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Multimedia Learning U of Minnesota Press
Generative DesignPrinceton Architectural
Press
Toward a Living Architecture? Apress
Processing opened up the world of
programming to artists, designers,
educators, and beginners. The
Processing.py Python implementation of
Processing reinterprets it for today's
web. This short book gently introduces
the core concepts of computer
programming and working with
Processing. Written by the co-founders
of the Processing project, Reas and Fry,
along with co-author Allison Parrish,
Getting Started with Processing.py is
your fast track to using Python's
Processing mode.

Processing Gestalten Verlag
A completely revised edition,
offering new design recipes
for interactive programs and
support for images as plain
values, testing, event-driven
programming, and even
distributed programming. This
introduction to programming
places computer science at
the core of a liberal arts
education. Unlike other
introductory books, it
focuses on the program design
process, presenting program
design guidelines that show
the reader how to analyze a
problem statement, how to
formulate concise goals, how
to make up examples, how to
develop an outline of the

solution, how to finish the
program, and how to test it.
Because learning to design
programs is about the study
of principles and the
acquisition of transferable
skills, the text does not use
an off-the-shelf industrial
language but presents a
tailor-made teaching
language. For the same
reason, it offers DrRacket, a
programming environment for
novices that supports
playful, feedback-oriented
learning. The environment
grows with readers as they
master the material in the
book until it supports a full-
fledged language for the
whole spectrum of programming
tasks. This second edition
has been completely revised.
While the book continues to
teach a systematic approach
to program design, the second
edition introduces different
design recipes for
interactive programs with
graphical interfaces and
batch programs. It also
enriches its design recipes
for functions with numerous
new hints. Finally, the
teaching languages and their
IDE now come with support for
images as plain values,
testing, event-driven
programming, and even
distributed programming.
Graphic Design Maker Media, Inc.
Although verbal learning offers a powerful tool,
Mayer explores ways of going beyond the purely
verbal. Recent advances in graphics technology and
information technology have prompted new efforts

to understand the potential of multimedia learning as
a means of promoting human understanding. In this
second edition, Mayer includes double the number of
experimental comparisons, 6 new principles -
signalling, segmenting, pertaining, personalization,
voice and image principles. The 12 principles of
multimedia instructional design have been
reorganized into three sections - reducing extraneous
processing, managing essential processing and
fostering generative processing. Finally an indication
of the maturity of the field is that the second edition
highlights boundary conditions for each principle
research-based constraints on when a principle is
likely or not likely to apply. The boundary conditions
are interpreted in terms of the cognitive theory of
multimedia learning, and help to enrich theories of
multimedia learning.

