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Form & Formlessness -
Cheryl Akner-Koler 2007

Architecture - Francis
D. K. Ching 2012-07-16
A superb visual
reference to the
principles of
architecture Now
including interactive

CD-ROM! For more than
thirty years, the
beautifully illustrated
Architecture: Form,
Space, and Order has
been the classic
introduction to the
basic vocabulary of
architectural design.
The updated Third
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Edition features
expanded sections on
circulation, light,
views, and site context,
along with new
considerations of
environmental factors,
building codes, and
contemporary examples of
form, space, and order.
This classic visual
reference helps both
students and practicing
architects understand
the basic vocabulary of
architectural design by
examining how form and
space are ordered in the
built environment.?
Using his trademark
meticulous drawing,
Professor Ching shows
the relationship between
fundamental elements of
architecture through the
ages and across cultural
boundaries. By looking
at these seminal ideas,
Architecture: Form,
Space, and Order
encourages the reader to
look critically at the
built environment and
promotes a more
evocative understanding
of architecture. In
addition to updates to
content and many of the
illustrations, this new
edition includes a

companion CD-ROM that
brings the book's
architectural concepts
to life through three-
dimensional models and
animations created by
Professor Ching.
Greg Lynn FORM - Mark
Rappolt 2008
One of the most
provocative and exciting
architects today, Greg
Lynn has defined how
designers and architects
use computers as a
medium, operating in an
expanded field that
fuses cutting-edge
technology, contemporary
art, and science fiction
aesthetics with
architectural form. At
the epicenter of a
debate about the role of
digital design and new
fabrication methods in
architecture and general
design culture, his
projects skillfully
blend high technology
and detailed
craftsmanship, driven by
modeling software from
the film and aerospace
industries. They range
from the Ravioli lounge
chair for Vitra to the
Embryological House, a
pre-fab housing type
that takes advantage of



3/30

new manufacturing
technologies to produce
customized houses
adaptable to local
conditions. Included are
contributions from
theorists, architects,
and artists, and
futurists such as Sylvia
Lavin, Ben van Berkel,
and Caroline Bos of UN
Studio, J.G. Ballard,
and Tom Friedman, among
others. Greg Lynn FORM
offers a window into
Lynn's methods and
techniques, theoretical
positions, and career
trajectory. Rather than
a retrospective of
Lynn's career, it is
thought-provoking and
forward-looking.
Fabricate 2014 - Fabio
Gramazio 2017-08-24
FABRICATE is an
international peer
reviewed conference that
takes place every three
years with a supporting
publication on the theme
of Digital Fabrication.
Discussing the
progressive integration
of digital design with
manufacturing processes,
and its impact on design
and making in the 21st
century, FABRICATE
brings together pioneers

in design and making
within architecture,
construction,
engineering,
manufacturing, materials
technology and
computation. Discussion
on key themes includes:
how digital fabrication
technologies are
enabling new creative
and construction
opportunities from
component to building
scales, the difficult
gap that exists between
digital modelling and
its realisation,
material performance and
manipulation, off-site
and on-site
construction,
interdisciplinary
education, economic and
sustainable contexts.
FABRICATE features
cutting-edge built work
from both academia and
practice, making it a
unique event that
attracts delegates from
all over the world.
FABRICATE 2011, 2014 and
2017 are now all
available to download
free from UCL Press.
Word Toys - Brian Kim
Stefans 2017-07-25
An engaging and thought
provoking volume that
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speculates on a range of
textual works—poetic,
novelistic, and
programmed—as technical
objects With the ascent
of digital culture, new
forms of literature and
literary production are
thriving that include
multimedia, networked,
conceptual, and other
as-yet-unnamed genres
while traditional genres
and media—the lyric, the
novel, the book—have
been transformed. Word
Toys: Poetry and
Technics is an engaging
and thought-provoking
volume that speculates
on a range of poetic,
novelistic, and
programmed works that
lie beyond the language
of the literary and
which views them instead
as technical objects.
Brian Kim Stefans
considers the problems
that arise when
discussing these
progressive texts in
relation to more
traditional print-based
poetic texts. He
questions the influence
of game theory and
digital humanities
rhetoric on poetic
production, and how non-

digital works, such as
contemporary works of
lyric poetry, are
influenced by the recent
ubiquity of social
media, the power of
search engines, and the
public perceptions of
language in a time of
nearly universal
surveillance. Word Toys
offers new readings of
canonical avant-garde
writers such as Ezra
Pound and Charles Olson,
major successors such as
Charles Bernstein, Alice
Notley, and Wanda
Coleman, mixed-genre
artists including
Caroline Bergvall, Tan
Lin, and William
Poundstone, and lyric
poets such as Harryette
Mullen and Ben Lerner.
Writers that trouble the
poetry/science divide
such as Christian Bök,
and novelists who have
embraced digital
technology such as Mark
Z. Danielewski and the
elusive Toadex
Hobogrammathon, anchor
reflections on the
nature of creativity in
a world where authors
collaborate, even if
unwittingly, with
machines and networks.



