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Begin your graphic design career now, with the guidance of industry experts Becoming a Graphic and Digital Designer is a single
source guide to the myriad of options available to those pursuing a graphic design career. With an emphasis on portfolio
requirements and job opportunities, this guide helps both students and individuals interested in entering the design field prepare
for successful careers. Coverage includes design inspiration, design genres, and design education, with discussion of the specific
career options available in print, interactive, and motion design. Interviews with leading designers like Michael Bierut, Stefan
Sagmeister, and Mirko Ilic give readers an insider's perspective on career trajectory and a glimpse into everyday operations and
inspirations at a variety of companies and firms. Design has become a multi-platform activity that involves aesthetic, creative, and
technical expertise. Becoming a Graphic and Digital Designer shows readers that the field once known as "graphic design" is now
richer and more inviting than ever before. Learn how to think like a designer and approach projects systematically Discover the
varied career options available within graphic design Gain insight from some of the leading designers in their fields Compile a
portfolio optimized to your speciality of choice Graphic designers' work appears in magazines, advertisements, video games,
movies, exhibits, computer programs, packaging, corporate materials, and more. Aspiring designers are sure to find their place in
the industry, regardless of specific interests. Becoming a Graphic and Digital Designer provides a roadmap and compass for the
journey, which begins today.
Artificial intelligence provides an environmentally rich paradigm within which design research based on computational
constructions can be carried out. This has been one of the foundations for the developing field called "design computing".
Recently, there has been a growing interest in what designers do when they design and how they use computational tools. This
forms the basis of a newly emergent field called "design cognition" that draws partly on cognitive science. This new conference
series aims to provide a bridge between the two fields of "design computing" and "design cognition". The papers in this volume are
from the "First International Conference on Design Computing and Cognition" (DCC'04) held at the Massachusetts Institute of
Technology, USA. They represent state-of-the art research and development in design computing and cognition. They are of
particular interest to researchers, developers and users of advanced computation in design and those who need to gain a better
understanding of designing.
Architects use computer-aided tools to help them visualize their ideas and build models of their designs. However, the majority of
these models are built in such a way that it makes them difficult to modify interactively. Parametric design software addresses this
problem by allowing architects to specify relationships among various parameters of their design model. The advantage is that a
designer can then change a few parameters and the remainder of the model will react and update accordingly and in a consistent
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manner based on the pre-set associative rules. Through a detailed description of various parametric, generative, and algorithmic
techniques, this book provides a practical guide to generating geometric and topological solutions for various situations, including
explicit step-by-step tutorials that will enable the reader to understand both general concepts and specific computational
algorithms. While the techniques and algorithms can be generalized to suit to any parametric environment, the book illustrates its
concepts using the scripting languages of one of the most powerful 3D visualization and animation design software systems
(Autodesk 3ds Max MAXScript), one of the most popular open-source Java-based scripting environments (Processing), and a
brand new language specifically tailored for parametric and generative design (Autodesk DesignScript). This clear, accessible
book will have a wide appeal to students who would like to experiment more with parametric techniques but lack the skills and
knowledge to do so. Includes a foreword by Robert Woodbury and an afterword by Brian Johnson.
Modern factories are experiencing rapid digital transformation supported by emerging technologies, such as the Industrial Internet
of things (IIOT), industrial big data and cloud technologies, deep learning and deep analytics, AI, intelligent robotics, cyberphysical systems and digital twins, complemented by visual computing (including new forms of artificial vision with machine
learning, novel HMI, simulation, and visualization). This is evident in the global trend of Industry 4.0. The impact of these
technologies is clear in the context of high-performance manufacturing. Important improvements can be achieved in productivity,
systems reliability, quality verification, etc. Manufacturing processes, based on advanced mechanical principles, are enhanced by
big data analytics on industrial sensor data. In current machine tools and systems, complex sensors gather useful data, which is
captured, stored, and processed with edge, fog, or cloud computing. These processes improve with digital monitoring, visual data
analytics, AI, and computer vision to achieve a more productive and reliable smart factory. New value chains are also emerging
from these technological changes. This book addresses these topics, including contributions deployed in production, as well as
general aspects of Industry 4.0.
