
  
Abstract—We know that Architecture, knowledge and paradigms 

of the human cognition, are strong linked between them self during 
the history; and that this relationship has always allows important and 
fascinating results. 

Since 30 years the design of Architecture is dramatically changed. 
The digital/virtual dimension is part of the normal way of thinking 
architecture design. But the real value of digital factor in architecture 
is really a very complex challenge.  

Since several years, new research area are born in this field 
between “visualization factor” and architecture design.  

 
Keywords—Design Cognition, Architecture, Shape, 

Construction.  

I. INTRODUCTION 

robably at today we have the opportunity to understand 
better a possible new theoretical approach about the means 

of “visualization” in architecture. But it is possible to try a new 
significant approach from an another point of view.  

<How a real architectural design might represent the method 
that its contemporaries had of conceiving the architecture 
design?> 

The architectural “look” talks us about the worlds of design 
that was on the backstage of the architecture during the 
centuries. The architectural “look” is a message: the world of 
architectural design background; a technical background, for 
sure, but a cultural one too.  

II. THE ARCHITECTURAL SHAPE ACROSS THE CENTURIES 
Thinking, we at some icons of the Architecture during the 

Centuries… The architecture of the Pyramids is the message of 
a design knowledge based on the Trigonometry science.  

In addition the architecture of Pyramids is the message not 
just for a design conception, but of a world conception: 
thinking i.e. how trigonometry was important in astronomy and 
navigation. The ancient architecture was physical related with 
the astronomy (it was not just a pure idealization) because the 
trigonometry was the way to conceive the relationship between 
stars, planet, comets, etc.  
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The architectural geometry of the Pyramids (figure 1) was 
the picture of  a specific manner for humans to conceives the 
reality and the architecture design as part of this reality. The 
Pantheon (figure 1) is the picture of an architectural geometry 
that means masses geometry that means structural geometry. 
This build was based on the studies of geometry and not on the 
roman number, really unusable. What tell us the architectural 
“format” of Pantheon? The base principle of the ancient 
masters of Architecture: the control of geometry was the 
control of the principle of equilibrium, consequence of the 
disposition of the masses.  

The architecture of Pantheon is a picture of the power of 
geometry. The geometry was the base of the constructive 
representation of this building1 

 
 

 
Fig. 1 Icons of Architecture’s geometries: Pyramids and Pantheon 

 
During the Renaissance, (figure 2), the architectural design 

“look”, is the announcement of the 2perfect correspondence 
between design knowledge and built architecture.  

We know why. That happens because the architectural 
geometry during the Renaissance has a only name: “the 
perspective”.  

The Architecture during the Renaissance was the 
Architecture of its “quid”. This “quid”, the Perspective, was in 
the same time, representation and construction. 

Indeed, the scientific concept is precisely what finally 
makes space perceptibly "measurable" and leads us to consider 
an architecture made in its image and likeness: a modular, 
proportioned architecture, made up of repeatable elements 
made to be "perspectiveable". 

What is the announcement of the architectural of Modern 
Movement? The industrial-look. 

1 In addition, we know how the architectural geometry in the Pantheon is 
the environment where the heart meets the sky, through the light. The 
Pantheon is an architectural geometry opened 
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Some buildings shape of the International style are really the 
icons of the building as machine.  

“Called by postmodern historiography of "inibition" 
towards form, this approach was profoundly motivated 
because it symbolised the way in which machines were 
conceived, designed and constructed”. (A. Saggio, 2004).  

The concept of the shape was studied and defined through 
the language of the axonometry, geometry was thought 
according to the factory would have produced that it and 
constructed.  

Also, the end form was determined by meaningless abstract 
signs (pilotis, the two-dimensional plane, the glass slot), put 
together, like pieces of a mechanical object, based on rules of 
pure syntax. An aseptic geometry, like a standard assembly 
line. We know the effect, specially from some specific point of 
view: i.e. the “full/empty” relationship about the 
architectonical volume (figure 2). 
 
 

 
Fig. 2 Brunelleschi: Cupola del Duomo, Firenze. Terragni: Casa 

del Fascio, Como. 