5/30

In addition, Stefans
names provocative new
genres—among them the
nearly formless
“undigest” and the
transpacific
“miscegenated
script”—arguing by
example that
interdisciplinary
discourse is crucial to
the development of
scholarship about
experimental work.
Form and Function -
Horatio Greenough 1969

Modernism in Art, Design
and Architecture -
Christopher Crouch 1999
This book introduces the
ideas of Modernism and
their post-modern
evolution in a clear and
engaging argument that
links the development of
visual culture to the
social and political
conditions in which it
is produced. It
established the key
critical terms of
reference before taking
the reader through the
evolution of this
century's visual culture
in a wide-ranging and
approachable way. It was
the cultural processes
of the Enlightenment and

the subsequent
development of
industrial cultures that
informed the early ideas
of Modernism and gave us
our world of rapid
communication, fast cars
and cities filled with
skyscrapers and consumer
goods. It also gave us a
world in which
environmental disaster
looms and there the
cultural legacy of
European colonialisation
has still to be
unravelled. The post-
industrial, post-modern
world of the internet
and virtual reality is
challenging the mono-
culture of Modernism,
and celebrates cultural
diversity and
multiplicity. But our
new age has cultural
problems that also need
unpacking - in a world
of many voices, whose
voice now directs visual
culture? The much lauded
individual's or that of
trans-national
corporations? Art,
design and architecture
do not exist in a
vacuum, they are formed
by the cultures from
which they emerge. This
book examines the way in
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which visual culture
reflects its conceptual
and physical origins in
elite, and mass,
cultural practices.
A Pattern Language -
Christopher Alexander
2018-09-20
You can use this book to
design a house for
yourself with your
family; you can use it
to work with your
neighbors to improve
your town and
neighborhood; you can
use it to design an
office, or a workshop,
or a public building.
And you can use it to
guide you in the actual
process of construction.
After a ten-year
silence, Christopher
Alexander and his
colleagues at the Center
for Environmental
Structure are now
publishing a major
statement in the form of
three books which will,
in their words, "lay the
basis for an entirely
new approach to
architecture, building
and planning, which will
we hope replace existing
ideas and practices
entirely." The three
books are The Timeless

Way of Building, The
Oregon Experiment, and
this book, A Pattern
Language. At the core of
these books is the idea
that people should
design for themselves
their own houses,
streets, and
communities. This idea
may be radical (it
implies a radical
transformation of the
architectural
profession) but it comes
simply from the
observation that most of
the wonderful places of
the world were not made
by architects but by the
people. At the core of
the books, too, is the
point that in designing
their environments
people always rely on
certain "languages,"
which, like the
languages we speak,
allow them to articulate
and communicate an
infinite variety of
designs within a forma
system which gives them
coherence. This book
provides a language of
this kind. It will
enable a person to make
a design for almost any
kind of building, or any
part of the built
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environment. "Patterns,"
the units of this
language, are answers to
design problems (How
high should a window
sill be? How many
stories should a
building have? How much
space in a neighborhood
should be devoted to
grass and trees?). More
than 250 of the patterns
in this pattern language
are given: each consists
of a problem statement,
a discussion of the
problem with an
illustration, and a
solution. As the authors
say in their
introduction, many of
the patterns are
archetypal, so deeply
rooted in the nature of
things that it seemly
likely that they will be
a part of human nature,
and human action, as
much in five hundred
years as they are today.
Code as Creative Medium
- Golan Levin 2021-02-02
An essential guide for
teaching and learning
computational art and
design: exercises,
assignments, interviews,
and more than 170
illustrations of
creative work. This book

is an essential resource
for art educators and
practitioners who want
to explore code as a
creative medium, and
serves as a guide for
computer scientists
transitioning from STEM
to STEAM in their
syllabi or practice. It
provides a collection of
classic creative coding
prompts and assignments,
accompanied by annotated
examples of both classic
and contemporary
projects, and more than
170 illustrations of
creative work, and
features a set of
interviews with leading
educators. Picking up
where standard
programming guides leave
off, the authors
highlight alternative
programming pedagogies
suitable for the art-
and design-oriented
classroom, including
teaching approaches,
resources, and community
support structures.
Form+Code - Casey Reas
2010
The last decade has
witnessed a
proliferation of artists
whose primary medium is
software. Algorithmic
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processes, harnessed
through the medium of
computer code, allow
artists to generate
increasingly complex
visual forms that they
otherwise might not have
been able to imagine,
let alone delineate. The
newest volume in our
Design Brief series
Form+Code in Design,
Art, and Architecture is
a non-technical
introduction to the
history, theory, and
practice of software in
the arts. Organized into
themes linked to aspects
of code--repetition,
transformation,
parameters,
visualization, and
simulation--each of the
book's sections contains
an essay, code samples,
and numerous
illustrations. An
accompanying website
(www.formandcode.com)
features code samples in
various programming
languages for the
examples in the book. An
ideal introductory text
for digital design and
media arts courses, this
unique primer will also
appeal to students and
professionals looking

for a survey of this
exciting new area of
artistic production.
Learning Processing -
Daniel Shiffman
2015-09-09
Learning Processing,
Second Edition, is a
friendly start-up guide
to Processing, a free,
open-source alternative
to expensive software
and daunting programming
languages. Requiring no
previous experience,
this book is for the
true programming
beginner. It teaches the
basic building blocks of
programming needed to
create cutting-edge
graphics applications
including interactive
art, live video
processing, and data
visualization. Step-by-
step examples, thorough
explanations, hands-on
exercises, and sample
code, supports your
learning curve. A unique
lab-style manual, the
book gives graphic and
web designers, artists,
and illustrators of all
stripes a jumpstart on
working with the
Processing programming
environment by providing
instruction on the basic
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principles of the
language, followed by
careful explanations of
select advanced
techniques. The book has
been developed with a
supportive learning
experience at its core.
From algorithms and data
mining to rendering and
debugging, it teaches
object-oriented
programming from the
ground up within the
fascinating context of
interactive visual
media. This book is
ideal for graphic
designers and visual
artists without
programming background
who want to learn
programming. It will
also appeal to students
taking college and
graduate courses in
interactive media or
visual computing, and
for self-study. A
friendly start-up guide
to Processing, a free,
open-source alternative
to expensive software
and daunting programming
languages No previous
experience required—this
book is for the true
programming beginner!
Step-by-step examples,
thorough explanations,