Comprising of the proceedings of the Sixth International Conference on Harmonisation between Architecture and Nature, the
papers deal with topics such as building technologies, design by passive systems, design with nature, cultural sensitivity, life cycle
assessment, resources and rehabilitation as well as many others. This book follows five successful meetings which started in the
New Forest, UK in 2006, then followed in the Algarve (2008), A Coruna (2010), Kos (2012) and Siena, Italy (2014). EcoArchitecture signifies a new approach to the design process intended to harmonise its products with nature. This involves concepts
such as minimum use of energy at each stage of the building process, taking into account the amount required during the
extraction and transportation of materials, their fabrication, assembly, building formation, maintenance and eventual future
recycling. The adaptation of the architectural design to the natural environment, is another important issue. The book will be of
interest to architects, engineers, planners, physical scientists, sociologists and economists and contained within these proceedings
are case studies from many different places around the world. Topics covered consist of: Design with nature; Energy efficiency;
Tall buildings and environment; Ecological impacts of materials; Biomaterials; Bioclimatic design; Water quality; Green facades;
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Ecological; Education and training; Adapted reuse; Transformative design; Sustainability indices in architecture; Bioclimatic design
and passive systems; Recycle, reuse, reduce and recovery; Mixing it up and building flexibility; Architectural visualisation and New
techniques: building information modelling.
Explores the 21st-century phenomenon of creativity made possible by advanced computer-assisted production known as digital
fabrication, examining an interdisciplinary array of seminal works by foremost practitioners in an experiential setting while
assessing the reciprocal relationship between art and innovation as reflected by a range of conceptual pieces.
This tutorial book presents an augmented selection of material presented at the International Summer School on Generative and
Transformational Techniques in Software Engineering, GTTSE 2005. The book comprises 7 tutorial lectures presented together
with 8 technology presentations and 6 contributions to the participants workshop. The tutorials combine foundations, methods,
examples, and tool support. Subjects covered include feature-oriented programming and the AHEAD tool suite; program
transformation with reflection and aspect-oriented programming, and more.
This edited book gathers research studies presented at the 5th International Symposium on Formal Methods in Architecture
(5FMA), Lisbon 2020. Studies focus on the use of methodologies, especially those that have witnessed recent developments, that
stem from the mathematical and computer sciences and are developed in a collaborative way with architecture and related fields.
This book constitutes a contribution to the debate and to the introduction of new methodologies and tools in the mentioned fields
that derive from the application of formal methods in the creation of new explicit languages for problem-solving in architecture and
urbanism. It adds valuable insight into the development of new practices solving identified societal problems and promoting the
digital transformation of institutions in the mentioned fields. The primary audience of this book will be from the fields of
architecture, urban planning, civil engineering, AEC, landscape design, computer sciences and mathematics, both academicians
and professionals.
Every age and every culture has relied on the incorporation of mathematics in their works of architecture to imbue the built
environment with meaning and order. Mathematics is also central to the production of architecture, to its methods of measurement,
fabrication and analysis. This two-volume edited collection presents a detailed portrait of the ways in which two seemingly different
disciplines are interconnected. Over almost 100 chapters it illustrates and examines the relationship between architecture and
mathematics. Contributors of these chapters come from a wide range of disciplines and backgrounds: architects, mathematicians,
historians, theoreticians, scientists and educators. Through this work, architecture may be seen and understood in a new light, by
professionals as well as non-professionals. Volume II covers architecture from the Late Renaissance era, through Baroque,
Ottoman, Enlightenment, Modern and contemporary styles and approaches. Key figures covered in this volume include Palladio,
Michelangelo, Borromini, Sinan, Wren, Wright, Le Corbusier, Breuer, Niemeyer and Kahn. Mathematical themes which are
considered include linear algebra, tiling and fractals and the geographic span of the volume’s content includes works in the United
States of America and Australia, in addition to those in Europe and Asia.
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Generative design, once known only to insiders as a revolutionary method of creating artwork, models, and animations with
programmed algorithms, has in recent years become a popular tool for designers. By using simple languages such as JavaScript
in p5.js, artists and makers can create everything from interactive typography and textiles to 3D-printed furniture to complex and
elegant infographics. This updated volume gives a jump-start on coding strategies, with step-by-step tutorials for creating visual
experiments that explore the possibilities of color, form, typography, and images. Generative Design includes a gallery of all-new
artwork from a range of international designers—fine art projects as well as commercial ones for Nike, Monotype, Dolby
Laboratories, the musician Bjork, and others.
