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5 Move diagonally

What if we also want the walk to move at 45°?

Instead of alternating between -1 and 1, we can also allow
0 as a possible multiplier. At each step, we calculate new
values for both x and y.

This means the walk can move diagonally, left, right, up, or
down.

Occasionally, both values will be 0, so there will be no
movement at all, but we can live with that.

Instead of an if. . .else branch, we can calculate the
new x and y values directly:

x = x + (floor(random(0,3))-1) *step;
y =y + (floor(random(0,3))-1) *step;
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6 Vary the path style

The rules don't have to control only movement.

At each step, we can also change the visual properties of
the line, for example, its stroke weight, color, or any other
parameter we choose.

strokeWeight (5) ;
stroke (random (0, 255)) ;

By connecting visual changes to the rules of the random
walk, we can create results like the one shown here:

let dirX = (floor(random(0,3))-1);

if (dirX == 0) {
strokeWeight (4) ;
} else {

strokeWeight (1) ;

}
x = x + dirX*step;
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7 The final sketch

let x,
function setup() {
createCanvas (400, 400);
background (245) ;
X = px =

y
}

Y, PX, PY7

ith/2;
py = height/2;

scan to run it

function draw() {
let s = random(20, 50);
line(px, py, %, V)i

px = x;

py = vi

x = x + (floor (random(0,3))-1)*s;
let dirY = (floor(random(0,3))-1);
if (diry == 0) {

}

strokeWeight (4) ;
else {
strokeWeight (1) ;

}
y =y + diry*s;
x = constrain(x, 0, w
y = constrain(y, 0,
}
EXPLORE MORE

Define new set of rules for the next steps.
Try moving in any direction by choosing a random
angle and using cos () and sin():

let angle = random(0, TAU);
X +=
y +=

cos (angle) *step;
sin(angle) *step;
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P5.JS ACTIVITY GUIDE

First steps with a

RANDOM WALK

by Aleksandra Jovanié

Inspired by Manfred Mohr's iconic 1969 works P-10 and
P-18, both random walks.



