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Generative Art

Abstract

Created by a system or rulesGenerated

Too orderly: boring

Too random: confusing, 

therefore boring

Artistic 

complexity



Artistic Complexity

Some 
randomness

Complex 
systems

Emergent 
complexity



Story of a Project
Goal: cracks and sand

Stochastic L-system to 

create branchings



First try
Only render cracks for now

Creepy vines?



Reset and 
break line



Add sand



Drifts?
Maybe for some other project



Jittering 
dot lines



Styling
Sizes, coloursÕ orzz«ÕÖ



Consolidation
Component for jittered lines

Encapsulate crack system



Initiation: conceive a new idea; create algorithm

Generation: run trials

Selection: select best trials

Adjustment: tweak parameters & algorithm

Consolidation: refactor components

Cycle of 
Experimentation


