); if (f == 0) {f= 1.} fff =
abs(abs(512-xx)/f)*7; fff = min(255, fff); tint(255, 255, 255, fff); image(schwarz, i-1, m-1); rli[i] = rr; wli[i] = ww; nli[i] = nn;}} for (int i = 0; i < sortwoli.length; i++) {if (sortwoli[i] == m) {nli = sort(nli);} } saveFrame(); for (int i = 0; i < num; i++) {rli[i] = i; wli[i] = i; nli[i]
= 1; m2li[i] = 0; m3li[i] = 0;} m = 0; for (int i = 0; i < numBEAM; i++) {BEAMx = BEAMXxli[i]; BEAMxs = BEAMXxsli[i]; BEAMstat = BEAMstatli[i]; BEAMstatmax = BEAMstatmaxli[i]; BEAMwaxwane = BEAMwaxwaneli[i]; BEAMinfluwhat = BEAMinfluwhatli[i];
BEAMinflustrong = BEAMinflustrongli[i]; sortwo = sortwoli[i]; sortwoc = sortwocli[i]; dd_BEAM_sort = BEAMXx -sortwo; if (dd_BEAM_sort < 100 +i*10) {sortwo = sortwo -(sortwo -BEAMx)/max(2, dd_BEAM_sort);} dd_sort_sortc = sortwoc -sortwos, if (dd_sort_sortc
==0) {dd_sort_sortc = 0.001;} sortwo = sortwo -(sortwo -sortwoc)/dd_sort_sortc; sortwoli[i] = sortwo; PP2_fak = max(20, PP2_fak *0.8); PP3_fak = max(20, PP3_fak *0.7); if (random(1000) < 1) {PP2_fak = min(100, PP2_fak*1.3);} if (random(2000) < 1) {PP3_fak =
min(100, PP3_fak*1.4);} if (random(1000) < 1) {PP2_fak = min(3, PP2_fak/1.2);} if (random(2000) < 1) {PP3_fak = min(3, PP3_fak/1.4);} MIM2w = MIM2w +0.067; if (MIM2w > 360) {MIM2w = MIM2w -360;} MIM2w2 = MIM2w2 +0.03; if (MIM2w2 > 360)
{MIM2w2 = MIM2w2 -360;} BEAMx = BEAMx +BEAMxs; if (BEAMXx < aa) {BEAMwaxwane = BEAMwaxwane +0.1;} if (BEAMstat > BEAMstatmax*0.75) Il (BEAMXx > aa)) {BEAMwaxwane = max(0, BEAMwaxwane -0.15);} BEAMstat = BEAMstat +1; if (BE-
AMstat > BEAMstatmax) {BEAMx = random(aa)*0.9 -100; BEAMxs = random(1)/4; BEAMstat = 1; BEAMstatmax = random(300); BEAMinfluwhat = min(3, int(random(3)+1)); BEAMinflustrong = random(30)-6; if (BEAMinflustrong == 0) {BEAMinflustrong =0.001:}
BEAMwaxwane = 0;} BEAMXxIi[i] = BEAMx; BEAMXxsli[i] = BEAMxs; BEAMstatli[i] = BEAMstat; BEAMstatmaxli[i] = BEAMstatmax; BEAMwaxwaneli[i] = BEAMwaxwane; BEAMinfluwhatli[i] = BEAMinfluwhat; BEAMinflustrongli[i] = BEAMinflustrong;} }

