THE GRI FT PUNKS MANI FESTO

A Declaration For The Post-Technical Era Of Generative Art

Version 1.0

Not financial advice. Not art advice. Possibly not advice.

A manifesto for a future where execution is abundant, creativity is scarce, and the
machine has also discovered Perlin noise.



TL; DR

Technical execution is becoming abundant.
Creativity is becoming scarce.
This changes everything.

Al does not make artists obsolete. It makes excuses obsolete.

Once the machine can write the code, generate the output, build the interaction and make the
technically competent thing, the question is no longer whether something can be made.

The question is whether it deserves to exist.

Grift Punks are not a celebration of Al replacing artists. They are a celebration of more humans
getting access to the tools required to make ambitious work.

Artists can now build.

Developers can now create.

Collectors can now experiment.

Communities can now invent.

The future of generative art is not Al-generated art.

The future of generative art is human creativity operating with fewer constraints.

Mint one for the culture.
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1. THE ORI G NAL PROM SE

Generative art was never supposed to be a niche.
That is the first thing worth remembering.

Looking back, it is easy to imagine the movement as inevitable. Today we have museums collecting
code art. We have auction houses selling it. We have artists whose names are spoken with the same
reverence once reserved for painters, sculptors and people who somehow convinced everyone a
banana on a wall was worth discussing for three news cycles.

But for most of its history, generative art was weird.
Not "mainstream people think it is weird" weird.
Actually weird.

A bunch of people sat in front of computers writing instructions that produced images. They became
obsessed with systems. With emergence. With randomness. With the strange magic that happens
when a simple set of rules begins producing outcomes its creator did not entirely predict.

The image was never the whole artwork.
The system was.

The process was.

The possibility space was.

Generative artists were not merely drawing pictures. They were designing universes and then asking
those universes what they wanted to become.

That idea changed everything.
Not because computers became creative.
Because humans became more creative through computers.

The machine expanded the possibility space. That is the entire history of creative technology.
Photography expanded what images could be. Film expanded what stories could be. The internet
expanded what communities could be. Generative art expanded what art could be.

The machine was never the point.
The expanded possibility space was.
This distinction matters because people keep confusing the two.

They look at Al and ask whether the machine is creative. This is the least interesting question
available. It is the beige wallpaper of questions. It is the LinkedIn comment of questions.

The better question is: what kinds of human creativity become possible when the tool changes?

Generative art has always lived at the collision point of mathematics and art, logic and intuition, code
and culture. It has always asked what happens when a person turns an idea into a system and then
lets that system breathe.
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That is why this space matters.
It is not just images on screens.
It is a medium built from rules, chance, constraint and taste.

A medium where the artist does not simply make the work, but makes the machine that makes the
work.

A medium where the work is not one image, but a field of possible images.
A medium where math becomes mood.
A medium where a for-loop can have a point of view.

This was the original promise: technology could widen the doorway between imagination and
execution.

Now that doorway is about to be kicked off its hinges.
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2. THE GREAT BOTTLENECK

There has always been a dirty secret at the centre of generative art.
The bottleneck was not creativity.
The bottleneck was execution.

The internet is overflowing with good ideas. Always has been. It has bad ideas too, obviously. The
internet also invented reply guys, inspirational founder threads and people who think "GM" is a
personality. We accept this as the price of civilisation.

But good ideas were never the scarce resource.

What was scarce was the ability to build them.

Artists had concepts they could not code.

Developers had systems they could not visualise.

Collectors had instincts they could not execute.

Communities had ambitions they could not ship.

Entire collections died in notebooks.

Entire worlds died in Discord channels.

Entire artistic movements died because somebody got stuck installing a dependency.
Entire aesthetics died because nobody knew how to centre a div.

This is not a criticism. It is simply reality. Building things is hard. Code is hard. Design is hard. Making
something coherent, interesting and alive is much harder than pretending your mint mechanics are
"community-first" because you made the allowlist confusing.

The history of generative art is largely the history of artists learning to code and coders learning to
see.

Somewhere in the middle, they met.

Sometimes they created masterpieces.

Other times they created flow fields.
Congratulations.

You discovered Perlin noise.

We noticed.

No, we are not minting it.

To be clear, this is not an anti-flow-field manifesto.