hands-on exercises, and
sample code supports
your learning curve
101 Things I Learned in
Architecture School -
Matthew Frederick
2007-08-31
Concise lessons in
design, drawing, the
creative process, and
presentation, from the
basics of “How to Draw a
Line” to the
complexities of color
theory. This is a book
that students of
architecture will want
to keep in the studio
and in their backpacks.
It is also a book they
may want to keep out of
view of their
professors, for it
expresses in clear and
simple language things
that tend to be murky
and abstruse in the
classroom. These 101
concise lessons in
design, drawing, the
creative process, and
presentation—from the
basics of "How to Draw a
Line" to the
complexities of color
theory—provide a much-
needed primer in
architectural literacy,
making concrete what too
often is left nebulous
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or open-ended in the
architecture curriculum.
Each lesson utilizes a
two-page format, with a
brief explanation and an
illustration that can
range from diagrammatic
to whimsical. The lesson
on "How to Draw a Line"
is illustrated by
examples of good and bad
lines; a lesson on the
dangers of awkward floor
level changes shows the
television actor Dick
Van Dyke in the midst of
a pratfall; a discussion
of the proportional
differences between
traditional and modern
buildings features a
drawing of a building
split neatly in half
between the two. Written
by an architect and
instructor who remembers
well the fog of his own
student days, 101 Things
I Learned in
Architecture School
provides valuable
guideposts for
navigating the design
studio and other classes
in the architecture
curriculum. Architecture
graduates—from young
designers to experienced
practitioners—will turn
to the book as well, for

inspiration and a guide
back to basics when
solving a complex design
problem.
Bauhaus Effects in Art,
Architecture, and Design
- Kathleen James-
Chakraborty 2022-04-22
Bringing together an
international team of
scholars, this book
offers new perspectives
on the impact that the
Bauhaus and its teaching
had on a wide range of
artistic practices.
Three of the fields in
which the Bauhaus
generated immediately
transformative effects
were housing,
typography, and
photography.
Contributors go further
to chart the surprising
relation of the school
to contemporary
developments in hair-
styling and shop window
display in unprecedented
detail. New scholarship
has detailed the degree
to which Bauhaus faculty
and students set off
around the world, but it
has seldom paid
attention to its impact
in communist East
Germany or in countries
like Ireland where no
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Bauhäusler settled. This
wide-ranging collection
makes clear that, a
century after its
founding, many new
stories remain to be
told about the influence
of the twentieth
century’s most
innovative arts
institution. The book
will be of interest to
scholars working in art
history, design history,
photography and
architectural history.
The Art of Systems
Architecting, Third
Edition - Mark W. Maier
2009-01-06
If engineering is the
art and science of
technical problem
solving, systems
architecting happens
when you don’t yet know
what the problem is. The
third edition of a
highly respected
bestseller, The Art of
Systems Architecting
provides in-depth
coverage of the least
understood part of
systems design: moving
from a vague concept and
limited resources to a
satisfactory and
feasible system concept
and an executable

program. The book
provides a practical,
heuristic approach to
the "art" of systems
architecting. It
provides methods for
embracing, and then
taming, the growing
complexity of modern
systems. New in the
Third Edition: Five
major case studies
illustrating successful
and unsuccessful
practices Information on
architecture frameworks
as standards for
architecture
descriptions New methods
for integrating business
strategy and
architecture and the
role of architecture as
the technical embodiment
of strategy Integration
of process guidance for
organizing and managing
architecture projects
Updates to the rapidly
changing fields of
software and systems-of-
systems architecture
Organization of
heuristics around a
simple and practical
process model A
Practical Heuristic
Approach to the Art of
Systems Architecting
Extensively rewritten to



12/30

reflect the latest
developments, the text
explains how to create a
system from scratch,
presenting
invention/design rules
together with clear
explanations of how to
use them. The author
supplies practical
guidelines for avoiding
common systematic
failures while
implementing new
mandates. He uses a
heuristics-based
approach that provides
an organized attack on
very ill-structured
engineering problems.
Examining architecture
as more than a set of
diagrams and documents,
but as a set of
decisions that either
drive a system to
success or doom it to
failure, the book
provide methods for
integrating business
strategy with technical
architectural decision
making.
Human Dimension and
Interior Space - Julius
Panero 2014-01-21
The study of human body
measurements on a
comparative basis is
known as

