1 <!DOCTYPE html>
2 <html lang="nl"><head>
3 <meta http-equiv="content-type" content="text/html; charset=UTF-8">
4 <meta charset="UTF-8">
5 <meta name="viewport" content="width=device-width, initial-scale=1.0">
6 <title>Fractale Vierkanten Animatie</title>
7 <style>
8 body {
9 display: flex;
10 justify-content: center;
11 align-items: center;
12 height: 100vh;
13 margin: O;
14 background-color: lightblue;
15 }
16 .container {
17 position: relative;
18 width: 890px;
19 height: 890px;
20 display: flex;
21 justify-content: center;
22 align-items: center;
23 }
24 .black-box {
25 position: absolute;
26 width: 890px;
27 height: 890px;
28 background-color: black;
29 }
30 canvas {
31 position: absolute;
32 width: 890px;
33 height: 890px;
34 }
35 </style>

36 </head>
37 <body>

38 <div class="container">

39 <div class="black-box"></div>

40 <canvas id="myCanvas" width="890" height="890"></canvas>
41 </div>

42

43 <script>

44 const canvas = document.getElementById("myCanvas") ;
45 const ctx = canvas.getContext ("2d");

46

47 let time = 0;

48 let speed = 0.002;

49 let baseSize = 400;

50 let scaleFactor = 0.63;

51 let levels = 7; // Rantal fractale niveaus

52 let rotationSpeed = 0.01;

53

54 function drawFractal(x, y, size, level, rotation) {
55 if (level > levels) return;

56

57 ctx.save();

58 ctx.translate(x, y);

59 ctx.rotate(rotation);

60 ctx.translate(-x, -y);

61

62 // Bereken nieuwe lijnbreedte tussen 0.2 en 0.5
63 ctx.lineWidth = 0.2 + (0.3 * (levels - level) / levels);
64

65 let halfSize = size [/ 2;

66 let x1 = x - halfSize;

67 let y1 = y - halfSize;
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let colors = ["rgb(35, 95, 255)", "rgb(230, 120, 180)", "rgb(75, 210, 220)",
"rgb (190, 60, 255)", "rgb(230, 30, 255)", "rgb(250, 30, 255)",

"rgb (190, 230, 155)", "rgb (255, 255, 115)",
1;

ctx.strokeStyle = colors[level % colors.length];
ctx.beginPath() ;

ctx.rect(xl, yl, size, size);

ctx.stroke() ;

// Recursieve fractale vierkanten
let newSize = size * scaleFactor;
let angleOffset = Math.sin(time * 2 * Math.PI) * 0.1;
drawFractal (x1, yl, newSize, level
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ctx.restore() ;

}

function animate() {
time += speed;
ctx.clearRect (0, 0, canvas.width, canvas.height);
drawFractal (canvas.width / 2, canvas.height / 2, baseSize,
rotationSpeed) ;
requestAnimationFrame (animate) ;

}

animate () ;
</script>

</body></html>
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