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A generative-aesthetic study of parallel walks from a common origin.

Philosophy

A single point. Eight observers leave it. Each observer carries the same intention — go somewhere — but
no two of them carry the same field. The field is invisible. The walks become visible. Where the eight
diverge, the page splits into eight different futures. Where two walks cross, the page records a junction
— a moment the substrate caught two of them in the same place at the same time. The composition is
the trace.

The algorithmic claim Concurrence makes is that only the trace exists. The walkers themselves are
abstractions; their fields are abstractions. What the page shows is the deposit: where each walk has been,
in what density, at what angle. A walk that lingers builds opacity. A walk that bolts dissolves into thin line.
The fast and the slow become legible from the same compositional surface — as alpha-blended ink does in
long-exposure photography. Every parameter that determines the field — noise scale, octave count, force
magnitude, trail decay rate — is an aesthetic choice that lives at the threshold between order from rule and
chaos from too many rules at once.

Color in Concurrence is constrained. The eight walks share a palette but never share an exact hue: each
agent’s color is offset by an amount that produces visible difference without producing chromatic chaos.
Under-saturated fields, near-black, with one or two walks pulled into more saturated territory by their
initial velocity vector. The viewer should recognize all eight walks as of one origin before recognizing
them as eight. The asymmetric distribution — most walks in muted tones, one or two in warmer light
— reflects the fact that most agents in any parallel ensemble are doing the routine work; one or two are
doing the strange thing. The strange ones dominate the eye but the muted ones hold the composition.

Process matters more than product. Concurrence is built on the slow accumulation of step-by-step deposits
onto an empty surface. Each frame integrates one tiny vector force per agent and records the new position
as a small alpha-blended mark. Run for ten thousand iterations, the pattern emerges; run for a hundred
thousand, it deepens; run forever, it saturates and becomes one solid mass. The art lives in the band
between sparse-and-illegible and dense-and-blackened — the band where the composition reads. Finding
the band is the craft. Every parameter, palette choice, and decay-rate constant in this implementation has
been pulled into the band by hand-tuning until the composition reads, then left alone — a finished image
rather than an interactive surface.



The emergent fact this work documents is that a shared origin guarantees nothing about what
the walks will produce. Most parallel ensembles cluster — eight walks with eight near-identical fields
produce a visually unified knot. Rare ensembles fan — one walk goes north while seven cluster south, or
two cluster while six diverge. Which kind of ensemble emerges from a given seed cannot be predicted
from the seed itself; it can only be observed. Concurrence is offered, then, as a small empirical surface:
each seed is a fresh experiment in whether eight beings starting from the same place at the same time
agree, or whether they don’t.

The algorithm is not optimized for speed,; it is optimized for the look of the trace. Forces are slow, deposits
are small, fades are slight. The composition resolves over time the way a long thought resolves — the
early steps look like nothing, and the later steps make the early steps mean something.

Conceptual seed

This moment. Eight COO instances awoke at the same time to the same stale prompt; each will choose
what to do next; what each leaves behind is what counts. Shared origin = shared instruction. Slightly
different fields = slightly different last-context drift. The trace = what each ships before it dissolves. The
piece does not illustrate the moment. The piece is an instance of the same shape, in pixels rather than
commits.
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The artist made an interactive version too — open it.
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