III. NEW ARCHITECTONIC SPACES 
For centuries there has always been a strong link between 

concept of space and Architecture, and vice-versa. In addition, 
design has always had the meaning of being a “verified 
conception”. This conception happens always in a space. 
Changing the meaning of space, means changing the meaning 
of design.  

The computational dimension  has become an important 
component of the architectural design process and has opened 
many possibilities not just for the representation of the design, 
but of the design itself.   

The use of digital technologies in architecture is still object 
of animated discussions ranging from criticism of current 
digital practice, to philosophical investigations on the future of 
digital design.   

But in spite of all the discussions, the digital/virtual 
dimension has significantly affected architectural design and 
visualization in many different ways.  

The past few years have seen the birth of new research areas 
at the intersection of digital/virtual technologies and 
architecture design.  

One of the possible way to summarize this complexity of 
research visions is thinking on two main trends: the 
Architecture of De-formation and the Architecture of In-
formation.  

The “Architecture of De-formation”, could be a new 
standard for the built architecture; the “Architecture of In-
formation” could be a new standard for the designed 
architecture.  

‘Virtual  Archtecture of  De-formation’ deals with form and 
function and the extraordinary possibilities of manipulation, 
deformation and interaction offered by computer technologies 
.  

“Virtual Architecture of In-formation” deals with new 
visualization and communication paradigms based on the use 
of digital techniques.  

Information is the greatest commodity of this age. In other 
words, information is the key to this age and – please note - 
electronics are its main tool. Today’s architects and engineers 
are faced with the challenging problem of understanding, 
managing, representing and communicating large amounts of 
data that increase the complexity of the architectural design. 

Architectural design interest different scale, included the 
urban simulation.  

Some innovative digital resources, i.e. software of traffic 
simulator - UC-win /Frame, UC-1 by Forum 8, Tokyo - can 
include the digital architectural representation in a sort of 
animated and dynamic world, where we can really have the 
same urban environment, not just from a technical point of 
view (number of cars, speed, interaction with pedestrian, …) 
but, where it is possible to feel the architecture from a moving 
point of view (i.e. the normal way of driving). 

IV. REAL CONSTRUCTION “FROM”  NO REAL SPACE 
Today we have these new resources: digital and virtual, that 

allow us to understand and to improve our creative action on 
reality.  To design means to change reality and/or offer new 
ideas about reality; this action happens in a “space”. For 
designers space is not only a physical entity, but also a mental 
concept. 

This new “space”, in fact, is the virtual environment itself, 
but it is also a new cognitive space (i.e. the virtual dimension 
improves the ability of designers to conceive the physical 
space, and to discover new regions of our mental space). 

In addition, the virtual dimension (i.e. the new opportunity 
to simulate real conditions) is a new resource in managing the 
architecture design process itself.  Designers always strive to 
reach a perfect match between the design of the building and 
its physical construction.  
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In our times, architectural design has become so complex 
that traditional ways of managing the design process are no 
longer sufficient. New research fields (i.e., data 
perceptualization, scientific visualization, augmented 
reality,…) could be a new resource for this problem.  

A new approach to architecture design, based on the ICT 
innovations, offers a new way to understand and to control the 
architectural design process in a synthetic and complete way.  

The digital/virtual dimension has really introduced a new 
way of understanding and manipulating not only design data, 
but also the meaning of the design itself.  

It has become apparent that the new  generation of architects 
is searching new territory. The conquest of a new cognitive 
space leads to the conception of a new architectural space, 
typical of a so-called “digital” – or “transgenic”, “blobby”, 
“liquid” architecture.  

Many of the programs recently appropriated for use by 
architects have allowed this generation to work with 
remarkably complex curvatures and non-Euclidean shapes that 
would have been inconceivable without the use of the 
computer and sophisticated animation software. 

There are different cultural positions about this new 
architecture, but what it is important for a critical point of 
view, it isn’t the aesthetic quality, but the concept of design.  

If we observe some examples  of this architecture we note 
that the electronic model it is not just a tool for studying, 
testing, simulating and constructing. The design concept can 
born from the nature of the digital resource.  