anthropometrics. Its
applicability to the
design process is seen
in the physical fit, or
interface, between the
human body and the
various components of
interior space. Human
Dimension and Interior
Space is the first major
anthropometrically based
reference book of design
standards for use by all
those involved with the
physical planning and
detailing of interiors,
including interior
designers, architects,
furniture designers,
builders, industrial
designers, and students
of design. The use of
anthropometric data,
although no substitute
for good design or sound
professional judgment
should be viewed as one
of the many tools
required in the design
process. This
comprehensive overview
of anthropometrics
consists of three parts.
The first part deals
with the theory and
application of
anthropometrics and
includes a special
section dealing with
physically disabled and
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elderly people. It
provides the designer
with the fundamentals of
anthropometrics and a
basic understanding of
how interior design
standards are
established. The second
part contains easy-to-
read, illustrated
anthropometric tables,
which provide the most
current data available
on human body size,
organized by age and
percentile groupings.
Also included is data
relative to the range of
joint motion and body
sizes of children. The
third part contains
hundreds of dimensioned
drawings, illustrating
in plan and section the
proper
anthropometrically based
relationship between
user and space. The
types of spaces range
from residential and
commercial to
recreational and
institutional, and all
dimensions include
metric conversions. In
the Epilogue, the
authors challenge the
interior design
profession, the building
industry, and the

furniture manufacturer
to seriously explore the
problem of adjustability
in design. They expose
the fallacy of designing
to accommodate the so-
called average man, who,
in fact, does not exist.
Using government data,
including studies
prepared by Dr. Howard
Stoudt, Dr. Albert
Damon, and Dr. Ross
McFarland, formerly of
the Harvard School of
Public Health, and Jean
Roberts of the U.S.
Public Health Service,
Panero and Zelnik have
devised a system of
interior design
reference standards,
easily understood
through a series of
charts and situation
drawings. With Human
Dimension and Interior
Space, these standards
are now accessible to
all designers of
interior environments.
Data-driven Graphic
Design - Andrew
Richardson 2017-07-06
Digital technology has
not only revolutionized
the way designers work,
but also the kinds of
designs they produce.
The development of the
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computer as a design
environment has
encouraged a new breed
of digital designer;
keen to explore the
unique creative
potential of the
computer as an
input/output device.
Data-driven Graphic
Design introduces the
creative potential of
computational data and
how it can be used to
inform and create
everything from
typography, print and
moving graphics to
interactive design and
physical installations.
Using code as a creative
environment allows
designers to step
outside the boundaries
of commercial software
tools, and create a set
of unique, digitally
informed pieces of work.
The use of code offers a
new way of thinking
about and creating
design for the digital
environment. Each
chapter outlines key
concepts and techniques,
before exploring a range
of innovative projects
through case studies and
interviews with the
artists and designers

who created them. These
provide an
inspirational, real-
world context for every
technique. Finally each
chapter concludes with a
Code section, guiding
you through the process
of experimenting with
each technique yourself
(with sample projects
and code examples using
the popular Processing
language supplied online
to get you started).
Computational
Morphologies - Michela
Rossi 2017-10-04
This book represents an
invaluable and up-to-
date international
exchange of research,
case studies and best
practice to tackle the
challenges of digital
technology, computer-
aided design, 3D
modeling, prototyping
machines and
computational design.
With contributions from
leading experts in the
field of industrial
design and cultural
heritage, it is split
into three parts. The
first part explores
basic rules of design,
design models and shape
grammar, including the
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management of complex
forms, and proves that
innovative concepts may
be derived from organic
models using generative
design. The second part
then investigates
responsive design,
describing how to manage
the changing
morphologies of
buildings through pre-
programmed mechanisms of
real-time response and
feedback embedded in
inhabitable spaces.
Lastly, the third part
focuses on digital
heritage and its
capability to increase
the interaction and
manipulation of object
and concepts, ranging
from augmented reality
to modeling generative
tools. The book gathers
peer-reviewed papers
presented at the eCAADe
(Education and Research
in Computer-Aided
Architectural Design in
Europe) Regional
International Symposium,
held in Milan, Italy, in
2015.
Creative Design in
Industry and
Architecture - G. Berkin
2015-09-10
Covering the topics of

architecture and
industrial design
Creative Design in
Industry and
Architecture argues that
the discourse on design
criteria for both
professions share many
similarities. It is not
intended to be
prescriptive, but is
rather the outcome of a
detailed design analysis
of the works of a number
of industrial and
architectural designers.
The authors sought to
compare the cultural
outcomes of vernacular
design in an attempt to
show that the design
process does not need to
be difficult or
complicated. This book
seeks to present a
critical assessment of
design processes which
achieve innovation in
the fields of both
architectural and
industrial disciplines.
The book is therefore
about creativity, design
strategies and
innovative
understanding. With
decades of academic
experience, the authors
are keen on the idea
that creativity can be
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taught. They wrote this
book from an ongoing
pedagogical need to show
students that the
creative palette has a
wide range. Case studies
and their related theory
which support this view
are included within the
chapters. The book also
unveils the design
dilemma; how design can
become complicated when
surrounded with
intricate problems
although it is the sum
of simple solutions.
Common theories and
practices are exposed
within the two
disciplines through
observation, analysis,
experiment and
reflection to discuss
and gain insight. Both
creative and practical
approaches are analysed
by making a historical
study followed by the
fundamentals reflecting
the current situation
and practical
applications of the
architectural and
industrial design
principles outlined in
an extensive collection
of examples. To
educators this book is
instructive, to the