in 920; int bl 20 int num float gh, qv; int f1, 2; float ghd, qvd, ww, r, rr, ff, fff, nn, xx, yy, f, m2, m3, fx1 fy] x2, fy2, fx, fy; ﬂ()dt[] nli = new float[aa]; PImage schwarz; PImage rot; float rrmax, fak, faki; float MM = 1731; String[] pp01 = new
String[bb]; void setup() {size(1920, 1200); background(0); stroke(100, 130, 255, 160); for (int i = 0; i < num; i++) {rli[i wli[i] =1; m21|[1j 0 m311[1] =0;if (i==0) {nli[i] = 1;} else {nli[i] = 2;} } schwarz = loddlmdge( m058_: schwarz jpg’); rot= loddlmdge( mO058_rot.
jpg™); rrmax = 5.5;} void draw() {gh = qhli[m]; qv = qvli[m]; m = m +1; for (int i = 0; i < num; i++) {ww = wli[i]; rr = 1; rrr = max(1, rr); fff = (100*ww- rr)/qu fff = min(255, fff); tint(255, 255, 255, fff); image(rot, i-1, m-1); nn = nli[i]; if (nn == 1) {rr = rr +1; if (rr >
1) {nn=3;}}if (nn == 2) {rr =11 -1; if (rr < 0) {rr = abs(rr); nn = 1;}} if (nn == 4) {ww = ww -1; if (ww < 1) {ww = ww +2%i; nn = 2;} } if (nn == 3) {ww = ww +1; if (ww > i) {rr = rr/i; nn = 4;}} ww = ww*0.98 +(360.0/max(] )*0.02; if (ww > 360) {ww = ww -360;}
if (ww < 0) {ww = ww +360;} rr = max(rrmax, rr); fff = (300+rr)*(300-rr)/2000.0/i -0.01*i; rr = rr +fff +qhd; ww = ww +fff +qhd; xx = 512 +cos(ww*PI/180.0)*rr; yy = 384 +sin(ww*PI/180.0)*rr; ff = 11/40.0; f = abs(384-yy); if (f == 0) {f = 1;} fff = abs(abs(512-xx)/)*7;
fff = min(255, fff); tint(255, 255, 255, fff); image(schwarz, i-1, m-1); m2 = m2li[i] +1 +ww/10000.0; m2li[i] = m2; stroke(100, 130, 255, max(0, min(255, abs(sin(MM/100.0 +1)*120)))); point(i-1, m2-1); m3 = m3li[i] +1 +rr/10000.0; m3li[i] = m3; stroke(255, 255, 255,
max(0, min(255, abs(sin(m/70.0 +MM/100.0)*120)))); point(i-1, m3-1); rli[i] = rr; wli[i] = ww; nli[i] = nn;} for (int i = 0; i < sortwhenli.length; i++) {if (sortwhenli[i] == m) {nli = sort(nli);}} if (m == bb) {saveFrame(); exit();} }

p34: HO17

inta= 1920 int b = 1080; int num = 1; int pnum = 10; float xx = 50; float yy = 1100; float ww = 20; float ss = 10; float[] pxli = new float[pnum]; float[] pyli = new float[pnum]; float xxc, yyc, xd, yd, px, py, dd, pw, ddd, dmin; int welches, welches_0; float xstart = 0; float
ystart = 0; int m = 0; float F1k = &; ﬂodt m6_flk = 174; float m6 = 174; String m6_; float F3k; float F4k = 120; float mww = 0 +174*0.5; int Sx = 0; int Sy = 0; int PIPI = 1; void setup() {size(3840, 2160, P2D); background(0); frameRate(990); smooth(); stroke(255, 200);
pxli[0] = ]195.5654; pxli[1]