????????????????? ???????????????????????????????????????????????????????????????? ?????????? ??????????????????
??????????????????? ??????????????? ?????????????? ???????????? ??????????????? ?????????????? #???? GOTOP
Information Inc.
This book presents high-quality original contributions on the fashion supply chain. A wide spectrum of application domains are
covered, processing of big data coming from digital and social media channels, fashion new product development, fashion design,
fashion marketing and communication strategy, business models and entrepreneurship, e-commerce and omni-channel
management, corporate social responsibility, new materials for fashion product, wearable technologies. The contents are based on
presentations delivered at IT4Fashion 2016, the 6th International Conference in Business Models and ICT Technologies for the
Fashion Supply Chain, which was held in Florence, Italy, in April 2016. This conference series represents a targeted response to
the growing need for research that reports and debates supply chain business models and technologies applied to the fashion
industry, with the aim of increasing knowledge in the area of product lifecycle management and supply chain management in that
industry.
Recent developments in computer technology are providing historians with new ways to see—and seek to hear, touch, or
smell—traces of the past. Place-based augmented reality applications are an increasingly common feature at heritage sites and
museums, allowing historians to create immersive, multifaceted learning experiences. Now that computer vision can be directed at
the past, research involving thousands of images can recreate lost or destroyed objects or environments, and discern patterns in
vast datasets that could not be perceived by the naked eye. Seeing the Past with Computers is a collection of twelve thoughtpieces on the current and potential uses of augmented reality and computer vision in historical research, teaching, and
presentation. The experts gathered here reflect upon their experiences working with new technologies, share their ideas for best
practices, and assess the implications of—and imagine future possibilities for—new methods of historical study. Among the
experimental topics they explore are the use of augmented reality that empowers students to challenge the presentation of
historical material in their textbooks; the application of seeing computers to unlock unusual cultural knowledge, such as the secrets
of vaudevillian stage magic; hacking facial recognition technology to reveal victims of racism in a century-old Australian archive;
and rebuilding the soundscape of an Iron Age village with aural augmented reality. This volume is a valuable resource for scholars
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and students of history and the digital humanities more broadly. It will inspire them to apply innovative methods to open new paths
for conducting and sharing their own research.
This volume constitutes the proceedings of the ?rst ACM SIGPLAN/SIGSOFT International Conference on Generative
Programming and Component Engine- ing (GPCE 2002), held October 6–8, 2002, in Pittsburgh, PA, USA, as part of the PLI 2002
event, which also included ICFP, PPDP, and a?liated workshops. The future of Software Engineering lies in the automation of
tasks that are performed manually today. Generative Programming (developing programs that synthesize other programs),
Component Engineering (raising the level of mo- larization and analysis in application design), and Domain-Speci?c Languages
(elevating program speci?cations to compact domain-speci?c notations that are easier to write and maintain) are key technologies
for automating program de- lopment. In a time of conference and workshop proliferation, GPCE represents acounter-trend in the
merging of two distinct communities with strongly ov- lapping interests: the Generative and Component-Based Software
Engineering Conference (GCSE) and the International Workshop on the Semantics, App- cations, and Implementation of Program
Generation (SAIG). Researchers in the GCSE community address the topic of program automation from a contemporary software
engineering viewpoint; SAIG correspondingly represents a community attacking automation from a more formal programming
languages viewpoint. Together, their combination provides the depth of theory and practice that one would expect in apremier
research conference. Three prominent PLI invited speakers lectured at GPCE 2002: Neil Jones (University of Copenhagen),
Catuscia Palamidessi (Penn State University), and Janos Sztipanovits (Vanderbilt University). GPCE 2002 received 39
submissions, of which 18 were accepted.

????????????????????????????????????????????????????????????????????????????????(Grasshopper)???????????
???????????????????????????????????????????????????????????????????????????????????????????????????????
????????????????????????????????????????????????????????????????????????????????????????????
??????????????????????????? ??????????????Infographics???????????? ?????????????????????????????????????
??????????????????????????????????????????????????——??????????????????? ??????????????????????????????
???????????????????????????????????????????????????????????????????????????????????????????????????????
???????????????????????????????????????????????????????????????????????????????????
???????????????????????????????????????????????????????????????????????? ????865???????????????????????
?????????????????????????????????????????????????……???????????????????????????X??????????????????????
???????????????????????????????????????????????????????????????????????????????????????????????????????