Flow fields were important. Every movement has its obsessions. Every generation discovers a tool
and pushes it until it breaks. Flow fields taught people about motion, emergence, invisible forces,
organic behaviour and the sacred Web3 tradition of giving a simple technical effect a title like
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"Memory Of Wind #348".

The point is not that flow fields were bad.

The point is that technical novelty became confused with artistic novelty.

A difficult thing to make became mistaken for an interesting thing to make.

Those are not the same thing.

And now the distinction matters.

Because Al can make a technically competent flow field before you finish typing the prompt.

The machine has discovered Perlin noise too.

Good.
Now what?

That is the question at the centre of the post-technical era.

If the machine can execute the familiar tricks, then the familiar tricks stop being impressive. If the
machine can write the shader, the shader is no longer enough. If the machine can generate the
output, the output is no longer the proof of vision.

This is not the death of generative art.
This is the death of hiding behind difficulty.

For years, difficulty protected mediocre ideas. The work looked impressive because the labour was
visible. The code was complicated. The system was clever. The output required knowledge. That
mattered, and it still matters. Craft is not meaningless.

But craft is no longer the final argument.
The bar has moved.
The question is no longer: can you make generative art?

The question is: do you have anything interesting to say?
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3. ENTER FABLE

Then came Fable.
Or more specifically: the guardrailed cousin of the model everyone was told they could not have.

The details are almost too perfect for the culture. Somewhere, a powerful model was considered too
risky to release. Too capable. Too spicy. Too likely to do something alarming in the general
neighbourhood of cybersecurity. So the public got the safer version.

Naturally, we used it to reimagine CryptoPunks.

This is what humans do.

Give us fire and we cook food.

Give us printing and we circulate manifestos.

Give us the internet and we build forums.

Give us a frontier Al model and we ask it to make little grifters with funny heads.
This is civilisation.

The important thing about Fable is not that it can produce code. Lots of systems can produce code
now. The important thing is not that it can generate images. Lots of systems can generate images
now. The interesting thing is that Fable appears to understand enough of the relationship between
code, image, culture and intent to participate in generative art as a medium.

That is different.

Most Al-generated collections fail because they mistake surface for substance. They recognise traits
but not systems. They copy visual features but not cultural logic. They produce outputs but not a
world.

They understand what a thing looks like.
They do not understand why the thing works.

Fable, in the case of Grift Punks, seems to do something more interesting. It does not simply recreate
CryptoPunks. It interprets them.

A photocopier reproduces.
An artist interprets.
That distinction is everything.

Grift Punks are not interesting because they look like CryptoPunks. They do not. They are rough,
hand-drawn, slightly cursed, a little stupid in exactly the right way, and weirdly coherent. They have
the energy of a machine that was asked to understand NFT culture and came back with a sketchbook
full of suspicious little characters.

They are not pixel-perfect homage.

They are a reading.
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They are Fable's understanding of Punks, crypto culture, internet aesthetics and the absurd
seriousness with which this space approaches tiny digital heads.

That is why they pass the sniff test.

Not because they are polished.

Not because they are technically dazzling.

Because they feel like a collection with a point of view.
And point of view is the thing Al art has usually lacked.
This is the moment worth paying attention to.

Not the moment Al made an image.

The moment Al demonstrated enough understanding of a medium to create something that felt
culturally situated.

Something with internal logic.

Something that made people stop asking "how was this made?" and start asking "what is this
saying?"

That is the threshold.

That is where the conversation changes.
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4. THE GRI FT PUNK TEST

We propose a benchmark.
It is not scientific.
It is probably legally meaningless.

It may upset people who enjoy benchmarks.

Good.

We call it the Grift Punk Test.
A collection passes if people would mint it even if nobody mentioned Al.

That is the first rule. If the entire value proposition is "a machine made this", the work is not yet art. It
is a tech demo with a floor price. The Al origin can be interesting. It cannot be the whole meal.

A collection passes if it has a recognisable visual identity.

Not just a style. An identity. You should be able to squint at it from across the timeline and know what
it is. Coherence matters. A collection is not ten thousand images. It is ten thousand variations inside a
world.

A collection passes if it demonstrates intent rather than imitation.

Derivative work is not automatically bad. Crypto culture is built on references, remixes, riffs, jokes,
mutations, stolen energy and people saying "inspired by" with varying degrees of legal optimism. The
guestion is whether the work transforms the reference into something with its own gravity.