=269.38135; pxli[2] = 1207.12; pxli[3] 694.8529; pxli[4] = 881.7024; pxli[5] = 393.77234; pxli[6] = 20.430908; pxli[7] = 954.74; pxli[8] = 1127.3638; pxLi[9] = 869.24805;} void draw() {for (int i = 0; i <a*130*4; i++) {machmach();}} void machmach() {for (int n =
0; n < 10; n++) {XXC = XX; yyc = yy; Xx = Xx +cos((ww+ss/30)*PI/180)*ss; yy = yy +sin((ww+ss/30)*PI/180)*ss; dmin = 10000; for (int i = 0; i < pnum; i++) {px = pxli[i]; py = pxli[i]; xd = (xx -px); yd = (yy -py): dd = sqrt(xd*xd +yd*yd); if (xd == 0) {xd = 0.0001:} if
((xd>0) && (yd > 0)) {pw = atan(yd/xd)*(lSO/PI) +180:} if ((xd < 0) && (yd > 0)) {pw = atan(yd/xd)*(180/PI) +360;} if ((xd < 0) && (yd < 0)) {pw = atan(yd/xd)*(180/PI);} if ((xd > 0) && (yd < 0)) {pw = atan(yd/xd)*(180/PI) +180;} pw = pw +30; ddd = max(1, (100/
dd*dd)); xx = xx +cos(pw*PI/180)*ddd; yy = yy +sin(pw*PI/180)*ddd; if (dd < dmin) {F3k = max(1, dmin -dd); dmin = dd; welches = max(1, min(10, i +1));} } xd = (xxc -xx); yd = (yyc -yy); ss = sqrt(xd*xd +yd*yd) *0.8; if (xd == 0) {xd =0.0001;} if ((xd > 0) && (yd >
0)) {ww = atan(yd/xd)*(180/PI) +180;} if ((xd < 0) && (yd > 0)) {ww = atan(yd/xd)*(180/PI) +360;} if ((xd < 0) && (yd < 0)) {ww = atan(yd/xd)*(180/PI);} if ((xd > 0) && (yd < 0)) {ww = atan(yd/xd)*(180/PI) +180;}} if (PIPI <= 4) {if (welches == 1) {stroke(min(255,
155+ss), 100, 170, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 2) {stroke(255, 100, 0, max(0, min(255, 2550000/F1k/F3k*F4k)));} if (welches == 3) {stroke(min(255, 155+ss), 80, 100, max(0, min(255, 2550000/F1k/F3k*F4k)));} if (welches == 4) {stroke(255,
100, 100, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 5) {stroke(255 -random(50), 255 -random(20), 255 -random(10), max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 6) {stroke(255, 100, 155, max(0, min(255, 255/F1k*2/F3k*F4k)));} if (welches == 7)
{stroke(255, 255, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 8) {stroke(min(255, ss), 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 9) {stroke(255, 255, 255, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 10) {stroke(min(255, 50+ss),
45, 44, max(0, min(255, 255/F1k/F3k*F4k))):} } if ((PIPI > 4) && (PIPI <= 8)) {if (welches == 1) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 2) {stroke(0, 0, 0, max(0, min(255, 2550000/F1k/F3k*F4k)));} if (welches == 3) {stroke(0, 0, 0,
max(0, min(255, 2550000/F1k/F3k*F4k)));} if (welches == 4) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 5) {stroke(255 -random(50), 255 -random(20), 255 -random(10), max(0, min(255, 255/F1k/F3k*F4k*4)));} if (welches == 6) {stroke(0,
0,0, max(0, min(255, 255/F1k*2/F3k*F4k)));} if (welches == 7) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 8) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if (welches == 9) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} if
(welches == 10) {stroke(0, 0, 0, max(0, min(255, 255/F1k/F3k*F4k)));} } point(xstart*4 -Sx*3840, ystart*4 -Sy*2160); xstart = xstart +1/F1k; if (xstart > a) {xstart = 0; ystart = ystart +1/F1k; if (ystart > b) {saveFrame(PIPI+“.tif**); PIPI = PIPI +1; if (PIPI == 9) {exit();}
Sx = Sx +1;if (Sx ==2) {Sx =0; Sy = Sy +1; if (Sy ==2) {Sy = 0:}} ss = 10; background(0); xstart = 0; ystart = 0;} } xx = xstart; yy = ystart; ss = ss +1000; ww =20 +mww:}

p35: HO13:

int m = 0; int m3 = 1; int a = 1024; int b = 768; int num1 = 6; int num2 = 1000000; float[] xli = new float[num2]; float[] yli = new float[num?2]; float[] d11i = new float[24]; float[] pxli = {243.795, 243.246, 243.077, 243.203, 243.364, 654.518, 238.643, 243 454, 0.532,
0.532,243.454,243.518, 243.643, 664.677, 243.795, 42.246, 798.077, 190.2030, 65.364, 0.532, 77.454, 654.518, 238.643, 664.677}; float[] pyli = {95.144, 139.575, 189.554, 95.739, 95.229, 95.373, 95.726, 95.733, 95.583, 95.739, 95.575, 95.144, 95.554, 101.7390,
95.144,139.575, 189.554, 101.739, 275.229, 657.373,759.726, 263.733, 273.583, 273.583}; int m5 = 0; float x1, y1, x2, y2,d1,d2,d3, V2, V3, dx, dy, xxcc, yycc, wpl, wp2, xx, yy, dd, w, ff, ffx, ffy, fff, xxp, yyp, xx2, yy2, xx3, yy3, ffff, dp1, dp2, wpp; float ff1, ff2, fr, fb,
fg: int ble = 5; int Sx = 0; int Sy = 0; void setup() {size(5520, 3600, P2D); background(0); frameRate(900); stroke(0, ble); smooth(); for (int i = 0; i < num?2; i++) {xli[i] = random(a)/7; yli[i] = random(b)/2;} for (int i = 0; i < 24/2; i++) {x1 = pxli[2*i]; yI = pyli[2*i]; x2 =
px11[2*1+1] y2 pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy):if (d1 ==0) {d1 = 1;} d1li[i] = d1;}} void draw() {m = m +1; if (m == 3) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a)/7 +390; yli[i] = random(b)/2 +60;}}
for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2¥i+1]; y2 = pyli[2¥i+1]; d1 = d1li[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxcc = xx; yycc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dd = sqrt(dx*dx
+dy*dy); if (dx == 0) {dx = 0.001:} if (dy == 0) {dy = 0.001:} if ((dx >=0) && (dy >=0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w =
atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); d2 = d2 +V2¥24; V3 = atan(w*PI/9); d2 = d2 +V3*100; dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff == 0) {ff = 0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp
= xx +cos(d3*PI/10)*tan(abs(fff)); yyp = yy +sin(d3*PI/10)*tan(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/2)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff == 0) {ff = 0.001;} yy2 = sin(f)*200; xx3 = tan(d3/2)*200; yy3 = atan(d3/3)*200; ff =
min(xx2, yy2); if (ff == 0) {ff =0.0001;} xx = xx +(xx -xxp)/ff; ff = min(yy3, xx3); if (ff == 0) {ff = 0.0001;} yy = yy +(yy -yyp)/ff; dx = abs(xxcc -xx); dy = abs(yycc -yy); dpl = sqrt(dx*dx +dy*dy); if (dx == 0) {dx = 0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) &&
(dy >=0)) {wp1 = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >=0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {wpl = atan(dy/dx)*(180/PI) +180;} dx = abs(xxcc -xxp); dy = abs(yycc -yyp);
if (dx == 0) {dx = 0.001;} if (dy == 0) {dy = 0.001:} if ((dx >=0) && (dy >=0)) {wp2 = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >= 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {wp2 = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {wp2 =
atan(dy/dx)*(180/PI) +180;} wpp = min(wpl, wp2); wpp = wpp +tan(wp1)*10; dx = abs(xx -xxp); dy = abs(yy -yyp): dp2 = sqrt(dx*dx +dy*dy); xx = xx +cos(wpp*PI/180)*dp1; yy = yy +sin(wpp*PI/180)*dp1; if (i == num1/2-1) { fff = (yy-296)*6 +1000; if ((fff < -1000)
Il (fff > 1760)) {xx = random(a)/6 +390;} ffx = fff*1.6; fff = (xx-573)*6 +1000; if ((fff < -400) Il (fff > 640)) {yy = random(b)/2 +40;} ffy = fff*1.6 +140; ffy = ((ffy*1.25)*1.7 -200); ffx = ((ffx*1.25 -900)*1.7 +300); fff = abs(xxcc-xx)*abs(yycc-yy)*10; fr = min(255, max(0,
random(abs(V2)*1600)*fff)); fg = 30; fb = min(255, max(0, random(V3*160)*fff)); stroke(fr, fg, b, ble); point((-450 -ffx/2+random(V2#60)*fff)*12-Sx*5520, (950 -ffy/2 +random(V3*10)*fff)*12-Sy*3600);}xli[n] = xx; yli[n] = yy;}} if (m3 == 6000) {saveFrame(); m
=0; m3 = 0; background(0); Sx = Sx +1; if (Sx ==2) {Sx =0; Sy = Sy +1; if (Sy ==4) {Sy =0:}}}}