The Future of Making Bloomsbury Publishing
USA
This book gives a comprehensive overview of
blockchain programming and its
implementation in the wide range of
blockchain-based applications such as cross-
border payment, digital banking, and digital
identities. The consistent thrive of the
blockchain phenomenon and the ecosystem of
e-business use cases have led to the Industrial
Revolution in the e-business world, and it is
demonstrated in this book. The digital
advancement, interference, and transformation
being brought through the influence of the
blockchain advancements are creating waves
across e-business verticals. The book caters to
academics, industrial practitioners, and
entrepreneurs working in the field of
blockchain technology and programming.
A Touch of Code Generative Design
Generative design is a revolutionary new
method of creating artwork, models, and
animations from sets of rules, or algorithms.
By using accessible programming languages
such as Processing, artists and designers are
producing extravagant, crystalline structures
that can form the basis of anything from
patterned textiles and typography to lighting,
scientific diagrams, sculptures, films, and even
fantastical buildings. Opening with a gallery of
thirty-five illustrated case studies, Generative
Design takes users through specific, practical
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instructions on how to create their own visual
experiments by combining simple-to-use
programming codes with basic design
principles. A detailed handbook of advanced
strategies provides visual artists with all the
tools to achieve proficiency. Both a how-to
manual and a showcase for recent work in this
exciting new field, Generative Design is the
definitive study and reference book that
designers have been waiting for.
Learn JavaScript with p5.js MIT Press
In the mid-twentieth century, Henry
Dreyfuss—widely considered the father of
industrial design—pioneered a user-centered
approach to design that focuses on studying
people's behaviors and attitudes as a key first step
in developing successful products. In the
intervening years, user-centered design has
expanded to undertake the needs of differently
abled users and global populations as well as the
design of complex systems and services. Beautiful
Users explores the changing relationship between
designers and users and considers a range of
design methodologies and practices, from user
research to hacking, open source, and the maker
culture.
The Computational Beauty of Nature
Cambridge University Press
The new edition of an introduction to computer
programming within the context of the visual arts,
using the open-source programming language
Processing; thoroughly updated throughout. The
visual arts are rapidly changing as media moves
into the web, mobile devices, and architecture.
When designers and artists learn the basics of
writing software, they develop a new form of
literacy that enables them to create new media for
the present, and to imagine future media that are
beyond the capacities of current software tools.
This book introduces this new literacy by teaching
computer programming within the context of the
visual arts. It offers a comprehensive reference and
text for Processing (www.processing.org), an open-
source programming language that can be used by
students, artists, designers, architects, researchers,
and anyone who wants to program images,
animation, and interactivity. Written by
Processing's cofounders, the book offers a
definitive reference for students and professionals.
Tutorial chapters make up the bulk of the book;
advanced professional projects from such domains
as animation, performance, and installation are
discussed in interviews with their creators. This
second edition has been thoroughly updated. It is
the first book to offer in-depth coverage of
Processing 2.0 and 3.0, and all examples have been
updated for the new syntax. Every chapter has
been revised, and new chapters introduce new
ways to work with data and geometry. New
“synthesis” chapters offer discussion and worked
examples of such topics as sketching with code,
modularity, and algorithms. New interviews have
been added that cover a wider range of projects.
“Extension” chapters are now offered online so
they can be updated to keep pace with
technological developments in such fields as
computer vision and electronics. Interviews
SUE.C, Larry Cuba, Mark Hansen, Lynn
Hershman Leeson, Jürg Lehni, LettError, Golan
Levin and Zachary Lieberman, Benjamin Maus,
Manfred Mohr, Ash Nehru, Josh On, Bob

Sabiston, Jennifer Steinkamp, Jared Tarbell, Steph
Thirion, Robert Winter

Implementing and Leveraging Blockchain
Programming Routledge
Equal parts mail art, data visualization, and
affectionate correspondence, Dear Data
celebrates "the infinitesimal, incomplete,
imperfect, yet exquisitely human details of
life," in the words of Maria Popova (Brain
Pickings), who introduces this charming
and graphically powerful book. For one
year, Giorgia Lupi, an Italian living in New
York, and Stefanie Posavec, an American
in London, mapped the particulars of their
daily lives as a series of hand-drawn
postcards they exchanged via mail
weekly—small portraits as full of emotion as
they are data, both mundane and magical.
Dear Data reproduces in pinpoint detail the
full year's set of cards, front and back,
providing a remarkable portrait of two
artists connected by their attention to the
details of their lives—including complaints,
distractions, phone addictions, physical
contact, and desires. These details
illuminate the lives of two remarkable
young women and also inspire us to map
our own lives, including specific
suggestions on what data to draw and how.
A captivating and unique book for
designers, artists, correspondents, friends,
and lovers everywhere.
The New Mathematics of Architecture
Chronicle Books
A Gentle Introduction to Creative Coding with
P5js. A fun step-by-step gentle introduction to
creating digital art with computers, designed
especially for: artists new to coding art, design and
digital media students, technologists wanted to
explore their creativity teachers and parents
seeking more visual and exciting approaches to
teaching computer science Starting from the very
basics, we'll learn to: understand how computers
create digital images code with a popular computer
language designed for artists, called Processing,
enabled for the web with p5js develop and
appreciate algorithms, mathematical recipes, which
can create surprisingly beautiful art easily share
your code and art on the web, potentially reaching
an audience of billions of internet users We'll
discover and practice basic computer graphics
techniques, explore simple algorithms that create
interesting visual forms, and work through
example projects to experience the process of
developing algorithmic art from inspiration,
through problem solving, to final refinement. By
the end of the course, you will be coding
confidently, appreciating the beauty of
mathematics and wanting to explore more
advanced ideas and methods.