A collection passes if it contributes to culture.

This does not mean it has to be serious. Some of the most important internet art is extremely
unserious. Often the joke is the doorway through which the serious idea enters. But the work must
add something. A mood. A critiqgue. A meme. A question. A vibe with teeth.

A collection passes if the conversation quickly stops being about Al.
This is crucial.

The goal of Al art is not to make people talk about Al.

The goal is to make people talk about art.

If the only interesting thing about a work is the tool, the work has failed. If the tool disappears and the
object remains interesting, something has happened.

And finally, a collection passes if it could only have been made right now.

Every important movement carries the timestamp of its conditions. CryptoPunks could not have
meant the same thing in 1998. Art Blocks could not have meant the same thing in 2007. Ordinals
could not have meant the same thing before Bitcoin became a cathedral for arguments about
permanence, purity and whether a JPEG is a sin.

Grift Punks could only exist now.
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After Punks.
After generative art became canonised.
After Al became powerful enough to be interesting and irritating enough to be funny.

After the culture had become self-aware enough to understand that a fully Al-created 10,000-piece
PFP collection passing the sniff test for art is not just a gimmick.

Itis a signal.

The Grift Punk Test is simple.

Does the work survive the novelty of its creation?
Does it have a world?

Does it have taste?

Does it have a joke?

Does it have a reason to exist?

If yes, mint one for the culture.

If no, congratulations on your workflow.

THE GRIFT PUNKS MANIFESTO
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5. THE DEATH OF TECHNI CAL DI FFI CULTY

Every creative medium eventually reaches this point.
A tool arrives that makes the hard thing easier.
People panic.

Gatekeepers complain.

The old guard explains that the new work is not real work because the new people did not suffer
correctly.

Then the medium expands.

Photography was accused of threatening painting. It did not kill painting. It forced painting to ask what
only painting could do.

Desktop publishing did not kill design. It made bad design abundant and good design more obviously
valuable.

Blogging did not kill writing. It produced oceans of nonsense and also changed publishing, politics,
media and culture.

Digital music tools did not kill music. They created a million terrible tracks and a few new genres that
could not have existed before.

The early web did not kill design. It gave us blinking text, guestbooks, dancing babies, under
construction GIFs and the foundational belief that everyone deserved a homepage. It was ugly. It was
chaotic. It was beautiful. It was alive.

Every time execution becomes easier, the volume of output explodes.
Most of it is bad.

This is fine.

Bad work is not a problem.

Bad work is compost.

Movements grow from it.

The panic around Al art assumes that abundance destroys meaning. It does not. Abundance changes
where meaning lives.

When images are hard to make, image-making carries status.

When websites are hard to build, website-building carries status.

When generative systems are hard to code, system-building carries status.
But once execution becomes abundant, value migrates.

The question stops being "How did you make this?"

It becomes "Why did you make this?"
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This is uncomfortable for people who built their identity around technical difficulty. Understandably so.

Nobody enjoys discovering their moat is now a puddle with branding.
But it is also necessary.

Technical difficulty was never the same as artistic significance.

It was a filter.

It selected for persistence, skill, obsession and tolerance for pain. These are useful qualities. They
are not the same as imagination.

In the post-technical era, execution does not disappear. Craft still matters. Systems still matter. Code
still matters. The difference is that execution becomes the starting point, not the finish line.

The technical question becomes table stakes.
The creative question becomes the game.
This is not a downgrade.

This is the medium growing up.
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6. RAI SI NG THE STANDARD

The common assumption is that Al lowers standards.

This is wrong.

Al raises standards.

It raises them brutally.

If everybody can generate a beautiful image, beauty becomes less scarce.
If everybody can write competent code, code becomes less scarce.

If everybody can produce a 10,000-piece collection, the existence of a 10,000-piece collection
becomes less interesting.

This is not the end of value.
It is the end of cheap value.

For years, people could rely on execution as proof of seriousness. They built something. It worked. It
rendered. It had rarity traits. There was a mint button. Someone made a Discord with seventeen
channels and a bot that said welcome.

This was enough for a while.

It will not be enough anymore.

The new scarce resources are older, stranger and harder to fake.
Originality.

Taste.

Perspective.

Cultural intelligence.

