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Artists have always explored new media, and computer-based 

artists are no exception. Generative art, a technique where the artist 

creates print or onscreen images by using computer algorithms, 

finds the artistic intersection of programming, computer graphics, 

and individual expression.

Generative Art presents both the techniques and the beauty of 

algorithmic art. In it, you’ll find dozens of high-quality examples of 

generative art, along with the specific steps the author followed 

to create each unique piece using the Processing programming 

language. The book includes concise tutorials for each of the 

technical components required to create the book’s images, and it 

offers countless suggestions for how you can combine and reuse the 

various techniques to create your own works.

What’s inside 
· The principles of algorithmic art 

· A Processing language tutorial 

· Using organic, pseudo-random, emergent, and fractal processes

Matt Pearson is an artist, coder, and award-winning blogger.

For access to the book’s forum and a 

free ebook for owners of this book, go to 

manning.com/GenerativeArt

FREE 
eBook

see insert

D IG ITA L D ES IG N / PRO G R A M MIN G

US $39.99 / Can $45.99  (including eBook)

“Perfectly placed at the 
intersection of code  
and creative thinking.”From the Foreword by  
Marius Watz 

Founder of Generator.x

“Succeeds in teaching  
without lecturing ...  
turns dull programming 
concepts into fun 
explorations.”Frederik Vanhoutte 
Generative Artist, wblut.com 

“If you’re interested  
in generative art, this  
is the place to start.”Robert O’Rourke 
Founder of HasCanvas

generative art
pearson 

http://manning.com/GenerativeArt
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