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05 / TOP AND BOTTOM

} else {
// Split into top and bottom rectangles.
let cut = floor(h * ratio);

splitRect(x, y, w, cut, steps - 1,hu);
splitRect(x, y + cut, w, h - cut, steps -
1,hu);
3
3

floor(h*ratio) ensures that the cut position is
pixel perfect to prevent blurry edges

The top piece has height cut. The bottom piece
starts at y + cut and has height
h - cut.

(x,y)

cut

h-cut

hu passes unchanged to every piece. The last
brace closes splitRect()
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06 / PAINT

function colourRect(x, y, w, h,c=23)

{
let middle = y + h / 2;

let hue = map(middle, 0, height, ¢, ¢+23 );

let light = map(middle, 0, height, 125,
10);

let sat = map(middle, 0, height, 10, 255);

fill(hue, sat, light);
rect(x, y,w, h);

b2

This is where the magic happens. Decreasing brightness
and increasing saturation from top to bottom creates
atmospheric perspective: pale, hazy cells recede into the
distance, while darker, richer colours bring the lower forms
into the foreground.

The center of each rectangle is calculated by :
let middle =y + h/ 2;

map() function uses the centroid position of each
cell to change the hue, saturation and brightness.

c+23 is the amount of of change in hue. You can
change 23 to something bigger or smaller and see
how it changes
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07 / CHANGE A RULE

Change the step variable and see how the
subdivision changes

1 step = 2 final rectangles
2 steps = 4 final rectangles

3 steps = 8 final rectangles
11 steps = 2048 rectangles

Replace random(0.6, 0.9) with 0.5 to make
equal halves.

if (random()<0.72)

Replace 0.72 with something else and see
how subdivision style changes

Play with hue, saturation and lightness

Change one rule at a time. Predict what will
happen, run the code, and compare.
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p5.js Activity Guide
SPLIT / REPEAT / PAINT

by Murat Atimtay

abstract city silhouettes
using recursion.





