Let v be speed (pixels per counter tick)

d be distance (pixels)

s be size (pixels – for lines, length; for sprites, scale factor; for circles, radius)

t be time relative to start time (counter ticks)

u be initial speed (ppct)

smax be maximum size (pixels)

dmax be maximum distance (pixels)

k be fall off factor

td be time to kill particle (counter ticks)

	Explosion type calculations:
	Exp#
	Implosion type calculations:
	Imp#
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Miscellaneous equations:
1.) Finding start and end points of a line:
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2.) Colour interpolation:

c1 and c2 are the interpolated colours; cf is the final colour:
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In the matter of circles, the dmax value is the radius of the circle while d is the radius of the circle layer being drawn. In terms of lines, d is the distance from the current point being calculated to the end point, and dmax is the total length of the line.

3.) Line equation:

This is a rearrangement of the two point formula:
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