Conceptual depth.

Weirdness.

Courage.

The ability to say no to the obvious thing.

The ability to know when an ugly choice is the right choice.

The ability to make work that feels inevitable only after someone else has made it.
The ability to build a world people want to enter.

In other words: art.

This is why the post-technical era is good for generative art. It forces the medium to compete on the
things that were always supposed to matter.

Not whether the system is complicated.
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Whether the system is meaningful.

Not whether the output is polished.

Whether the output has life.

Not whether the artist suffered through enough syntax errors to earn cultural legitimacy.
Whether the work says something only this work could say.

The bar is not lower.

The bar is higher.

The machine can make the average thing now.

So do not make the average thing.

THE GRIFT PUNKS MANIFESTO
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/. THE REVENGE OF THE ARTI STS

For decades, artists have been told to find a technical co-founder.
This is humiliating.

Not always, obviously. Some technical co-founders are wonderful. Many are kind, brilliant and only
occasionally try to turn every creative decision into a scalability problem.

But the dependence was real.

An artist could have a vision for an interactive system, a generative collection, a game, a dynamic

artwork, a living archive, a community-driven mechanic or an onchain object that evolves over time.

And then the vision would hit the wall.

Can you code it?

Can you afford someone who can?

Can you explain it clearly enough to a developer without watching the life leave their eyes?
Can you trust the implementation to preserve the intent?

Can you ship before the idea loses heat?

Often the answer was no.

Al changes this.

Not perfectly. Not magically. Not without taste, direction and judgement. The machine will still produce

nonsense. It will still misunderstand. It will still occasionally behave like a very confident intern who
has read the docs but not the room.

But the barrier is lower.
An artist can prototype a system.
An artist can test a mechanic.

An artist can generate code, modify it, break it, repair it, ask better questions and move faster from
idea to artefact.

This is enormous.

Because artists have always been good at seeing what does not yet exist.
Now more of them can build it.

The result will not be less art.

It will be more art.

More strange art.

More personal art.

More messy first attempts.
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More ambitious failures.

More worlds that would otherwise have stayed trapped in someone's head.

The revenge of the artists is not that they no longer need technologists.

Collaboration will still matter. Great builders will still matter. Deep technical craft will still matter.
The revenge is that artists no longer need permission to begin.

That changes who gets to participate.

And whenever participation expands, culture changes.

THE GRIFT PUNKS MANIFESTO
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8. THE REVENGE OF THE DEVELOPERS

Developers are also liberated.

This is important because developers have suffered too.

For decades, many of them have been forced to pretend Helvetica was a personality trait.
We can help them now.

The stereotype of the technically brilliant, aesthetically cursed builder exists for a reason. There are
people who can architect complex systems and still choose a colour palette that looks like a
government procurement portal. There are people who can optimise a renderer and then put
everything on a grey background because "minimalism". There are people who believe the default
button style is an artistic movement.

These people deserve tools too.

Al can help developers explore visual ideas they could not previously express. It can help them test
composition, mood, interaction, pacing and aesthetic direction. It can translate technical systems into
visual languages. It can generate alternatives. It can make taste more accessible without pretending
taste is simple.

This matters because many developers already think in systems.

They understand constraints.

They understand rules.

They understand emergence.

They understand how small changes cascade through complex environments.
These are artistic instincts in disguise.

The missing piece was often visual confidence.

Al does not turn every developer into a great artist. Nothing does. But it gives technically gifted people
a wider creative surface area. It lets them experiment with form, style and visual identity without
needing to become a fully formed designer first.

This is good for the medium.

Because generative art has always needed both sides.

The left brain and the right brain.

The machine and the hand.

The system and the mood.

The rule and the rupture.

The post-technical era does not erase skill. It allows more kinds of skill to meet each other.

Artists become more technical.
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Developers become more visual.

Collectors become more experimental.

Communities become more capable.
The old divisions start to blur.

And in the blur, new forms appear.

THE GRIFT PUNKS MANIFESTO
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9. COVWUNI TI ES AS STUDI OGS

One of the most radical implications of Al-assisted creative tools is not individual creativity.
It is collective creativity.

NFT communities have always wanted to build.

Sometimes this was real.

Sometimes it meant thirty people in Discord saying "we should make a game" until everyone slowly
became sad.