p36: HO15:

inta=1024; int b =768; int m3 = I; int num1 = 6; int num2 = 100000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num?2]; float[] d11i = new float[num1]; float[] pxli = {956.07, 630.48, 740 .48, 630.16,298.07, 174.77}; float[] pyli = {618.41,291.94,439 44,
282.17,25.31,602.23}; float x1, y1, x2,y2, xx, yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3,dl1, d2, d3, dx, dy, Xxp, yyp, dd, w, xx2, yy2, xx3, yy3, ffff; int ble = 5; float fek =200 void setup() {size(1920, 800, P2D); background(0); frameRate(100); stroke(255, ble) smooth(); for
(inti=0;i<num2; i++) {xli[i] = rand&)m(a*S)/ZO +250; yli[i] = random(b*5)/60 +227;} for (inti=0; i < num1/2; i++) {x1 = pxli[2*i]; yI = pyli[2*i]; x2 = pxli[2¥i+1]; y2 = pyli[2*i+1]; dx = abs(x] -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (d1 ==0) {d1 = 1;}
d1li[i] = d1;}} void draw() {m = m +1;

fek = 200 +100*m; if (m == 3) {m = 0 m3 =m3 +1; for (int i = 0; i < num2; i++) {xli[i] = random(a*5)/20 +250; yli[i] = random(b*5)/60 +227;}} for (int i = 0; i < num1/2; i++) { x1 = pxli[2*i]; y1 = pyli[2*¥i]; x2 = pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d1li[i]; d1 =
sin(d1/100)*10; for (int n = 0; n < num2; n++) {xx = xll[n] yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); d2 = tan(d2/30)*10; dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy =0.001:} if ((dx >=0) &&
(dy >=0)) {w = atan(dy/dx)*(180/PI) +180:} if ((dx < 0) && (dy >=0)) {w = atan(dy/dx)*(180/PI);} if ((dx < 0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} V2 = sin(w*PI/3); V3 = atan(w*PI/9); dx = abs(xx
-x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); d3 = tan(d3/100)*(10+10*m); if (d1 == 0) {d1 = 1;} xx = xx -(xx -x2)/d1; yy = yy -(yy -y2)/d1; fff = d2/10; xxp = xx +cos(d3*PI/10)*log(abs(fff)); yyp = yy +sin(d3*PI/10)*log(abs(fff)); ff = d2/d3*10; if (ff == 0) {ff =
0.001;} xx2 = tan(ff/100)*fek; ffff = d2; if (ffff == 0) {ffff = 0.001;} ff = d3/fffF*10; if (ff == 0) {ff = 0.001;} yy2 = sin(ff)*fek; xx3 = cos(d3/2)*fek; yy3 = atan(d3/30)*fek; ff = min(xx2, xx3); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/log(abs(ff)); ff = max(yy2, yy3);
if (ff == 0) {ff = 0.001;} yy = yy +(yy -yyp)/log(abs(ff)); ff = min(xx2, xx3); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/log(abs(ff)); ff = max(yy2, yy3); if (ff == 0) {ff = 0.001;} yy = yy +(yy -yyp)/log(abs(ff)); if (i == num1/2 -1) {ffx = (xx*14.4 -5601.2)*3.16; ffy =
(yy*14.4 -1812.4)*3.16; dx = abs(xxc -xx); dy = abs(yyc -yy); dd = sqrt(dx*dx +dy*dy); if (dx == 0) {dx =0.001;} if (dy == 0) {dy =0.001;} if ((dx >=0) && (dy >=0)) {w = atan(dy/dx)*(180/PI) +180;} if ((dx < 0) && (dy >= 0)) {w = atan(dy/dx)*(180/PI);} if ((dx <
0) && (dy < 0)) {w = atan(dy/dx)*(180/PI);} if ((dx >=0) && (dy < 0)) {w = atan(dy/dx)*(180/PI) +180;} stroke(200, sin(w)*200, min(255, max(0, tan(w)*450)), ble); point(ffx/6 +700, ffy/6 +75);} xli[n] = xx; yli[n] = yy;}} if (m3 == 200){saveFrame(, x_############.
tif); m3 = 0; m = 0; background(0);} }

