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// Constrains a value to not exceed a maximum and minimum value. 
float constrain(float amt, float low, float high) { … }

(define-types (constrain [float amt] [float low] [float high] -> float)
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        [else amt]))
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#lang processing

require "fib.rkt"; require "draw.rkt";

void echo(int n, Object pos, float ang, float r) {
  if (n == 1) {
    fullArc(pos, r, ang, HALF_PI, 20); 
  }
  else {
    fullArc(pos, r/fib(n), ang, HALF_PI, 20); 
    echo(n-1, pos, ang, r); 
  }
}

void mosaic(float l, int max) {
  for(int i = 0; i < max;  i++) {
    for (int j = 0; j < max; j++) {
      echo(10, xyz(i*l, j*l, 0), 0, l); 
      echo(10, xyz(i*l + l, j*l, 0), HALF_PI, l); 
      echo(10, xyz(i*l + l, j*l + l, 0), PI, l); 
      echo(10, xyz(i*l , j*l + l, 0), 3/2* PI, l); 
    }   
  }
  frame(xyz(0,0,0), max * l, h); 
}



#lang processing

require "fib.rkt"; require "draw.rkt";

void echo(int n, Object pos, float ang, float r) {
  if (n == 1) {
    fullArc(pos, r, ang, HALF_PI, 20); 
  }
  else {
    fullArc(pos, r/fib(n), ang, HALF_PI, 20); 
    echo(n-1, pos, ang, r); 
  }
}

void mosaic(float l, int max) {
  for(int i = 0; i < max;  i++) {
    for (int j = 0; j < max; j++) {
      echo(10, xyz(i*l, j*l, 0), 0, l); 
      echo(10, xyz(i*l + l, j*l, 0), HALF_PI, l); 
      echo(10, xyz(i*l + l, j*l + l, 0), PI, l); 
      echo(10, xyz(i*l , j*l + l, 0), 3/2* PI, l); 
    }   
  }
  frame(xyz(0,0,0), max * l, h); 
}



#lang processing

require "fib.rkt"; require "draw.rkt";

void echo(int n, Object pos, float ang, float r) {
  if (n == 1) {
    fullArc(pos, r, ang, HALF_PI, 20); 
  }
  else {
    fullArc(pos, r/fib(n), ang, HALF_PI, 20); 
    echo(n-1, pos, ang, r); 
  }
}

void mosaic(float l, int max) {
  for(int i = 0; i < max;  i++) {
    for (int j = 0; j < max; j++) {
      echo(10, xyz(i*l, j*l, 0), 0, l); 
      echo(10, xyz(i*l + l, j*l, 0), HALF_PI, l); 
      echo(10, xyz(i*l + l, j*l + l, 0), PI, l); 
      echo(10, xyz(i*l , j*l + l, 0), 3/2* PI, l); 
    }   
  }
  frame(xyz(0,0,0), max * l, h); 
}



#lang processing

require "torus.rkt";

void setup() { backend(rhino); }

void draw() {
  float da = PI/4, db = 3/4 * PI;
  float h = 0.003, w = 0.010;
  Object p = xyz(0,0,0);
 
  ellipticTorus(p, h, w, 0.6, da, db, 0, 2*PI);
}
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Thank you!
Questions?