students deductive, to
designers inspiring.
Processing, second
edition - Casey Reas
2014-12-19
The new edition of an
introduction to computer
programming within the
context of the visual
arts, using the open-
source programming
language Processing;
thoroughly updated
throughout. The visual
arts are rapidly
changing as media moves
into the web, mobile
devices, and
architecture. When
designers and artists
learn the basics of
writing software, they
develop a new form of
literacy that enables
them to create new media
for the present, and to
imagine future media
that are beyond the
capacities of current
software tools. This
book introduces this new
literacy by teaching
computer programming
within the context of
the visual arts. It
offers a comprehensive
reference and text for
Processing
(www.processing.org), an
open-source programming
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language that can be
used by students,
artists, designers,
architects, researchers,
and anyone who wants to
program images,
animation, and
interactivity. Written
by Processing's
cofounders, the book
offers a definitive
reference for students
and professionals.
Tutorial chapters make
up the bulk of the book;
advanced professional
projects from such
domains as animation,
performance, and
installation are
discussed in interviews
with their creators.
This second edition has
been thoroughly updated.
It is the first book to
offer in-depth coverage
of Processing 2.0 and
3.0, and all examples
have been updated for
the new syntax. Every
chapter has been
revised, and new
chapters introduce new
ways to work with data
and geometry. New
“synthesis” chapters
offer discussion and
worked examples of such
topics as sketching with
code, modularity, and

algorithms. New
interviews have been
added that cover a wider
range of projects.
“Extension” chapters are
now offered online so
they can be updated to
keep pace with
technological
developments in such
fields as computer
vision and electronics.
Interviews SUE.C, Larry
Cuba, Mark Hansen, Lynn
Hershman Leeson, Jürg
Lehni, LettError, Golan
Levin and Zachary
Lieberman, Benjamin
Maus, Manfred Mohr, Ash
Nehru, Josh On, Bob
Sabiston, Jennifer
Steinkamp, Jared
Tarbell, Steph Thirion,
Robert Winter
The Eyes of the Skin -
Juhani Pallasmaa
2012-05-14
First published in 1996,
The Eyes of the Skin has
become a classic of
architectural theory. It
asks the far-reaching
question why, when there
are five senses, has one
single sense – sight –
become so predominant in
architectural culture
and design? With the
ascendancy of the
digital and the all-
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pervasive use of the
image electronically, it
is a subject that has
become all the more
pressing and topical
since the first
edition’s publication in
the mid-1990s. Juhani
Pallasmaa argues that
the suppression of the
other four sensory
realms has led to the
overall impoverishment
of our built
environment, often
diminishing the emphasis
on the spatial
experience of a building
and architecture’s
ability to inspire,
engage and be wholly
life enhancing. For
every student studying
Pallasmaa’s classic text
for the first time, The
Eyes of the Skin is a
revelation. It
compellingly provides a
totally fresh insight
into architectural
culture. This third
edition meets readers’
desire for a further
understanding of the
context of Pallasmaa’s
thinking by providing a
new essay by
architectural author and
educator Peter MacKeith.
This text combines both

a biographical portrait
of Pallasmaa and an
outline of his
architectural thinking,
its origins and its
relationship to the
wider context of Nordic
and European thought,
past and present. The
focus of the essay is on
the fundamental
humanity, insight and
sensitivity of
Pallasmaa’s approach to
architecture, bringing
him closer to the
reader. This is
illustrated by
Pallasmaa’s sketches and
photographs of his own
work. The new edition
also provides a foreword
by the internationally
renowned architect
Steven Holl and a
revised introduction by
Pallasmaa himself.
Hip-Hop Architecture -
Sekou Cooke 2021-03-25
“This book is not for
you. It is not for
architectural academic
elites. It is not for
those who have
gentrified our
neighborhoods, overly
intellectualized the
profession, and ignored
all contemporary Black
theory within the
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discipline. You have
made architecture a
symbol of exclusion,
oppression, and
domination rather than
expression, aspiration,
and inspiration. This
book is not for
conformists-Black,
White, or other.” As
architecture grapples
with its own racist
legacy, Hip-Hop
Architecture outlines a
powerful new manifesto-
the voice of the
underrepresented,
marginalized, and
voiceless within the
discipline. Exploring
the production of
spaces, buildings, and
urban environments that
embody the creative
energies in hip-hop, it
is a newly expanding
design philosophy which
sees architecture as a
distinct part of hip-
hop's cultural
expression, and which
uses hip-hop as a lens
through which to provoke
new architectural ideas.
Examining the present
and the future of Hip-
Hop Architecture, the
book also explores its
historical antecedents
and its theory, placing

it in a wider context
both within architecture
and within Black and
African American
movements. Throughout,
the work is illustrated
with inspirational case
studies of architectural
projects and creative
practices, and
interspersed with
interludes and
interviews with key
architects, designers,
and academics in the
field. This is a vital
and provocative work
that will appeal to
architects, designers,
students, theorists, and
anyone interested in a
fresh view of
architecture, design,
race and culture.
Includes Foreword by
Michael Eric Dyson.
Confronting the Machine
- Boris Magrini
2017-03-20
Artists who work with
new media generally
adopt a critical media
approach in contrast to
artists who work with
traditional art media.
Where does the
difference lie between
media artists and
artists who produce
modern art? Which key
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art objects illustrate
this trend? The author
investigates the
relationship between art
and technology on the
basis of work produced
by Edward Ihnatowicz and
Harald Cohen, and on the
basis of the pioneering
computer art exhibition
at Dokumenta X in 1997.
His line of argument
counters the generally
held view that computer
art straddles the gap
between art and
technology. Instead, he
is seeking a genuine
interpretation of the
origin of media art, and
to develop new
perspectives for it.
Form and Fabric in
Landscape Architecture -
Catherine Dee 2004-03
This book is an
introduction to
landscape architecture
for students. Landscape
architecture is a visual
subject so the book is
be illustrated with the
author's own drawings.
The Timeless Way of
Building - Christopher
Alexander 1979
This volume provides the
opening work in
Christopher Alexander's
seminal trilogy on