Algorithmic Architecture MIT Press
Generating form is one of the most
fundamental aspects of architectural
education and practice. While new
computational tools are enabling ever more
unpredictable forms, critics argue that this

leads to a disconnection between
architectural output and its context. This
attractive, pocket-sized book uses 11
different architectural projects to explore
how generative design processes can
integrate digital as well as physical design
tools and techniques to produce innovative
forms that cohere with structural and
material principles, performance and
context. Illustrated with drawings, computer
images and models, this stimulating,
accessible handbook of ideas provides a
guide for students as well as an inspiration
for practising architects.
Coding Art Springer Nature
Learn coding from scratch in a highly
engaging and visual manner using the
vastly popular JavaScript with the
programming library p5.js. The skills you
will acquire from this book are highly
transferable to a myriad of industries and
can be used towards building web
applications, programmable robots, or
generative art. You'll gain the proper
context so that you can build a strong
foundation for programming. This book
won’t hinder your momentum with
irrelevant technical or theoretical points.
The aim is to build a strong, but not overly
excessive knowledge to get you up and
running with coding. If you want to
program creative visuals and bring that skill
set to a field of your your choice, then
Learn JavaScript with p5.js is the book for
you. What You'll Learn Code from scratch
and create computer graphics with
JavaScript and the p5.js library Gain the
necessary skills to move into your own
creative projects Create graphics and
interactive experiences using Processing
Program using JavaScript and p5.js and
secondarily in creating visuals Who This
Book is For Artists or a visual designers.
Also, those who want to learn the
fundamentals of programming through
visual examples.
Introduction to Javascript Simon and Schuster
A comprehensive retelling of the history of
printing from 1700 to 1914 and a cornucopia of
visual and technical extravagance Who first coined
the phrase “graphic design,” a term dating from
the 1920s, or first referred to themselves as a
“graphic designer” are issues still argued to this
day. What is certain is that the kinds of printed
material a graphic designer could create were
around long before the formulation of such a
convenient, if sometimes troublesome, term. Here
David Jury explores how the “jobbing” printer
who produced handbills, posters, catalogues,
advertisements, and labels in the eighteenth,
nineteenth, and early twentieth centuries was the
true progenitor of graphic design, rather than the
“noble presses” of the Arts and Crafts movement.
Based on original research and aided by a wealth
of delightful and fully captioned examples that
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reveal the extraordinary skill, craft, design sense,
and intelligence of those who created them, the
book charts the evolution of “print” into “graphic
design.” It will be of lasting interest to graphic
designers, design and social historians, and
collectors of print and printed ephemera alike.
Getting Started with Processing.py Laurence
King Publishing
Why does the word design owe its origin to
Latin and not Greek roots? Where do the limits
of the human mind lie? How does ambiguity
enter the deterministic world of computation?
Who was Parmenides and why is his
philosophy still puzzling today? This unique
volume challenges the reader to tackle all these
complex questions and more. Algorithmic
Architecture is not a typical theory-based
architectural book; it is not a computer
programming or language tutorial book either.
It contains a series of provocative design
projects, and yet it is not just a design or
graphic art book per se. Following the tradition
of architecture as a conglomeration of various
design fields - engineering, theory, art, and
recently, computation - the challenge of this
book is to present a concept that, like
architecture, is a unifying theme for many
diverse disciplines. An algorithm is not only a
step-by-step problem-solving procedure, a
series of lines of computer codes or a
mechanistic linguistic expression, but is also
an ontological construct with deep
philosophical, social, design, and artistic
repercussions. Consequently, this book
presents many, various and often seemingly
disparate points of view that lead to the
establishment of one common theme;
algorithmic architecture.
Generative Design National Geographic Books
Creating Procedural Artworks with Processing - A
Holistic Guide, is for those seeking to learn
computer programming from the very basics to the
more advanced concepts. It uses the Processing
language (processing.org) to visualise the concepts
through the production of computer graphics that
illustrate the coding principles while being
artworks in their own right. This book started as a
set of tutorials for university level multimedia
students to introduce them to computer
programming through the development of
artworks. It's therefore presented in a non-
threatening way that will ease the reader into
programming. This book has been written for
absolute beginners who want to learn to program.
It approaches coding through a unique
combination of teaching programming while
keeping in mind the principles of design and
mathematics. All these elements are essential in a
global economy filled with electronic interactive
experiences and virtual reality. The chapters are
organised to weave together programming
functionality and design principles presenting one
concept at a time, with multiple hands on exercises
in each chapter. Special features include: * 10
chapters building on each other one concept at a
time. * 20 practical laboratories for exploring
digital art and programming concepts. * Over 35
detailed step by step hands on activities. * Over 95
questions to test your understanding. * Answers to
all exercises and questions. For more information