The ambition was there. The execution was not.

A community might have lore, characters, memes, collectors, artists, writers, traders, developers,
moderators, chaos agents, unpaid emotional labourers and at least one person who insists they have
a partnership opportunity if the founder can DM them.

What it often lacked was the ability to turn all that energy into working things.
Al changes that equation.

A community can prototype tools.

A community can build small games.

A community can create interfaces, lore engines, dynamic traits, interactive mint pages, music toys,
visualisers, websites, bots, archives and strange little experiments that do not fit any existing
category.

Not all of them will be good.

Most of them will be bad.

This is also fine.

The point is not that every community becomes a professional studio overnight.
The point is that the boundary between audience and creator gets weaker.
Collectors stop being passive holders.

They become participants.

Participants become builders.

Builders become artists.

Artists become communities.

This was always one of the best promises of the space, and also one of the least fulfilled.

We talked constantly about community ownership, participatory culture and decentralised creativity,
then often delivered a JPEG, a token-gated chat and a vague roadmap involving merch.

The post-technical era gives us a chance to do better.

THE GRIFT PUNKS MANIFESTO 19



Not by replacing human coordination.

By making coordination more productive.

The question for communities will no longer be "Can we build?"

The question will be "What do we believe is worth building together?"
That is a much more interesting question.

It is also a harder one.

Good.

THE GRIFT PUNKS MANIFESTO

20



10. THE NEW RENAI SSANCE OF VEI RD | NTERNET ART

We reject optimisation.

We reject homogeneity.

We reject the idea that Al should be used to produce more content.

There is enough content.

There is too much content.

Content is what happens when imagination is forced through a marketing calendar.
We are not here for more content.

We are here for stranger ideas.

The post-technical era should not be neat. It should not be optimised into a bland stream of
aesthetically pleasing outputs. It should not become a factory for competent images with no pulse.

It should be weird.
The early web was weird.

It was ugly. It was messy. It had blinking text, tiled backgrounds, guestbooks, MIDI files, fan shrines,
conspiracy pages, personal homepages and buttons that said "best viewed in Netscape" with the
confidence of a civilisation at its peak.

It was not tasteful.
It was alive.

Crypto was weird too.

Walllets were weird. Tokens were weird. Punks were weird. Ordinals were weird. People argued about

provenance, permanence, rarity, metadata, royalties, inscriptions, marketplaces and whether saving
an image was theft, performance art or both.

Generative art was weird.

People wrote code that made images and then argued that the code was the artwork. They were
right, but this did not make them less weird.

Movements are weird before they are respectable.

Respectability is what happens after the weird people do the dangerous part.
The danger now is not that Al will make everything too strange.

The danger is that it will make everything too similar.

Models tend toward averages. Platforms reward averages. Markets often prefer averages with a
premium Discord. The gravitational pull of the obvious is strong.

That is why human weirdness matters more now, not less.

The role of the artist in the post-technical era is not to ask the machine for the most polished answer.
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It is to pull the machine away from the average.

Away from the obvious.

Away from the smooth.

Away from the content sludge.

Toward the specific.

Toward the strange.

Toward the thing that should not work but somehow does.
This is where the future lives.

Not in Al making more of what already exists.

In humans using Al to reach ideas they could not reach before.
The new renaissance will not be clean.

It will be uneven, excessive, funny, tasteless, brilliant, embarrassing and full of mistakes.

Good.

That is how culture moves.

THE GRIFT PUNKS MANIFESTO
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11. VWHY GRIFT PUNKS MATTER

Grift Punks are not important because Al made them.
That misses the point entirely.

They are important because they hint at a future where technical execution is no longer the limiting
factor.

They are important because they pass a threshold that most Al collections have not passed.
They feel like art.

Not perfect art.

Not masterpiece art.

Not museum-wall-and-three-paragraphs-about-liminality art.

Art.

They have identity.

They have humour.

They have internal logic.

They have a relationship to the history of PFPs and generative collections.

They understand that CryptoPunks were never just little pixel people. They were identity, provenance,
culture, status, absurdity and the early internet's weird belief that tiny digital objects could become
socially real.

Grift Punks take that inheritance and run it through the strange new condition of Al-native creation.
That is why they matter.

They are not the destination.

They are a signpost.

A small flag planted on a new frontier.

