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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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3 Eg;gzj?iw Processing (Ch. 03-04) : #% (Math) . %
# (Variable)
4 Egig;g? Processing (Ch. 068) : ¥4 (Repetition)
5 Egig;ji? Processing (Ch, 05) : 33 (Decisions)
6 Egigijif Processing (Ch. 21) : %% (Functions)
7 Egigij?? Processing (Ch. 20, 31) : #y% (Animation)
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Grasshopper, Processing, RhinoPython F i,

Processing : A Programming Handbook for Visual Designers and Artists, by
Casey Reas and Ben Fry, MIT Press, Cambridge, Massachusetts, 2007,
Python 101 for Rhinoceros 5.0 (PDF),
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