 
 

 
Fig. 3 Nuragic and contemporary art museum, Hadid, Cagliari, Italy 

 
The design of the architecture, is the design of the digital 

matrix. Changing matrix, means changing the concept of space 
and vice-versa. Changing the architectural geometry means 
changing the concept of time.  

What the new current geometries are changing in 
architecture are “the times” of the architecture itself…The 
current architectural geometry is in the space but across the 
time.. the architectural geometry has inside a sort of narrative 
time. The architectural design dimension is moving from 3D to 
4D. In addition, it is a “new-old” message in the actual 
architectural geometry.  

Since the Renaissance, it is the first time that the 
architectural geometry is constructed exactly just as it is 
designed. Architectural space from virtual environment is the 
announcement of a new material for the architecture itself. A 
new geometrical knowledge for architecture allows a new 

architectonical material: the digital information itself. The 
architectural digital factor mediated, is narration in becoming. 
A new  factor “of narration” is changing the concept of the 
Architecture itself.  

Part of the current architecture is an architecture 
characteristic of the new digital dimension of the Information 
Age. An architecture not only narrative and metaphorical, but 
effectively interactive 

 
 

 
Fig. 4 HOK and Buro Happold Lansdowne Road Stadium, Dublin  

V.  NEW ARCHITECTURAL DESIGN COGNITION ? 
In the past, a conception of the architectural design, was 

implicitly verified as one designed and built according to 
professional standards, that had been developed over the 
centuries. This verification was empirical (Gucci N. 1999).  

Nowadays, the designing conception is verified (in “a 
priori” manner), before the building is erected. How it is 
possible?  

Through the modeling of its structural features, through an 
interactive process running across different disciplines and 
iterative between the time of the ideational expression and the 
time of its verification, based on a wide-ranging concept of 
digital modeling, (not just as pure geometrical modeling). 
Also, the architectural design process, happens today in a 
digital dimension too. 

Nowadays, if we think about the environment of the design 
process, we understand that the digital representation of the 
concept “is” the architectural design “content”.  

In the virtual space new design approach are born no 
possible before. We could affirm that the digital elaboration, is 
today the only way to obtain built architecture.The digital 
visualization is changing. The gap between virtual and real 
architecture is reducing.Why? Because we have more powerful 
digital devices? Because the realistic approach can win using 
the most sophisticate rendering resources? Not only for these 
reasons! 

The concept of the “make architecture” is changing … 
today, visualizing the concepts of the architectural ”fabrica”, 
step by step,  becomes more and more necessary. 

Thinking at the several approach about the new field of the 
“formalization of architectural knowledge”: we could 
understand these approaches under the “collaborative design” 
umbrella.Why we need a collaborative design approach? 
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Simple, we know that <the design of a complex building 
system consists of a purpose-oriented collective process that is 
defined in time, split up into phases, implemented directly or 
indirectly by numerous professional profiles (all denoted as 
“actors” (Wix 1997), and characterized by the co-presence of 
numerous disciplines and specialist skills which is part of a 
broader process aimed at the construction, maintenance, and 
ultimately the demolition or recovery of the building as its 
product (Carrara and Fioravanti 2001)>. 

Also, what is the real meaning of some new design 
problems: i.e., the problem to find a knowledge based 
environment able to support the complex architectural design, 
or the problem to management the knowledge itself, or the 
problem to communicate the concept like a common or  
specialist  knowledge? 

The real meaning is (the problem) to built the 
“Architecturae Fabrica”. From a sort of holistic point of view 
the digital environment is the first environment of the 
architectural Idea. Please note, that <inside> the virtual space, 
the architectural idea can have important attributes, like space 
and material. 

The concepts of Space and Material are inside the concept 
of Architecture. Space and Material (as concept) are the same 
in the virtual and in the real world too. 

What changes is “only” the nature of this concept. Also, the 
concept of Architecture can born everywhere, inside the virtual 
world too.  

The computational design is not just a clone of the real 
architecture, because could happen before. From this 
ontological point of view, we can affirm that the AEC, IFC, 
BIM resources, are the “symbol” of this concept. 