p37: HO14:

int a = 1024; int b = 968; int m3 = I; int num1 = 20; int num2 = 100000; int m = 0; float[] xli = new float[num2]; float[] yli = new float[num2]; float[] d1li = new float[num1]; float[] pxli = {593 .46, 601.9, 299.68, 402.07, 1022.47, 222 .8, 785.85, 899.82, 279.21, 504 24,
509.38, 564.85, 732.8, 494.14, 530.59, 741.98, 158.12, 327.13, 493.56, 991.98}; float[] pyli = {479, 140.01, 277.59, 436.61, 337.91, 365.87, 722.26, 445.89, 168.37, 538.59, 762.85, 315.38, 371.73, 340.24, 364.68, 456.22, 318.3, 617.37, 497.87, 290.86}; float x1, y1,
X2,y2, xx, yy, xxc, yyc, ff, fff, ffx, ffy, V2, V3, d1, d2, d3, dx, dy, xxp, yyp, dd, w, xx2, yy2, xx3, yy3; int ble = 5; int m4 = 0; float FOK; int Sx = 0; int Sy = 0; void setup() {size(3840, 2400, P2D); background(0); frameRate(100); stroke(255, ble); smooth(); for (int i =
0; i < num2; i++) {xli[i] = random(a)/3 -170; yli[i] = random(b) -400;} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2*i]; x2 = pxli[2¥i+1]; y2 = pyli[2*i+1]; dx = abs(x1 -x2); dy = abs(y1 -y2); d1 = sqrt(dx*dx +dy*dy); if (dI == 0) {dl = 1;} d1li[i] =d1;}}
void draw() {m4 = m4 +1; if (m4 == 8) {m4 = 0;} FOK = m4#0.25 +0.25; m = m +1; if (m == 8) {m = 0; m3 = m3 +1; for (int i = 0; i < num?2; i++) {xli[i] = random(a)/3 -170; yli[i] = random(b) -400;}} for (int i = 0; i < num1/2; i++) {x1 = pxli[2*i]; y1 = pyli[2¥i]; x2 =
pxli[2*i+1]; y2 = pyli[2*i+1]; d1 = d11i[i]; for (int n = 0; n < num2; n++) {xx = xli[n]; yy = yli[n]; xxc = xx; yyc = yy; dx = abs(xx -x1); dy = abs(yy -y1); d2 = sqrt(dx*dx +dy*dy); dx = abs(xx -x2); dy = abs(yy -y2); d3 = sqrt(dx*dx +dy*dy); ff = min(d1, d2, d3); if (ff ==
0) {ff =0.001;} xx = xx -(xx -x2)/ff; yy = yy -(yy -y2)/ff; fff = d2/10; xxp = xx +cos(d3*PI/10)*tan(abs(fff)/10); yyp = yy +sin(d3*PI/10)*tan(abs(fff)/10); ff = d2/d3*10; if (ff == 0) {ff = 0.001;} xx2 = tan(ff/20)*200; if (d2 == 0) {d2 = 0.001;} ff = d3/d2*10; if (ff == 0)
{ff=0.001;} yy2 = tan(ff)*200; xx3 = tan(d3/20)*200; yy3 = tan(d3/3)*200; ff = min(10, atan(min(xx2, yy2))*FOK); if (ff == 0) {ff = 0.001;} xx = xx +(xx -xxp)/ff; ff = min(30, atan(min(yy3, xx3))*FOK); if (ff == 0) {ff =0.001;} yy = yy +(yy -yyp)/ff; if (i == num1/2
-1) {ffx = ((yy-296)*6 +1000)*1.6; ffy = ((xx-573)*6 +1000)*1.6 +160; stroke(255 -m4+255/16 -dist(xx, yy, Xxc, yyc), 255 -m4#255/16 -dist(xx, yy, Xxc, yyc), 255, ble); point((ffx/2.7 +700+1000)*2, (ffy/2.7 +700+1000)*2);} xli[n] = xx +sin(yy*PI/180*d2/100); yli[n] =
yy +cos(xx*PI/180*#d2/100);} } if (m3 == 400){saveFrame(); m3 = 0; m = 0; background(0); Sx = Sx +1; 1f (Sx ==7) {Sx =0;if (Sy ==5) {Sy=0:}}}}