??????? ?????????????????????????????????????????????Wired?????????????????????????TED?????????????????
?????????????? ??????????????? ????????????????????????????????????????????????????????????????
???????????????????????????????????????????? ???????????????????????????????????????????????????
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????????????????????????????????????????????????? ????????????????????????????????????????????????
??????????????????????????????????????????????? ????????? ?????????????????????????????????????????????
——??????? ??????????????????????????????????????? ——?Wired??? ??????????????????????????????????
——?????????Hyperallergic?
??????????????????????????????????????????????????——????????????????????????????????? ——?????Cool
Hunting? ???????????????????????????????????????????? ——???????Brain Pickings????
??????????????,?????????,???????????????,??????????????????????????,??????????????????????????
This book constitutes the refereed proceedings of the Third International Conference on Distributed, Ambient, and
Pervasive Interactions, DAPI 2015, held as part of the 17th International Conference on Human-Computer Interaction,
HCII 2015, held in Los Angeles, CA, USA, in August 2015, jointly with 15 other thematically conferences. The total of
1462 papers and 246 posters presented at the HCII 2015 conferences were carefully reviewed and selected from 4843
submissions. These papers address the latest research and development efforts and highlight the human aspects of
design and use of computing systems. The papers accepted for presentation thoroughly cover the entire field of humancomputer interaction, addressing major advances in knowledge and effective use of computers in a variety of application
areas. This volume contains papers addressing the following major topics: designing and developing intelligent
environments; natural interaction; design and development of distributed, ambient and pervasive interactions; smart
devices, objects and materials; location, motion and activity recognition; smart cities and communities; and humor in
ambient intelligence.
This book reflects and expands on the current trend in the building industry to understand, simulate and ultimately design
buildings by taking into consideration the interlinked elements and forces that act on them. Shifting away from the
traditional focus, which was exclusively on building tasks, this approach presents new challenges in all areas of the
industry, from material and structural to the urban scale. The book presents contributions including research papers and
case studies, providing a comprehensive overview of the field as well as perspectives from related disciplines, such as
computer science. The chapter authors were invited speakers at the 7th Symposium “Impact: Design With All Senses”,
which took place at the University of the Arts in Berlin in September 2019.
Raspberry Pi????????????????????????????????????????????????????????????????????????????????????????????
????????????????????????????????????? ????????????????Raspberry Pi??????????????????????????Raspberry
Pi????????????????????????????Raspberry Pi???????????????????????????Linux?????????????????????????Python
?Scratch?????GPIO???????????????????????????Raspberry Pi?????????????????????????
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???????????????Raspberry Pi???????????????Raspberry Pi(???????????Raspberry
Pi)?????????????????????????????????????????????????????Raspberry Pi??????????????????????
Generative design is a revolutionary new method of creating artwork, models, and animations from sets of rules, or
algorithms. By using accessible programming languages such as Processing, artists and designers are producing
extravagant, crystalline structures that can form the basis of anything from patterned textiles and typography to lighting,
scientific diagrams, sculptures, films, and even fantastical buildings. Opening with a gallery of thirty-five illustrated case
studies, Generative Design takes users through specific, practical instructions on how to create their own visual
experiments by combining simple-to-use programming codes with basic design principles. A detailed handbook of
advanced strategies provides visual artists with all the tools to achieve proficiency. Both a how-to manual and a
showcase for recent work in this exciting new field, Generative Design is the definitive study and reference book that
designers have been waiting for.
Covers methods and tools for designing and implementing the right components for a system family and automating
component assembly. Methods are applicable to all commercial development, from the level of classes and procedures
to developing families of large systems. Coverage encompasses domain engineering, feature modeling, and generic
programming. Includes case studies in the programming, business, and scientific computing domains. Czarnecki is a
research and consultant in the private sector. Eisenecker teaches computer science at the University of Applied Sciences
Kaiserslautern at Zweibrucken. Annotation copyrighted by Book News, Inc., Portland, OR
Emerging new technologies such as digital media have helped artists to position art into the everyday lives and activities
of the public. These new virtual spaces allow artists to utilize a more participatory experience with their audience. Digital
Media and Technologies for Virtual Artistic Spaces brings together a variety of artistic practices in virtual spaces and the
interest in variable media and online platforms for creative interplay. Presenting frameworks and examples of current
practices, this book is useful for artists, theorists, curators as well as researchers working with new technologies, social
media platforms and digital culture.