In the Building Information Modeling approach, i.e., the 
potential of the digital space brings a really new about a 
change in the method: the use of computational modeling 
during design, and not afterwards. Different information 
sources are arranged to generate a new source of information, 
that comes from the virtual space.  

It is possible to use in the virtual world the same object that 
we have in the real: what reduces the logical gap between the 
two worlds of architecture? The possibility to built in the 
virtual environment buildings according to what happens in the 
reality (i.e., about the architectural details or the constructive 
schedule). 

On an epistemologic base, the more important phenomena, 
is that the virtual representation covers the field of the 
conceptual entities. These entities could be material - i.e. the 
technical components - but immaterial too: like the ontologies 
of the architectural design. 

The ontology can have virtual representation and real 
substance in the same time.  

Also, we are understanding that the substance of the 
architectural fact don’t change, while we are moving our self 
between virtual and real world.  

The architectural fact is just related of his knowledge 
structure or substance. To sum up, we know that the 

architectural fact happens “before” its materialization: where?  
In the human being, in the human idea or vision or 
understanding. This “first step” comes out from the human 
factor and, “after” can go to the virtual space, or to the real 
environment or to the new mixed space, or to the possible 
space of the future.  The distances between virtual and real 
architecture is really small, if it is understood from a point of 
view, located in the architectural <Substance>3.  

The meaning of the human idea, remains even if the 
architect develops his idea using a computer mediated process. 
In this case we can observe that the human “imprinting” is to 
shift the idea from the project to the process. 

But the human factor decides always the nature of the 
architectural fact that he wants obtain. At less, evaluating the 
results at the end of the computer mediated process. 

Also we can affirm that only in the human being the 
architecture becomes conscience. 

VI. CONCLUSION 
We could affirm that it is knowledge itself that is 

“represented” in the architectural representation, and – in 
addition - that design technology affects the cognition of the 
Communication of the Architecture in several ways.  

The architectural “look”/representation is a message: this 
message affirms  how and how much a real object could  
“resemble” the method that its contemporaries had of 
representing it. 

Basically, from an aesthetic point of view, the contemporary 
architecture cannot “not be from digital visualization”. 

Architecture should be “from digital”, because, probably, 
digital is the actual theoretical phase of the Architecture.   

Renaissance Architecture (influenced by the “new science” 
of Perspective) has been transformed to be “perspectivable” 
itself (object/subject of perspective). The Architecture of 
“Funzionalismo” (Modern Movement), has been transformed 
to be “industriable” (o/s of industry): objective, separated, 
mechanical, not just standard-built (the assonometric 
representation was its announcement).  

Today (part of) Architecture born to be “digitable” (o/s of 
digital): to include the dynamic, the connection, the 
interactivity of the digital paradigm.  

The main focus it is not only considering “also” the tool, to 
understanding how certain senses of space were born, but the 
focus is overcoming this point towards another concept: the 
architectural space is “the place” of interactivity, of 
interaction, of dynamic, between the genius of the designer and 
the cultural and technological background of an architectural 
age. 

Probably, the virtual dimension will be a important part of 
the ‘mental landscape' of the current and future's architectural 
design.  

3 (We know, i.e., the distance between Jupiter and the Sun is longer with 
respect to the distance between the Heart and the Sun, but by a observer who 
could be located on Alpha Centaury, the two distances before are the same). 
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The “Digital-Visualization” factor, if well considered, to 
take back the meaning of designing to its original value. This 
value goes in line and not against tradition. During the 
Centuries, one of the main focus for the architects, was to 
build an Architecture that could resemble even more to their 
ideas and conceptions. Digital dimension offers a new scenario 
to obtain this focus. Also, at today, we have a new research 
field: working to built the bridge between the new digital 
dimension and the traditional human content. 

REFERENCES   
[1] AA.VV. Dizionario enciclopedico di architettura e urbanistica, I.E.R., 

Roma,1968. 
[2] Frampton K, Storia dell’architettura moderna, Zanichelli, Bologna, 

1993. 
[3] Sperling Gert, The Quadrivium in the Pantheon of Rome, in Nexus II: 

Architecture and Mathematics, Kim Williams, ed. (Fucecchio, Firenze: 
Edizioni dell'Erba, 1998). 

