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width :int =600

height : int =500

minim : Minim

out : AudioCutput
myTextarea : Textarea
midichannel : MidiChannel[]
synthesizer : Synthesizer
instr : Instrument(]

channel : int

r:float

g : float

tintLayer : PGraphics
t:float="0

gui : ControlP5

toggleValue : boolean =true
frames : ArrayList = new ArrayList()
font : PFont

time:int=10

frameTime :int = 60

midi : MidiSound

sp : ArrayList=soundParticle= = new ArrayList=soundParticle=(2)

pt1 : ParticleTrails

CarchMe

draw() : void
drawOrigin() : void

T

setup() : void

draw() : void
moaouseDragged() : void
stop() : void
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draw : void draw : void
ParticleWave -
position : PVector

velocity - P\Vector
aoldPosition : PVector

soundParticle

sw o SineWave
width :int
height : int
¥oint
yoint
r:float

g : float

b float
da : float
dx : float
dy : float

soundParticle(w : int, h - int)

draw() : void
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MidiSound

MidiSound()
draw : void

p:int

ParicleWave(pos : PVectar)
ParticleWave(pos : PVector, vel : PVector)
vOthersimbDirection : P\Vector [J) : void

particles

*

ParticleTrails

[

noiseDffset : float

cx : float

cy : float

borders :int

magnitude : float
timePassage : float

t: float

particles : ParticleWave]]

ParticleTrails{count : int, magn : float)
setMoiseSize(cx : float, cy : float) : void
setTimeDelta(d : float) : void
generateBottom() : void
updatePositions() : void

drawLines() : void
followers() : void

updatePositions(otherDirection : PVectar) : void

_______

will combine ParicleWave and Particle Trails into one class T




