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csk
Sticky Note
Mathematicians use the name "Droste Effect" to refer to an image that contains a smaller copy of itself. See, for example, "Escher and the Droste Effect" (http://escherdroste.math.leidenuniv.nl/)
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csk
Sticky Note
If we make a change to a lower-level drawing (like adding an antenna to the car), that change is automatically propagated to any other drawings that use it (like the row of cars).
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This doesn’t actually work, 
but it’s on the right track. 
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this code?
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void myDrawing( int levels ) 
{ 
  ellipse( 50, 50, 100, 100 ); 

  if ( levels > 0 ) { 
    pushMatrix(); 
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Choose a number of 
levels at the outset.
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Anatomy of recursion
Every recursive function has three features:

One or more recursive cases: places 
where the function calls itself to solve a 
sub-problem.

One or more base cases: places where the 
function does something without calling 
itself.

Every recursive call makes progress 
towards a base case.
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Factorial
n! = n × (n-1)!

int fact( int n ) 
{ 
  if ( n == 1 ) { 
    return 1; 
  } else { 
    return n * fact( n - 1 ); 
  } 
}
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How to draw the carpet at level n: 

1. If n is 0 then just draw a square. 
2. Otherwise:

1. Divide a square into a 3 × 3 grid. 
2. Draw the carpet at level (n - 1) in 

each cell of the grid, except for 
the central one.



Sierpinski Gasket



How to draw the gasket at level n: 

1. If n is 0 then just draw a triangle. 
2. Otherwise:

1. Divide a triangle into four. 
2. Draw the gasket at level (n - 1) in 

each sub-triangle, except for the 
central one.





















Sierpinskitaschen

Debs Gardner [seattlelocalfood.com]
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Sticky Note
We'll provide this sketch in the sample sketches for this module, in case you want to play with it or use it as a basis for further experimentation.
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