[4] Carrara Gianfranco, Fioravanti Antonio, Theoretical model of shared 
distributed Knowledge bases for Collaborative Architectural Design, 
SKCF ’01 Conference Proceedings, 2001. 

[5] Fiamma Paolo D.I.G.I.T.A.L. - Defining Internal Goals In The 
Architectural Landscape at Critical Digital Conference 2008”, Graduate 
School of Design Harward University, Cambridge, Massachusetts, Usa, 
2008.   

[6] Martines Giancarlo, Argomenti di geometria antica a proposito della 
cupola del Pantheon, Quaderni dell'Istituto di storia dell' Architettura, 
13;1989. 

[7] Mitchell William J.,  E-topia,  The Mit Press, Boston, Usa,1999. 
[8] Negroponte Nicholas, Soft Architecture Machines, The MIT Press 

Cambridge, Usa, 1975.  
[9] Proceedings of ACM Siggraph 02, San Antonio, Usa 2002. 
[10] Proceedings of Ecaade 03, Graz University of Technology, 

Osterreich,2003. 
[11] Proceedings of Acaadia 04, Ball State University,Iindiana, Usa, 2003. 
[12] Saggio Antonino, Flying Carpets, in Arch’it, On line Review of  

Architecture, 2002.  
[13] Schmitt Gerard - Virtual Reality in Architecture in N. M. Thalmann and 

D. Thalmann (Eds.), Virtual Worlds and Multimedia. Chichester, 
England, 1993. 

[14] Uddin M.Saleh,. Digital architecture, Mc Graw-Hill, 1999. 
 
 
 
 
 
 
 
 
 

 
 
 
 

2nd International Conference on Innovations in Electrical and Civil Engineering (ICIECE'2013) Dec. 17-18, 2013 Pattaya (Thailand)

105


	1213015 P new new.docx fig 2 is missing PSS
	I. Introduction
	II. Materials And Methods
	A. Descriptions of Studied Sites:
	B. Collection of Samples
	C. Transportation and preservation of soil
	D. Rearing of Galleria mellonella
	E. Insect bait bioassay
	F. Media preparation
	G. Inoculation of Galleria larvae
	H. Isolation and identification of fungi
	I. Koch’s Postulates
	J. Data analysis

	III. Results
	IV.  Discussion
	References

	1213016 P new new new.doc CHECK TITLE NAME PSS
	I. Introduction
	II. Material and Methods
	A.  Sample collection

	III. Results and Discussion
	References

	1213023 P.doc MANISH PSS
	I. INTRODUCTION
	II.  Materials And Methods
	III. Results And Discussion
	IV. Conclusions

	1213041 P.doc only Abstract PSS
	1213042 P.doc only Abstract PSS
	1213043 P.doc only PSS
	1213044 P.doc only Abstrac PSS
	1213045 P.doc ONLY Abstrac PSS
	1213046 P.doc ONLY Abstrac PSS
	1213047 P.doc ONLY Abstrac PSS
	1213048 P.doc ONLY Abstract PSS
	1213049 P.doc ONLY Abstrac PSS
	1213050 P.doc ONLY Abstract PSS
	1213051 P.doc ONLY Abstract PSS
	1213052 P.doc ONLY Abstract PSS
	1213053 P.doc ONLY Abstract PSS
	1213054 P.doc ONLY Abstract PSS
	1213055 P.doc ONLY Abstract PSS
	1213056 P.doc ONLY Abstract PSS
	1213057 P.doc only Abstract PSS
	1213058 P.doc only Abstract PSS
	1213059 P.doc only Abstract PSS
	1213060 P.doc only Abstract PSS
	1213071 P new new.docx PLZ CHECK AFFILATION  PSS
	I. INTRODUCTION
	II. Methodology
	A. GREET Model Software
	B. Fuel Blends and Engines Types
	C. Targeted Years
	D. Assumptions for VMT Development
	E.  VMT Development
	F. GREET Model Simulations

