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About This Book

The emphasis of this book will be primarily on learning programming 

using JavaScript and p5.js and secondarily in creating visuals. The main 

focus is to teach you how to program so that you can choose to pursue 

whatever field that you would like with your newly established skill set. 

The skills that you will acquire from this book are highly transferrable and 

can be used with whatever you choose to build: whether web applications, 

programmable robots, or generative art. This means that I will provide 

you with enough context so that you can build a strong foundation for 

programming. But I also won’t hinder your momentum with irrelevant 

technical or theoretical points. The aim is to build a strong but a minimum 

viable knowledge to get you running with coding. This is the book that I 

wished I had available when I was learning coding myself.

If you are an artist or a visual designer, this book is perfect for you as 

you might find the examples we will be building to be directly relevant 

to your work. If not, this is still a great book for learning programming as 

the visual nature of the exercises will help you grasp the fundamentals 

of programming more easily and let you build a strong foundation in a 

shorter amount of time.

This book will present various JavaScript and p5.js features and 

concepts in the following chapters. The knowledge will be reinforced 

by building several useful examples like an animation and a data 

visualization; and as a final project, we will be building a game that can be 

deployed online using what we learned in this book!



x

Here is a rundown of the topics that we will be covering:

Chapter 1 - Introduction: Provides an overview of coding versus 

programming.

Chapter 2 - Getting Started: We will learn some very basic JavaScript 

commands and operations to get started with using p5.js.

Chapter 3 - Colors in p5.js: This will be a p5.js-specific chapter where 

we learn about how colors are defined and used in p5.js. This doesn't 

pertain to JavaScript but needs to be explored regardless to be able to use 

p5.js in a comfortable manner.

Chapter 4 - Operations and Variables: We will make use of the 

JavaScript knowledge we acquired in the second chapter in p5.js context.

Chapter 5 - Conditional Statements and Comparison Operators: 

This chapter will allow us to write programs that can respond to different 

conditions by using conditionals and comparison operators.

Chapter 6 - More p5.js Variables: This will be another p5.js-specific 

chapter where we will learn about several library-specific variables.

Chapter 7 - Loops: Here we will learn about loops, which will allow us 

to build programs that handle enormous amounts of calculations.

Chapter 8 - Functions: Functions are the building blocks of JavaScript 

and we will learn more about them in order to build more scalable, 

modular, and robust programs.

Chapter 9 - Objects and Chapter 10 - Arrays: Objects and Arrays 

are JavaScript data structures that will allow us to organize our code and 

handle complexity in more intelligent ways.

Chapter 11 - Events: Event handling will allow us to write programs 

that handles user interaction.

Chapter 12 - More on p5.js: Another p5.js-only chapter where we 

learn more about library-specific features before diving into our final 

project.

Chapter 13 - Final Project: We will build a game using everything we 

have learned up to this chapter!
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