architecture (continued
in A Pattern Language
and The Oregon
Experiment). Here he
provides a fascinating
introduction to the
ideas behind the
succeeding two books.
D'Arcy Wentworth
Thompson's Generative
Influences in Art,
Design, and Architecture
- Ellen K. Levy
2021-03-11
Scottish zoologist
D'Arcy Wentworth
Thompson's visionary
ideas in On Growth and
Form continue to evolve
a century after its
publication, aligning it
with current
developments in art and
science. Practitioners,
theorists, and
historians from art,
science, and design
reflect on his ongoing
influence. Overall, the
anthology links
evolutionary theory to
form generation in both
scientific and cultural
domains. It offers a
close look at the ways
cells, organisms, and
rules become generative
in fields often
otherwise disconnected.
United by Thompson's
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original exploration of
how physical forces
propel and shape living
and nonliving forms,
essays range from art,
art history, and
neuroscience to
architecture, design,
and biology.
Contributors explore how
translations are made
from the discipline of
biology to the cultural
arena. They reflect on
how Thompson's study
relates to the current
sciences of epigenesis,
self-organization,
biological complex
systems, and the
expanded evolutionary
synthesis. Cross-
disciplinary
contributors explore the
wide-ranging aesthetic
ramifications of these
sciences. A timeline
links the history of
evolutionary theory with
cultural achievements,
providing the reader
with a valuable
resource.
Research Culture in
Architecture - Cornelie
Leopold 2019-12-16
Research in and on
architecture is as
complex as the
discipline itself with

its different specialist
fields, and therefore
the results often remain
unconnected. Research
Culture in Architecture
combines digital and
analog research issues
and demonstrates how
important cross-
disciplinary cooperation
in architecture is
today. The complexity
and increasing
specialization are
elaborated on in the
various chapters and
then linked to the core
of architecture, i.e.
design. Scientists from
the theoretical and
practical fields present
research results in the
following subjects:
"design methodology",
"architectural space,
perception, and the
human body", "analog and
digital timber
construction",
"visualization",
"robotics",
"architectural practice
and research", and
"sustainability".
Expressive Form - Kostas
Terzidis 2003
This book combines
theoretical enquiry with
practical implementation
offering a unique
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perspective on the use
of computers related to
architectureal form and
design.
Introduction to
Architecture - Francis
D. K. Ching 2012-10-23
A survey of the built
environment distills the
work of legendary author
and illustrator Francis
D. K. Ching into a
single volume
Introduction to
Architecture presents
the essential texts and
drawings of Francis D.
K. Ching for those new
to architecture and
design. With his typical
highly graphic approach,
this is the first
introductory text from
Ching that surveys the
design of spaces,
buildings, and cities.
In an easy to understand
format, readers will
explore the histories
and theories of
architecture, design
elements and process,
and the technical
aspects of the
contemporary profession
of architecture. The
book explains the
experience and practice
of architecture and
allied disciplines for

future professionals,
while those who love the
beauty of architecture
drawing will delight in
the gorgeous
illustrations included.
Overview of the issues
and practices of
architecture in an all-
in-one introductory text
Includes new chapters
and introductory essays
by James Eckler, and
features more than 1,000
drawings throughout
Professor Ching is the
bestselling author of
numerous books on
architecture and design,
all published by Wiley;
his works have been
translated into 16
languages and are
regarded as classics for
their renowned graphical
presentation For those
pursuing a career in
architecture or anyone
who loves architectural
design and drawing,
Introduction to
Architecture presents a
beautifully illustrated
and comprehensive guide
to the subject.
Form and Code - Casey
Reas 2010-10-15
The last decade has
witnessed a
proliferation of artists
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whose primary medium is
software. Algorithmic
processes, harnessed
through the medium of
computer code, allow
artists to generate
increasingly complex
visual forms that they
otherwise might not have
been able to imagine,
let alone delineate. The
newest volume in our
Design Brief series
Form+Code in Design,
Art, and Architecture is
a non-technical
introduction to the
history, theory, and
practice of software in
the arts. Organized into
themes linked to aspects
of code—repetition,
transformation,parameter
s, visualization, and
simulation—each of the
book's sections contains
an essay, code samples,
and numerous
illustrations. An
accompanying website
(www.formandcode.com)
features code samples in
various programming
languages for the
examples in the book. An
ideal introductory text
for digital design and
media arts courses, this
unique primer will also
appeal to students and

professionals looking
for a survey of this
exciting new area of
artistic production.
An Introduction to
Sustainability and
Aesthetics - Christopher
Crouch 2015-01-22
This book introduces the
idea of sustainability
and its aesthetic
dimension, suggesting
that the role of the
aesthetic is an active
one in developing an
ecologically,
economically and
culturally healthy
society. With an
introduction by
Christopher Crouch and
an afterword by John
Thackara, the book
gathers together a range
of essays that address
the issue of the
aesthetics of
sustainability from a
multitude of
disciplinary and
cultural perspectives.
Research Methods for the
Digital Humanities -
lewis levenberg
2018-11-04
This volume introduces
the reader to the wide
range of methods that
digital humanities
employ, and offers a
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practical guide to the
study, interpretation,
and presentation of
cultural material and
practices. In this
instance, the editors
consider digital
humanities to include
both the use of
computing to understand
cultural material in new
ways, and the
application of theories
and methods from the
humanities to interpret
new technologies. Each
chapter provides a step-
by-step guide to
cutting-edge
methodologies so that
students can make
informed decisions about
the methods they use,
consider ethical
practices, follow
practical procedures,
and present their work
effectively. Readers
will develop practical
and reflexive
understandings of the
software and digital
devices that they study
and use for research,
and the book will help
new researchers
collaborate and
contribute to their
scholarly communities,
and to public discourse.