A joke that accidentally points at a serious future.

A 10,000-piece PFP collection created entirely by Al that passes the sniff test for art.
That is not the end of anything.

It is the beginning of a new argument.

What happens when the tools of creation become available to more people?

What happens when technical execution stops being the wall?

What happens when the culture has to compete on ideas again?

What happens when artists can build, developers can create, collectors can experiment and
communities can invent?
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What happens when the frontier moves?
Grift Punks do not answer all of these questions.
They ask them loudly.

Sometimes that is what a punk is for.

THE GRIFT PUNKS MANIFESTO
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12. THE PUNK CONNECTI ON

CryptoPunks are important not because they were technically overwhelming.
They were not.

Their importance came from timing, framing, distribution, identity and the cultural leap they
represented.

They asked people to believe that a tiny digital character could be owned, collected, displayed, traded
and used as a public identity.

At the time, that was absurd.

Then it became obvious.

That is how culture works.

The important things often look stupid before they look inevitable.
This is why the punk lineage matters.

Punks were not about technical maximalism. They were about a new social object. They proved that
digital identity could become collectible culture. They helped create the conditions for everything that
followed: PFPs, onchain identity, collector tribes, status games, remixes, derivatives, discourse,
lawsuits, floor prices, cope, euphoria and several thousand profile pictures with laser eyes.

Grift Punks sit inside that lineage, but they do not simply copy it.
They mutate it.
They ask what a PFP collection means when the artist is an Al system guided by human intent.

They ask what authorship means when execution becomes distributed across human direction and
machine capability.

They ask what taste means when the tool can generate infinite variations but still needs someone to
decide what matters.

They ask whether culture cares about the hand, the system, the concept, the provenance or the
result.

The answer, annoyingly, is yes.

All of it matters.

That is why this is interesting.

Not because Grift Punks settle the debate.

Because they make the debate unavoidable.

And because they do it in the dumbest possible format: little guys.

Perfect.
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13. THE DEATH OF THE BU LDER MYTH

Web3 loves builders.
This is understandable.

For a long time, building was hard. Shipping anything required technical skill, conviction, persistence
and a high tolerance for public failure. The builder deserved respect.

But the culture also turned building into a kind of moral status.
Build or shut up.

Are you building?

Real builders build.

Builders building builderly buildables.

Eventually "builder" became less a description of activity and more a vibe. A person could announce
they were building for months without anyone being entirely sure what had been built, where it was, or
whether it had a working button.

The post-technical era changes the builder myth.

When everyone can build, building stops being the identity.
The question becomes: what are you building toward?
This is a healthier question.

Execution is important, but execution without vision is just output. Shipping without meaning is
logistics. A product without a point of view is a spreadsheet wearing a landing page.

The next era will not reward people simply for making things exist.

It will reward people for making things that matter.

This does not mean fewer builders.

It means more responsibility for builders.

If the tools are more powerful, the excuses are weaker.

If the barriers are lower, the standards are higher.

If everyone can make something, the honour is in making something worth making.
The builder myth is not dead because building no longer matters.

It is dead because building alone is no longer enough.

Good.
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14. CREATIVITY IS BECOM NG THE BOTTLENECK

Creativity is becoming the bottleneck.
Creativity is becoming the bottleneck.
Creativity is becoming the bottleneck.

This should be printed on the wall of every studio, Discord, DAO, lab, collection, incubator and
extremely sincere Telegram group.

It is the simplest way to understand the post-technical era.

For decades, creative ambition ran into technical limits. The idea exceeded the available tools. The
concept exceeded the budget. The desired system exceeded the artist's ability to build. The
community's imagination exceeded its capacity to execute.

Al reduces that gap.

Not to zero.

Never to zero.

But enough to change the centre of gravity.

The scarce thing becomes the thing technology cannot easily supply on its own.
A reason.

A perspective.

A wound.

A joke.

A taste for the wrong thing at the right time.

A refusal to optimise.

A sense of history.

A willingness to look stupid before the work looks obvious.

A belief that something should exist even when nobody asked for it.
This is creativity.

Not decoration.

Not output.

Not content.

Creativity is the act of dragging a possibility into the world and making other people feel that the world
has shifted slightly because it is now there.

That is the bottleneck now.

The machine can help.
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The machine can accelerate.