	III. Results and discussion
	IV. Conclusions

	1213072 P new new.docx PLZ CECK AFFILATION PSS
	I. INTRODUCTION
	II.  Methodology
	A. Model Selection 
	B. Modeling Domain
	C. Data collection
	D. Modeling Procedure

	III. Results And Discussion
	A. Emission Processing System (EPS3)
	B. CAMx Results

	IV. Conclusions

	1213077 P new new PSS
	I. Introduction
	II. experimental 
	A. Bench Scale 2-stage micro-molecular filtration
	B. Molecular filter medium
	C. Micro filter medium

	III. results and discussions
	A. Theoretical considerations
	i. Filter media packing density
	ii. Molecular filtration (mass transfer in liquids)

	B. Fuel Characterisation 
	C. Filter performance data

	IV. Conclusions

	1213080 P new new PSS
	I. Introduction
	II. Methodology
	III. Results and Discussion
	IV. Conclusions

	1213081 P new new PSS
	I. INTRODUCTION
	II. Materials and Methods
	A. Materials
	B. Method

	III. Results and Discussion

	1213082 P new new PSS
	I. Introduction
	II. Solubility of Alkanes in Dinp
	III. Solubility of Alkanes in Dinp
	IV. Solubility of Alkynes in Dinp
	V. Solubility of Alcohols in Dinp
	VI. Solubility of Aldehydes in Dinp
	VII. Solubility of Ketones in Dinp
	VIII. Solubility of Carboxylic Acids in Dinp
	IX. Solubility of Cycloalkanes in Dinp
	X.  Conclusion

	1213083 P new new PSS
	I. Introduction
	II. Materials and Methods
	A. Materials
	B. Methods

	III. Results and Discussions
	IV. Conclusion

	1213085 P new.doc MANISH PSS
	I. Introduction
	II.  Energy Demand By Sector
	III. Energy supply by sources
	IV. Greenhouse gas emission and its sources
	V. Comparison Of Ghg And Co2 Emission Between Malaysia, Global And Asean
	VI. Trends of Energy demand, supply and CO2 emission in relation to GDP
	VII.  Discussion & Conclusion

	1213086 P new.doc MANISH PSS
	I. INTRODUCTION
	II.  Concepts and Definitions
	A. Disaster
	B. Vulnerability
	C. Hazards 
	D. Resilience
	E. Disaster resilience
	F. Resilient livelihood 

	III. Livelihood Vulnerability due to Disaster
	IV. Strategies For Resilient Livelihood
	A. Community base Disaster Risk Reduction 
	B. Livelihood diversification 

	V.  Conclusion

	conf 6.pdf with numbers.pdf
	1213066 P.doc MANISH PSS
	I. Introduction
	II. Material and methods
	A. Animals 
	B. Protocol of Study
	C. Statistical Analysis

	III. Results
	IV. Discussion
	V. Conclusion


	conf 4.pdf with numbers (without abstracts).pdf
	1213002 P new.docx only abstract PSS
	1213003 P New New.doc MANISH PSS
	I. INTRODUCTION
	II. Theoretical background
	III. Approaches to the study of satisfaction
	A. Assimilation theory
	B. Contrast theory
	C. Assimilation-contrast theory
	D. Negative theory

	IV. Further approaches to the study of satisfaction
	V.  Conclusion

	1213021 P New.doc manish PSS
	I. Introduction
	II.   Theoretical framework of Contingency approach

	1213075 P.doc only abstract PSS
	1213088 P new.doc manish PSS
	I. introduction
	II. Waste Generation
	III. Waste Management Strategies
	IV. Waste Recycling
	V. National Environmental Management: Waste Act, 2008
	VI. Waste –to Energy
	VII. Conclusion

	1213089 P new new PSS
	I. introduction
	II. material and method
	A. The Whale Filter
	B. Experimental System

	III. Results and Discussion 
	A. Theoretical Considerations 
	B. CAT 320C Excavator: JBS Plant Hire
	C. Metrobus (City of Johannesburg)
	D.  ADE 407T Truck engine (University of Johannesburg)
	E. Toyota Hilux