As contemporary
humanities work becomes
increasingly
interdisciplinary, and
increasingly permeated
by and with digital
technologies, this
volume helps new
researchers navigate an
evolving academic
environment. Humanities
and social sciences
students will find this
textbook an invaluable
resource for assessing
and creating digital
projects.
Code as Creative Medium
- Golan Levin 2021-02-02
An essential guide for
teaching and learning
computational art and
design: exercises,
assignments, interviews,
and more than 170
illustrations of
creative work. This book
is an essential resource
for art educators and
practitioners who want
to explore code as a
creative medium, and
serves as a guide for
computer scientists
transitioning from STEM
to STEAM in their
syllabi or practice. It
provides a collection of
classic creative coding
prompts and assignments,
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accompanied by annotated
examples of both classic
and contemporary
projects, and more than
170 illustrations of
creative work, and
features a set of
interviews with leading
educators. Picking up
where standard
programming guides leave
off, the authors
highlight alternative
programming pedagogies
suitable for the art-
and design-oriented
classroom, including
teaching approaches,
resources, and community
support structures.
Paradigms in Computing -
David Jason Gerber
2015-01-01
Paradigms in Computing:
Making, Machines, and
Models for Design Agency
in Architecture brings
together critical,
theoretical, and
practical research and
design that illustrates
the plurality of
computing approaches
within the broad
spectrum of design and
mediated practices. It
is an interrogation of
our primary field of
architecture through the
lens of computing, and

yet one that realizes a
productive expanding of
our métier’s definition
and boundaries. It is a
compilation that
purposefully promotes
architecture’s
disciplinary reach and
incorporations beyond
the design and
construction of
buildings and cities.
The book offers a
glimpse into the wide
range of positions and
experiences that are
shaping practice and
discourse today. The
work included in
Paradigms in Computing
is evidence that models
for enquiry are many and
proliferating. As
digitalization and
computation continue to
infuse our processes
with new tools and new
design environments,
some of the trends
collected in this book
will continue to be
central to the
production and
speculation of
architecture, and others
will, in retrospect, be
recognized as the seeds
of new, or perhaps
multiple, paradigms.
Included are essays and
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projects, from; Alisa
Andrasek, Rachel
Armstrong, Philip
Beesley, Tom Bessai,
Shajay Bhooshan, Brad
Cantrel, Matias Del
Campo, Pablo Eiroa, Marc
Fornes, David Jason
Gerber, Maria Paz
Gutierrez, Alvin Huang,
Jason Kelly Johnson,
Simon Kim, Neil Leach,
Greg Lynn, Elena and
Anna Maria Manferdini,
Alex McDowell, Phillippe
Morel, Nick Puckett,
Casey Reas, Alex
Robinson, Jenny Sabin,
Jose Sanchez, Patrik
Schumacher, Kyle
Steinfeld, Satoru
Sugihara, Orkan Telhan,
Kathy Velikov and
Geoffrey Thun, Tom
Verebes, Leire Asensio
Villoria and David Mah,
Jenny Wu, Eric Howeler
and Meejin Yoon, and
Zaha Hadid Architects.
Form+Code in Design,
Art, and Architecture -
Casey Reas 2010-09-01
The last decade has
witnessed a
proliferation of artists
whose primary medium is
software. Algorithmic
processes, harnessed
through the medium of
computer code, allow

artists to generate
increasingly complex
visual forms that they
otherwise might not have
been able to imagine,
let alone delineate. The
newest volume in our
Design Brief series
Form+Code in Design,
Art, and Architecture is
a non-technical
introduction to the
history, theory, and
practice of software in
the arts. Organized into
themes linked to aspects
of code—repetition,
transformation,parameter
s, visualization, and
simulation—each of the
book's sections contains
an essay, code samples,
and numerous
illustrations. An
accompanying website
(www.formandcode.com)
features code samples in
various programming
languages for the
examples in the book. An
ideal introductory text
for digital design and
media arts courses, this
unique primer will also
appeal to students and
professionals looking
for a survey of this
exciting new area of
artistic production.
Communication Design -
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Derek Yates 2015-02-26
The success of a piece
of communication has
always been dependent on
the connection between
content, form, audience
and context – what the
message is, who it's
aimed at, what it looks
like, and how and where
it's communicated. In
recent years the balance
between these elements
has shifted. This book
bridges the gap between
education and emerging
practices to provide
students and
practitioners with the
information they need to
understand the new
skillsets required to
succeed in this changing
communication
environment. Organized
into themes of brand,
experience,
conversation,
participation,
navigation, advocacy and
critique, it explores
the core ideas shaping
contemporary practice.
Alongside case studies
of game changing
projects, it uses
analysis of historical
context and interviews
with key thinkers and
practitioners to provide