The machine can suggest, draft, build, test, mutate, render and explain.

But the machine does not know what you care about.
It does not know what your community finds funny.
It does not know what wound you are turning into an aesthetic.

It does not know which ugly thing is secretly beautiful.

It does not know what future you are trying to smuggle into the present.

That part is still human.

That part is the point.
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THE GRIFT PUNKS MANIFESTO

15. PRI NCI PLES FOR THE POST- TECHNI CAL ERA

One: execution is no longer enough.
A technically competent work is now the beginning, not the destination.
Two: taste matters more, not less.

When tools become more powerful, the need for judgement increases. Infinite options do not create
meaning. They create noise. Taste is how you cut through noise.

Three: weirdness is a feature.

The average will be automated. The obvious will be abundant. The strange will become more
valuable.

Four: the prompt is not the art.

The prompt is a tool. So is the model. So is the code. So is the chain. So is the mint page. Stop
confusing the hammer with the house.

Five: communities should build.

Not because every holder needs to become a developer, but because creative participation is the
point. A collection should be a world people can add to, not a shrine they quietly floor-watch.

Six: artists should learn systems.

Even if the machine writes the code, understanding systems will matter. The best work will come from
people who can think in rules, constraints, behaviours and possibilities.

Seven: developers should learn taste.
We say this with love.
Eight: Al should make art stranger, not smoother.

If the result looks like a median of everything that already exists, push harder. Break it. Misuse it.
Make the model uncomfortable. Make the output less likely to be approved by a committee called
Brand Alignment.

Nine: cultural context is part of the work.

Generative art is not isolated output. It lives inside histories, references, markets, memes, chains and
communities. Ignore that and you are making screensavers.

Ten: the future belongs to people with better ideas.
Not better prompts.

Better ideas.
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16. WHAT COVES NEXT

The next era of generative art will be louder.
It will be more crowded.

It will contain more trash.

This is unavoidable and possibly healthy.

Every time access expands, quality becomes uneven. The first wave of new creators rarely arrives
fully formed. They arrive messy, overexcited, derivative, sincere, annoying and occasionally brilliant.

This is how movements begin.

Do not fear the flood.

Learn to swim.

The more interesting question is what becomes possible when the flood settles.
We will see artists building systems at the speed of thought.

Developers creating visual worlds with more emotional range.

Collectors launching experiments instead of waiting for founders.

Communities turning memes into mechanics.

Onchain art becoming more interactive, more dynamic, more participatory and more alive.
We will see failures.

Excellent.

We need better failures.

The safe version of Al creativity is boring. It produces polished sameness, optimised surfaces and
endless variations of things that already worked yesterday.

The dangerous version is more interesting.

Not dangerous in the cybersecurity sense. Relax, compliance department.

Dangerous in the artistic sense.

Dangerous because it lets more people try ideas that do not fit established categories.
Dangerous because it makes the edge easier to reach.

Dangerous because it allows outsiders to build without waiting to be invited.
Dangerous because it makes the frontier bigger.

That is where Grift Punks wants to stand.

Not at the centre.

At the edge.
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Where the weird things start.
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17. CONCLUSI ON: MAKE SOVETHI NG | NTERESTI NG

The first generation of generative artists proved code could be creative.
The next generation will prove creativity was never the scarce resource.
Execution was.

That constraint is changing.

Good.

The future of generative art is not Al-generated art.

The future of generative art is human creativity operating with fewer constraints.
Grift Punks do not represent the moment Al became an artist.

They represent the moment technical execution stopped being the bottleneck.
They are not the destination.

They are a signpost.

A joke with a thesis.

A collection with a flag.

A reminder that the most interesting thing about new technology is not what it can do by itself, but
what it lets humans do next.

The frontier has moved.

The standard has risen.

The excuses are gone.

Welcome to the post-technical era of generative art.
Make weird things.

Make ambitious things.

Make things that should not exist.

Make things nobody asked for.

Make things the machine could not have imagined without you.
Make things your community can inhabit.

Make things that make the timeline pause.

Make things people argue about.

Make things that look stupid until they look inevitable.

Make things with teeth.

THE GRIFT PUNKS MANIFESTO
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Make things with jokes.

Make things with rules.

Make things that break their own rules.

Make things for the culture.
We will see you on the frontier.

- The Grift Punks
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