AL 10 1S ERY 2D RAIE T E 2

2R X & ‘ .

e & 4f sl Ml
COMPUTER PROGRAMMING IN ¥ | CHEN
ARCHITECTURAL CHEN-CHENG
EH-FLFIA .

R RS P gw wsy 18e
TEAXMIA ki

A TREE R IR APM 2 KB Y Sk Fa o
B. R~ B BHI L KRE S e B LA o
CCHEFL M2 A YA e 2 BRE L o
D. B RERME I 2 ALTF I 89 R o
E. $F3t ¢ o g yRs BAL o
Fo At E AR a TR Es 2404 -
G. B LA TRE 22 JA 8403 RAT -
H U7 AR H FRmEd BY il 5 o

BRARPIEBOTEEINBRE, SAKTZLEER %B‘“ﬁi:ﬁi&fﬁﬁ"ﬁ%%’i%‘}‘
HBAEP, FRARNFRE  ABALY, BAagr THgE. ER#HIX
. HRFEHE,

SAZ R A




This is a fundamental computer programming course for the architectural
students, the purpose of this course is applying programming techniques
into architectural design process. Topics include: Associative Modeling,
Problem Solving, Computer Graphics, Computer—Aided Design and Design
Computation.
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1|1 T AR ﬁﬂvﬁ’fp‘%i 1 Associative Modeling P6 | ABDF

2 THRAEXXFRE 2 Computer Programming

3 THEKEZ 3 Computer Graphics

4 T ERE B & T 4 Computer-Aided Design

5 TMEXFEE 5 Design Computation
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Tlowass N % (Subject/Topics) ax
IR

2 12;;22;?? Grasshopper : Surface

3 12;;22;?? Grasshopper : Cluster and Fields

4 12;;222? Grasshopper : Tree and Data Structure

5 12;;22;;? Grasshopper : Miscellaneous

6 12;;22;2? Processing (Ch, 01-04) : # % (Environment)
R

8 1g§jgij$i~ Processing (Ch. 05-08) : #&4X (Iteration)

9 122;21;;?~ Processing (Ch, 06-07) : ##& 3|87 (Logic)

10 12;;21;;? Processing (Ch. 13-14) : iZ4%E# (Continuous)
11 1g§jg§j§§~ Processing (Ch. 20-22) : # %t (Variables)

p| 102/05/06~ Processing (Ch. 33-34) : f£%] (Array)
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13 12;;2;;1? Grasshopper : HoopSnake
14 12;;2;;;? Grasshopper : Kangaroo
15 12;;22%? Processing (Ch., 35-40) : Miscellaneous
16 12;;232? Processing (Ch. 41-43) : Object (#F)
17 12;;231? Processing (P.525-545) : 3D
18 12;;23;? VB Script, VB.Net
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Processing : A Programming Handbook for Visual Designers and Artists, by
Casey Reas and Ben Fry, MIT Press, Cambridge, Massachusetts, 2007,
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