Digital Design Theory bridges the gap between the discourse of print design and interactive experience by examining the
impact of computation on the field of design. As graphic design moves from the creation of closed, static objects to the
development of open, interactive frameworks, designers seek to understand their own rapidly shifting profession. Helen
Armstrong's carefully curated introduction to groundbreaking primary texts, from the 1960s to the present, provides the
background necessary for an understanding of digital design vocabulary and thought. Accessible essays from designers
and programmers are by influential figures such as Ladislav Sutnar, Bruno Munari, Wim Crouwel, Sol LeWitt, Muriel
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Cooper, Zuzana Licko, Rudy VanderLans, John Maeda, Paola Antonelli, Luna Maurer, and Keetra Dean Dixon. Their
topics range from graphic design's fascination with programmatic design, to early strivings for an authentic digital
aesthetic, to the move from object-based design and to experience-based design. Accompanying commentary assesses
the relevance of each excerpt to the working and intellectual life of designers.
Embraces the problems and solutions posed by the dynamic dance of digital technology with the traditions of
craftsmanship and perceived value in jewelry. Over the past twenty years, a seismic shift has occurred in jewelry design
and manufacturing. As digital design, digital model-making, and prototyping have elbowed their way into common
practice, they have proven themselves to be both invaluable and disruptive to the jewelry profession. Bringing together
the perspectives of artisans, educators, students, mavens from the realm of fine jewelry, renegades from the Wild West
of the maker movement, and innovators from the digital engineering sector, Digital Meets Handmade addresses a wide
range of topics in jewelry design, delving into the broad conversation around how digital technologies and virtuoso
handcraft can coalesce in jewelry as wearable art. While one might expect a collision of cultures—"fine jewelry"
craftspeople versus digital engineers—the result instead is a dazzling array of critical thinking, with stunning illustrations
that foretell the future of jewelry.
This authoritative reference work will provide readers with a complete overview of artificial intelligence (AI), including its
historic development and current status; existing and projected AI applications; and present and potential future impact
on the United States and the world. Some people believe that artificial intelligence (AI) will revolutionize modern life in
ways that improve human existence. Others say that the promise of AI is overblown. Still others contend that AI
applications could pose a grave threat to the economic security of millions of people by taking their jobs and otherwise
rendering them "obsolete"—or, even worse, that AI could actually spell the end of the human race. This volume will help
users understand the reasons AI development has both spirited defenders and alarmed critics; explain theories and
innovations like Moore's Law, mindcloning, and Technological Singularity that drive AI research and debate; and give
readers the information they need to make their own informed judgment about the promise and peril of this technology.
All of this coverage is presented using language and terminology accessible to a lay audience. Introduction explaining the
historical evolution of AI Chronology of important AI-related events Authoritative entries on leading pioneers,
entrepreneurs, and thinkers; AI concepts and theories; AI's potential impact on different facets of society; and major
movies and other cultural touchstones exploring AI technology
Visual computing and descriptive geometry are multidisciplinary fields addressing the handling of images, 3D models,
and other computer graphics. These ideas are experiencing a revival due to emergent technologies and applications
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available to developers. Based in traditional forms of design and architecture, these fields are currently experiencing a
bounty of new research based on old principles. The Handbook of Research on Visual Computing and Emerging
Geometrical Design Tools seeks to add to this knowledge base by considering these technologies from a designer’s
perspective rather than reiterating the principles of computer science. It combines aspects of geometry and
representation with emerging tools for CAD, generation, and visualization while addressing the digital heritage of such
fields. This book is an invaluable resource for developers, students of both graphic and computer-generated design,
researchers, and designers.
This volume introduces the reader to the wide range of methods that digital humanities employ, and offers a 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.
A collection of writing about design from the influential, eclectic, and adventurous Design Observer. Founded in 2003,
Design Observer inscribes its mission on its homepage: Writings about Design and Culture. Since its inception, the site
has consistently embraced a broader, more interdisciplinary, and circumspect view of design's value in the world—one not
limited by materialism, trends, or the slipperiness of style. Dedicated to the pursuit of originality, imagination, and close
cultural analysis, Design Observer quickly became a lively forum for readers in the international design community.