p46: HO18:

int aa = 1920; int bb = 1920; int num = 1000; float[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; float[] wdli = new float[num]; float[] rli = new float[num]; float[] xcli = new float[num]; float[] ycli = new float[num]; int m = 0; float ww,
XX, yy, wd, dd, rr, wwi, rri, dr, dw, wwdi, xxi, yyi, dx, dy, xxc, yyc; int out; int sx = 0; int sy = 0; int durchgang = 1; float[][] xBEZIi = new float[8000][num]; float[][] yBEZIli = new float[8000][num]; float fm = PI/180; float fmi = 180*PI; void setup() {size(3840, 3840,
P2D); background(0); frameRate(500); smooth(); stroke(255, 50); strokeWeight(8); noFill(); randomSeed(0); for (int n = 0; n < num; n++) {wli[n] = random(360%100)/100; xli[n] = aa/2; yli[n] = bb/2; xcli[n] = xli[n]; ych[n] yli[n]; wdli[n] = 0; rli[n] = 0:} for (intn=0; n
< num; n++) {for (int i = 0; 1 < 8000; i++) {xBEZIi[i][n] = 0; yBEZIi[i][n] = 0;} }} void draw() {m = m +1; out = 0; for (int n = 0; n < num; n++) {ww = wli[n]; rr = rli[n]; xx = xli[n]; yy = yli[n]; rr = rr +10; for (inti=0; i < num; i++) {wwi = wli[i]; rri = rli[i]; xxi = xli[i];
yyi = yli[i]; if (n !=1) {dd = dist(xx, yy, xxi, yyi); if (dd < 45) {dd = pow((45 -dd), 2) /4500; //dd = pow((45 -dd), 2) /(4500 -max(0, m-7000)*4.49);//fusselig dx = xx -xxi; dy = yy -yyi; if (dx==0) {dx = 0.001;} if (dy=; 0) {dy =0.001;} if ((dx >=0) && (dy >=0)) {wwdi
= atan(dy/dx)*(fmi) +180;} if ((dx < 0) && (dy >=0)) {wwdi = atan(dy/dx)*(fmi);} if ((dx < 0) && (dy < 0)) {wwdi = atan(dy/dx)*(fmi);} if ((dx >=0) && (dy < 0)) {wwdi = atan(dy/dx)*(fmi) +180;} xx = xx +cos(wwdi*fm)*dd; yy = yy +sin(wwdi*fm)*dd;}}} xx =
xx*0.95 +(aa/2 +cos(ww*fm)*sqrt(rr)*3)*0.05; yy = yy*0.95 +(bb/2 +sin(ww*fm)*sqrt(rr)*3)*0.05; wli[n] = ww; xli[n] = xx; yli[n] = yy; rli[n] = rr; xxc = xcli[n]; yyc = ycli[n]; xcli[n] = xx; ycli[n] = yy; if ((xx <0) Il (xx > aa) Il (yy <0) Il (yy > bb)) {out = out +1;}} for
(int n = 0; n < num; n++) {xBEZIi[m][n] = xli[n]; yBEZIi[m][n] = yli[n]:} if (m == 8000-1) {for (int n = 0; n < num; n++) {beginShape(); for (int i = 0; i < 8000; i++) {curveVertex(xBEZli[i][n]*11-sx*3840, yBEZIi[i][n]*11-sy*3840);} endShape();} saveFrame();}}}}

p47: HO18, frame_550:

int aa = 1920; int bb = 1200; int num = 1000; ﬂoat[] wli = new float[num]; float[] xli = new float[num]; float[] yli = new float[num]; float[] wdli = new float[num]; float[] rli = new float[num]; float[] xcli = new float[num]; float[] ycli = new float[num]; int m = 0; float ww, xx,
yy, wd, dd, rr, wwi, rri, dr, dw, wwdi, xxi, yyi, dx, dy, xxc, yyc; int Sx = 0; int Sy = 0; int durchgang = 1; int soweit = 2300; float[][] xBEZIi = new float[soweit][num]; float[][] yBEZIi = new float[soweit][num]; float mck = PI/180; float mcki = 180*PI; float fak, faki; float
M = 1; void setup() {size(3840, 3840, P2D); background(0); frameRate(100); smooth(); stroke(255, 30); strokeWeight(5); noFill(); randomSeed(0); for (int n = 0; n < num; n++) {wli[n] = random(360*100)/100; xli[n] = aa/2; yli[n] = bb/2; xcli[n] = xli[n]; ycli[n] = yli[n];
wadli[n] = 0; rli[n] = 0; } for (int n = 0; n < num; n++) {for (inti = 0; i < soweit; i++) {xBEZIi[i][n] = aa/2; yBEZIi[i][n] = bb/2;} } fak = M/100; faki = 100 -fak; } void draw() {m = m +1; for (int n = 0; n < num; n++) {ww = wli[n]; rr = rli[n]; xx = xli[n]; yy = yli[n]; rr =
rr +10; for (int i = 0; i < num; i++) {wwi = wli[i]; rri = rli[i]; xxi = xli[i]; yyi = yli[i]; if (n !=1) {dd = dist(xx, yy, xxi, yyi); if (dd < 45) {dd = pow((45 -dd), 2) /(4500 -max(0, m-7000)*4.49); dx = xx -xxi; dy = yy -yyi; if (dx==0) {dx = 0.001:} if (dy==0) {dy = 0.001;} if
((dx >=0) && (dy >=0)) {wwdi = atan(dy/dx)*(mcki) +180;} if ((dx < 0) && (dy >= 0)) {wwdi = atan(dy/dx)*(mcki);} if ((dx < 0) && (dy < 0)) {wwdi = atan(dy/dx)*(mcki);} if ((dx >=0) && (dy < 0)) {wwdi = atan(dy/dx)*(mcki) +180;} wwdi = min(wwdi, ww)*5://
+m/10; xx = xx +cos(wwdi*mck)*dd; yy = yy +sin(wwdi*mck)*dd:} } } xx = xx*faki/100 +(aa/2 +cos(ww*mck)*sqrt(rr)*3)*fak/100; yy = yy*faki/100 +(bb/2 +sin(ww*mck)*sqrt(rr)*3)*fak/100; wli[n] = ww; xli[n] = xx; yli[n] = yy: rli[n] = rr; xxXc = xcli[n]; yyc = ycli[n];
xcli[n] = xx; ycli[n] = yy;} for (int n = 0; n < num; n++) {xBEZIi[m][n] = xli[n]; yBEZIi[m][n] = yli[n];} if (m >= soweit-2) {m = 0; if (M < 650) { M =M *1.01; fak = M/100; faki = 100 -fak;} else {for (int n = 0; n < num; n++) {beginShape(); for (inti = 0; i < soweit; i++)
{curveVertex((xBEZIi[i][n]*11 -Sx*3840 -4290)*2, (yBEZIi[i][n]*11 -Sy*3840 -650)*2);} endShape();} saveFrame(, x_########### 1if*); background(0); randomSeed(0); for (int n = 0; n < num; n++) {wli[n] = random(360*100)/100; xli[n] = aa/2; yli[n] = bb/2; xcli[n]
=xli[n]; yeli[n] = yli[n]; wdli[n] = 0; rli[n] = 0;} Sx = Sx +1; if (Sx == 6) {Sx =0; Sy = Sy +1; if (Sy == 6) {exit(;}}}} }

Walter Gorgosilits (Dextro.org), 1994-2019
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