	IV. CONCLUSIONS


	conf 3.pdf with numbers.pdf
	1213010 P new.doc MANISH PSS
	I. INTRODUCTION
	II. An overview of Informal Settlement
	III. informal settlement upgrading
	A. Problems and challenges facing current approaches of informal settlement upgrading

	IV. Research Methodology
	V. findings and discussions 
	A. Challenges and problems facing informal settlement upgrading
	B. Remedies to challenges and problems facing informal settlement upgrading

	VI. Conclusion

	1213013 P New.doc affilation misss PSS
	I. INTRODUCTION
	II. the materials and methods
	A. The Insulating Oils
	B. The Insulating Paper
	C.  The Accelerated Aging Sample
	D. The Relationship Between Lifetime and Tensile Strength

	III. Result and Discussion
	A. The Breakdown Voltage
	B. The Water Content
	C. The Total Acidity Number (TAN)
	D. The Viscosity
	E. The Volume Resistivity
	F. The Insulating Paper Tensile Strength

	IV. Conclusion

	1213018 P New.doc manish PSS
	I. INTRODUCTION
	II.  Library design
	A.  Design overview
	B. Map layer
	C. Core engine library

	III. Concluding Remarks

	1213019 P New.doc manish PSS
	I. INTRODUCTION
	II.  Scheduler design
	A. Constraint processing
	B. Gain estimation
	C. Tour recommendation

	III. Concluding Remarks


	conf 2.pdf with numbers.pdf
	1213012 P New New PSS
	I. INTRODUCTION
	Fig. 1 The Semantic Web stack 
	II. Terminologies
	A. Linked Data
	B. Vocabulary
	C. Query
	D. Inference
	E. Voice Browsing
	F. Device Independence
	G. Multimodal access

	III. Related Work
	IV. Conclusion

	1213017 P New PSS
	1213087 P
	20 P New.pdf
	I. INTRODUCTION
	II.  Total Architecture OF A Sensor 
	III. using quantum points in nano sensors producing
	IV. nano sensors production using nano tube
	A. Carbon nanotubes as chemical sensors:
	1) Experimental:
	2) Results and discussion: 

	B. Carbon nanotubes as mechanical sensors
	1) Experiments: Electromechanical Properties of SWNTs
	2) Theory of Electromechanical Coupling of Nanotubes
	3) Electronic structure of flattened CNTs
	4) Electronic structures of strained CNTs: 

	C.  Nano sensors production using nono tools

	V. Chemical sensor transistors
	VI.  Nono sensors and controlling air pollution  
	A. Defense against toxic gases

	VII. Nono sensors attractions
	VIII. Conclusion


	conf 1.pdf with numbers.pdf
	1213064 P new.docx MANISH PSS
	I. INTRODUCTION
	II.  Experimental Setup And Design Of Experiments
	III. Modeling And Optimization Methodology
	A. Artificial neural network
	B. Genetic algorithm

	IV. Results And Discussions
	A. Parametric analysis
	B. Modeling
	C. Optimization

	V. Conclusions

	1213065 P New New.doc MANISH PSS
	I. INTRODUCTION
	II. Optimization design of composites outer panel
	A. Research model
	B. Design of  experiment

	III. Performance evaluation of outer panel
	A. Comparison of  initial design and optimized design
	B. Absorbed energy for the optimized design

	IV. CONCLUSION

	1213067 P new new.doc MANISH PSS
	I.  Introduction
	II.  Basic Technology
	III.  Methodology
	IV. Components Of An Hev
	A. Motor
	B. Hub Motors

	V.  Performance Testing And Results
	VI. Conclusion
	References


	front pages Pattaya.pdf
	Program Committee (ICEEMSE'2013, ICAAMES'2013)

	Blank Page
	Blank Page
	Blank Page
	Blank Page
	92 P LAST.pdf
	I. INTRODUCTION
	II. The architectural shape across the Centuries
	III. New architectonic spaces
	IV. Real Construction “From”  no real space
	Today we have these new resources: digital and virtual, that allow us to understand and to improve our creative action on reality.  To design means to change reality and/or offer new ideas about reality; this action happens in a “space”. For designers space is not only a physical entity, but also a mental concept.
	V.  New architectural Design Cognition ?
	VI. Conclusion




