
Contents

Acknowledgements vi
About the authors vii

1. Why use computers to make art? 1
2. Creating computer sculptures and animations 15
3. Evolution of form generation systems 33
4. Using form generation systems 53
5. Mutator 75
6. Animating evolution 109
7. Graphics programming 129
8. Form grow 139
9. Drawing and rendering 163

10. Animation control 183
11. Colour and texture 193
12. Art, 'evolutionism' and computers 207

Glossary 211
Bibliography and references 217
Index 221
The colour plate sections are located between Chapters 2 and 3 and Chapters 6 and 7.


