Michal Obroc¢nik

Ak je velkd ¢ast zorného pola v pohybe, pozorujuci sa citi, Ze sa pohybuje

sam a svet okolo je staciondrny. (Iluzia seba-pohybu.)
V programe sa ndhodne generuju 3D sinusoidné viny v pohybe,

zdbraznené meniacou farbou na z-ose.

Vection

k(jcj. void addWaveComponent(PVector linePoint){
pushMatrix();

scale(l, @.1);
for (int waveldx = @; waveldx < waveCount; waveldx++) {
Nave = waves[wavelIdx]:
float distance = sqgrt(pow(wave.location.x - linePoint.x, 2) / 5 +
pow(wave.location.y - linePoint.y, 2));
float waveRadius = maxWaveRadius * abs(wave.currentStrength) *
wave .maxRadiusCoeff;
if (distance < waveRadius){
float effectiveStrength = 1 - norm(distance, @, waveRadius);
float piStrength = map(effectiveStrength, @, 1, @, PI);
float smoothed = -1 * cos(piStrength) + 1;

linePoint.z += smoothed * wave.currentStrength * wave.maxAmplitudeCoeff *

maxWaveHeight;

}
}
popMatrix(};
float cappedZ = max(min{linePoint.z, maxWaveHeight), -maxWaveHeight);

float normedZ = norm(Cabs(cappedZ), @, maxWaveHeight):
linePoint.z = cappedZ * (-1 * sqrt(normedZ) + 1);

Petr Vacek

Nicit je vzdycky mnohem jednodussi nez tvofit. V tomto projektu jsem se

pokusil oboji spojit.

Distortion

kold int a = int{random{-1,5));

if(a == 8) {
top.image(edges(img.get(r.x1, r.
}
else if(a == 1) {
top.image(flip(img).get(r.x1, r.
}
else if(a == 2) {
float ran = random(@,@.3) + 1;
top.image(warp(img).get(r.x1, r.
}

else if{a == 3) {
float = random(9,0.9) + 1;
top.image(warp(img).get{r.x1,

else if(a == 4) {

top.image(thresh(img.get(r.x1, r.yl,

}
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