a relevant and
contemporary guide to
the creative employment
landscape.
The Genius of
Architecture, Or, The
Analogy of that Art with
Our Sensations - Nicolas
Le Camus de Mézières
1992
This series offers a
range of heretofore
unavailable writings in
English translation on
the subjects of art,
architecture, and
aesthetics. Camus's
description of the
French hotel argues that
architecture should
please the senses and
the mind.
Landscape Architecture
and Digital Technologies
- Jillian Walliss
2016-02-12
Landscape Architecture
and Digital Technologies
explores how digital
technologies are
reshaping design and
making in landscape
architecture. While the
potentials of digital
technologies are well
documented within
landscape planning and
visualisation, their
application within
design practice is far
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less understood. This
book highlights the role
of the digital model in
encouraging a new design
logic that moves from
the privileging of the
visual to a focus on
processes of formation,
bridging the interface
of the conceptual and
material, the virtual
and the physical.
Drawing on interviews
and projects from a
range of international
designers -including ,
Snøhetta, Arup,
Gustafson Porter, ASPECT
Studios, Grant
Associates, Catherine
Mosbach, Philippe Rahm,
PARKKIM, LAAC and PEG
office of landscape +
architecture among
others, the authors
explore the influence of
parametric modelling,
scripting, real-time
data, simulation,
prototyping,
fabrication, and
Building Information
Modelling on the design
and construction of
contemporary landscapes.
This engagement with
practice is expanded
through critical
reflection from
academics involved in

landscape architecture
programs around the
world that are reshaping
their research and
pedagogy to reflect an
expanded digital realm.
Crossing critical
theory, technology and
contemporary design, the
book constructs a
picture of an emerging
twenty-first century
practice of landscape
architecture practice
premised on complexity
and performance. It also
highlights the
disciplinary demands and
challenges in engaging
with a rapidly evolving
digital context within
practice and education.
The book is of immense
value to professionals
and researchers, and is
a key publication for
digital landscape
courses at all levels.
Hello World - Alice
Rawsthorn 2014-02-06
Our gadgets, appliances,
and cars are sleeker and
more elegant than
they’ve ever been; in
our free time, we trawl
the internet for
pictures of flawless
minimalist interiors;
and even the great
industrialist of our
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time—Steve Jobs—is
admired more for his
visual savvy than his
technological
inventiveness. And yet
with Instagram and
Pinterest at our fingers
and great design more
available—and more
affordable—than ever,
we’ve had no guidebook
to this ever-fascinating
field. Though it’s an
inescapable part of our
lives, there has been no
single book that could,
in one fell swoop, tell
us everything we need to
know about design. Enter
Hello World. The design
critic for the
International Heard
Tribune, Alice Rawsthorn
has spent many years
reckoning with the
history of design and
with its place in
contemporary life, and
Hello World is the
extraordinary summation
of her research and
reporting. Rawsthorn
takes us on a trip
through design that
ranges across continents
and centuries, and
wherever she goes, she
discovers inspiring,
thrilling examples of
resourcefulness,

inventiveness, and sheer
vision. From the macabre
symbol with which
eighteenth-century
pirates terrorized their
victims into surrender,
to one woman’s quest for
the best prosthetic
legs, to the evolution
of the World Cup soccer
ball, Hello World
describes how warlords,
scientists, farmers,
hackers, activists, and
professional designers
have used the complex,
often elusive process of
design to different ends
throughout history.
Hailed as a “rapid-fire
and illuminating ode to
contemporary design†?
(Telegraph) and “an
extremely readable tour
of the subject†?
(Financial Times), Hello
World is a major work
that radically broadens
our understanding of
what design can mean,
and explains how we can
use it to make sense of
our ever-changing
universe.
Generative Design -
Asterios Agkathidis
2016-02-01
Generating form is one
of the most fundamental
aspects of architectural
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education and practice.
While new computational
tools are enabling ever
more unpredictable
forms, critics argue
that this leads to a
disconnection between
architectural output and
its context. This
attractive, pocket-sized
book uses 11 different
architectural projects
to explore how
generative design
processes can integrate
digital as well as
physical design tools
and techniques to
produce innovative forms
that cohere with
structural and material
principles, performance
and context. Illustrated
with drawings, computer
images and models, this
stimulating, accessible
handbook of ideas
provides a guide for
students as well as an
inspiration for
practising architects.
Drawing from Practice -
J. Michael Welton
2015-04-10
Drawing from Practice
explores and illuminates
the ways that 26 diverse
and reputable architects
use freehand drawing to

shape our built
environment. Author J.
Michael Welton traces
the tactile sketch, from
initial parti to
finished product,
through words, images,
and photographs that
reveal the creative
process in action. The
book features drawings
and architecture from
every generation
practicing today,
including Aidlin Darling
Design, Alberto Alfonso,
Deborah Berke, Marlon
Blackwell, Peter Bohlin,
Warren Byrd, Ellen
Cassilly, Jim Cutler,
Chad Everhart, Formwork,
Phil Freelon, Michael
Graves, Frank Harmon,
Eric Howeler and Meejin
Yoon, Leon Krier, Tom
Kundig, Daniel
Libeskind, Brian McKay
Lyons, Richard Meier,
Bill Pedersen, Suchi
Reddy, Witold
Rybczynski, in situ
studio, Laurinda Spear,
Stanley Tigerman, and
Tod Williams Billie
Tsien Architects.
Included is a foreword
by Robert McCarter,
architect, author and
professor of
architecture.