Fifteen years, 6,700 articles, 900 authors, and nearly 30,000 comments later, this book is a combination primer,
celebration, survey, and salute to a certain moment in online culture. This collection includes reassessments that sharpen
the lens or dislocate it; investigations into the power of design idioms; off-topic gems; discussions of design ethics; and
experimental writing, new voices, hybrid observations, and other idiosyncratic texts. Since its founding, Design Observer
has hosted conferences, launched a publishing imprint, hosted three podcasts, and attracted more than a million
followers on social media. All of these enterprises are rooted in the original mission to engage a broader community by
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sharing ideas on ways that design shapes—and is shaped by—our lives. Contributors include Sean Adams, Allison Arieff,
Ashleigh Axios, Eric Baker, Rachel Berger, Andrew Blauvelt, Liz Brown, John Cantwell, Mark Dery, Michael Erard,
Stephen Eskilson, Bryan Finoki, Kenneth FitzGerald, John Foster, Steven Heller, Karrie Jacobs, Meena Kadri, Mark
Lamster, Alexandra Lange, Francisco Laranjo, Adam Harrison Levy, Mimi Lipson, KT Meaney, Thomas de Monchaux,
Randy Nakamura, Phil Patton, Maria Popova, Rick Poynor, Louise Sandhaus, Dmitri Siegel, Martha Scotford, Adrian
Shaughnessy, Andrew Shea, John Thackara, Dori Tunstall, Alice Twemlow, Tom Vanderbilt, Véronique Vienne, Alissa
Walker, Rob Walker, Lorraine Wild, Timothy Young
This is the first of a two-volume set that constitutes the refereed proceedings of the Symposium on Human Interface
2007, held in Beijing, China in July 2007. It covers design and evaluation methods and techniques, visualizing
information, retrieval, searching, browsing and navigation, development methods and techniques, as well as advanced
interaction technologies and techniques.
"The volume reports on interdisciplinary discussions and interactions between theoretical research and practical studies
on geometric structures and their applications in architecture, the arts, design, education, engineering, and mathematics.
These related fields of research can enrich each other and renew their mutual interest in these topics through networks of
shared inspiration, and can ultimately enhance the quality of geometry and graphics education. Particular attention is
dedicated to the contributions that women have made to the scientific community and especially mathematics. The book
introduces engineers, architects and designers interested in computer applications, graphics and geometry to the latest
advances in the field, with a particular focus on science, the arts and mathematics education"-- Prové de l'editor.
?????18??????????????, ??????????????, ?????????????????, ?????????????, ??, ??,
????????????????.????????577?.
ARCHITECTURAL DRAFTING AND DESIGN, Seventh Edition, is the definitive text for beginning, intermediate, or
advanced architectural CAD operators. This full-color, comprehensive edition covers the basics of residential design
while exploring numerous types of projects that a designer or architect is likely to complete during the design process.
The Seventh Edition is up-to-date with content based on the most recent editions of relevant codes, including the 2015
International Residential Code (IRC), the 2015 International Building Code (IBC), the 2015 International Energy
Conservation Code (IECC), and the 2012 International Green Construction Code (IgCC). The text opens with information
on architectural styles that have dominated the field over the last four centuries, followed by basic design components
related to site and structure. Commercial drafting, basic construction materials, common construction methods, and
drawings typically associated with commercial construction are also covered. This bestseller complements informational
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content with practical, hands-on material, including step-by-step instructions for the design and layout of each type of
drawing associated with a complete set of architectural plans--all presented via projects that can be completed using
CAD drawing methods. This proven text equips readers with the knowledge and skills needed to complete the drawings
that most municipalities require to obtain a building permit for a single-family residence. Important Notice: Media content
referenced within the product description or the product text may not be available in the ebook version.
??????,??????????????????????????;???“????????/??????”???????????????????????????????
Virtual and augmented reality is the next frontier of technological innovation. As technology exponentially evolves, so do
the ways in which humans interact and depend upon it. Virtual and Augmented Reality: Concepts, Methodologies, Tools,
and Applications is a comprehensive reference source for the latest scholarly material on the trends, techniques, and
uses of virtual and augmented reality in various fields, and examines the benefits and challenges of these developments.
Highlighting a range of pertinent topics, such as human-computer interaction, digital self-identity, and virtual
reconstruction, this multi-volume book is ideally designed for researchers, academics, professionals, theorists, students,
and practitioners interested in emerging technology applications across the digital plane.
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