visit: http://holistic3d.com/creating-procedural-
artworks/ Experience Processing in action at
http://holistic3d.com/processing
Generative Art Princeton Architectural Press
Generative design, once known only to
insiders as a revolutionary method of creating
artwork, models, and animations with
programmed algorithms, has in recent years
become a popular tool for designers. By using
simple languages such as JavaScript in p5.js,
artists and makers can create everything from
interactive typography and textiles to 3D-
printed furniture to complex and elegant
infographics. This updated volume gives a
jump-start on coding strategies, with step-by-
step tutorials for creating visual experiments
that explore the possibilities of color, form,
typography, and images. Generative Design
includes a gallery of all-new artwork from a
range of international designers—fine art
projects as well as commercial ones for Nike,
Monotype, Dolby Laboratories, the musician
Bjork, and others.
How to Design Programs, second edition
Springer Nature
How can we capture the unpredictable
evolutionary and emergent properties of
nature in software? How can understanding
the mathematical principles behind our
physical world help us to create digital
worlds? This book focuses on a range of
programming strategies and techniques
behind computer simulations of natural
systems, from elementary concepts in
mathematics and physics to more advanced
algorithms that enable sophisticated visual
results. Readers will progress from building
a basic physics engine to creating
intelligent moving objects and complex
systems, setting the foundation for further
experiments in generative design. Subjects
covered include forces, trigonometry,
fractals, cellular automata, self-
organization, and genetic algorithms. The
book's examples are written in Processing,
an open-source language and development
environment built on top of the Java
programming language. On the book's
website (http: //www.natureofcode.com),
the examples run in the browser via
Processing's JavaScript mode.
Machine Learning and Knowledge Extraction
Maker Media, Inc.
Summary Generative Art presents both the
technique and the beauty of algorithmic art.
The book includes high-quality examples of
generative art, along with the specific
programmatic steps author and artist Matt
Pearson followed to create each unique piece
using the Processing programming language.
About the Technology 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. The book includes a
tutorial on Processing, an open source
programming language and environment for
people who want to create images, animations,
and interactions. About the Book 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. Purchase
of the print book comes with an offer of a free
PDF, ePub, and Kindle eBook from Manning.
Also available is all code from the book.
What's Inside The principles of algorithmic art
A Processing language tutorial Using organic,
pseudo-random, emergent, and fractal
processes ==========================
==============?========= Table of
Contents Part 1 Creative Coding Generative
Art: In Theory and Practice Processing: A
Programming Language for ArtistsPart 2
Randomness and Noise The Wrong Way to
Draw A Line The Wrong Way to Draw a Circle
Adding Dimensions Part 3 Complexity
Emergence Autonomy Fractals
Make Your Own Algorithmic Art Chronicle
Books
Considering how culturally indispensable
digital technology is today, it is ironic that
computer-generated art was attacked when it
burst onto the scene in the early 1960s. In fact,
no other twentieth-century art form has elicited
such a negative and hostile response. When the
Machine Made Art examines the cultural and
critical response to computer art, or what we
refer to today as digital art. Tracing the heated
debates between art and science, the societal
anxiety over nascent computer technology, and
the myths and philosophies surrounding digital
computation, Taylor is able to identify the
destabilizing forces that shape and eventually
fragment the computer art movement.
Generative Design Melcher Media Incorporated
First Processing book on the market Processing is
a nascent technology rapidly increasing in
popularity Links with the creators of Processing
will help sell the book
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