
150 

บรรณานุกรม 

 

วิมลสิทธิ์ หรยางกูร. (2541). พฤตกิรรมมนษุยกับสภาพแวดลอม: มูลฐานทางพฤติกรรมเพื่อการ

ออกแบบและวางแผน. กรุงเทพฯ: โรงพมิพแหงจฬุาลงกรณมหาวิทยาลยั. 

 

วิมลสิทธิ์ หรยางกูร, วีระ อินพันทัง, และ สันติ ฉันทวิลาสวงศ. (2544). สถานภาพผลงานทาง

วิชาการสาขาสถาปตยกรรมในประเทศไทย. กรุงเทพฯ: โรงพิมพ บริษัท ทีซีจ ี 

พร้ินติ้ง จํากัด.  

 

Aarts, E. (2003). Ambient Intelligence: Building the Vision (Philips Research). Retrieved 

September 14, 2008, from http://www.research.philips.com/ 

technologies/download/homelab_365.pdf 

 

Aiborg. (2002). LeisuratorTM. Retrieved January 7, 2009, from   

http://www.aiborg.net/menu_eng.swf 

 

Antenna. (2002a). Cherry Blossom: Cooper - Hawitt Musuem, Design Triennial,  

Newyork, 2003, Interactive Installation.  Retrieved November 22, 2008,  

from http://www.antennadesign.com/ant.html 

 

_______. (2002b). Nosy Parker: Krannert Art Museum, Urban – Champaign, 2005,  

Interactive Installation.  Retrieved November 22, 2008,  

from http://www.antennadesign.com/ant.html 

 

_______. (2002c). Power Flower: Bloomingdale’s Newyork, Haagen-Dazs Cultural  

Initiative, 2002, interactive Public Installation. Retrieved November 22, 2008,  

from http://www.antennadesign.com/ant.html 

 

 



 151 

ARS Electronica, Futurelab. (n.d.). Source Code .Retrieved January 7, 2009, from  

http://www.aec.at/futurelab_references_en.php?id=13830  

 

Art + Com. (2007). Duality (2007). Retrieved 5 September, 2008, from http://www.artcom.de/ 

index.php?lang=de&option=com_acprojects&id=56&page=6 

 

Bell, G., Brooke, T., Churchill, E. & Paulos, E. (2003). Intimate (Ubiquitous) Computing.  

Retrieved November 1, 2008, from http://www.paulos.net/papers/2003/ 

Intimate%20Computing%20(UbiComp%202003).pdf 

 

Berry, R. F., McKenney, P. E., & Parr, F. N., (2008). Responsive systems:  

An introduction. [Electronic version], IBM Systems Journal, 47,No 2, 197. 

 

Bonger, A. J. (2006). Interactivation: Towards an e-cology of people, our  

 technological environment, and the arts [Electronic version]. Unpublished 

Doctoral dissertation, Vrije Universiteit, Amsterdam. Retrieved November 19, 

2008, from http://www.xs4all.nl/~bertbon/downloads/PhDThesisBertXS.pdf 

 

Bullivant, L. (2005). 4D arts: Interactive Architecture (Architectural Design). London: 

John Wiley & Sons Pubilsher. 

 

Cosmic Fingerprints. (2008). Skeptic's Objection to Information Theory #1: "DNA is Not 

a Code" Retrieved February 25, 2009, from 

http://www.cosmicfingerprints.com/dnanotcode.htm 

 

Drommi, A., Ulferts, G. W., & Shoemaker, D. (2001). Interface Design: A Focus on 

Cognitive Science. Retrieved February 25, 2009, from 

http://proc.isecon.org/2001/02a/ISECON.2001.Drommi.pdf 

 



 152 

Electroland. (2006a). Enteractive at 11th & Flower: Los angeles, CA. Retrieved 5  

September, 2008, from http://electroland.net/ 

 

__________. (2006b). Lumen at the Cooper Hewitt National Design Triennial:  

New York City. Retrieved 14 September, 2008, from http://electroland.net/ 

 

__________. (2005). Krems University Proposal: Krems, Austria. 

Retrieved 5 September, 2008, from http://electroland.net/ 

 

__________. (n.d.). Interactive Walkways: Ft. Lauderdale/ Hollywood Airport, FL.  

Retrieved 7 November, 2008, from http://electroland.net/ 

 

Fox, M.  A. (2007). Interactive Environment. Retrieved December 16, 2008, from 

http://www.csupomona.edu/~p3team/IE-full.pdf  

 

Foxlin Inc. (n.d.). Interactive Facade. Retrieved January 7, 2009,  

from http://www.foxlin.com/r-project_12/index.html 

 

Glynn, R. (2006a). Allianz Arena - Herzog & de Meuron. Retrieved November 12, 2008 from  

http://www.interactivearchitecture.org/some-thoughts-on-responsive-kinetic- 

architecture.html 

 

________. (2006b). Interactive Children’s Library Interactive Spaces. Retrieved January  

7, 2009, from http://www.interactivearchitecture.org/interactive-childrens-

library-interactive-spaces.html 

 

________. (2006c). Some thoughts on Responsive Kinetic Architecture.  

Retrieved November 12, 2008, from http://www.interactivearchitecture.org/ 

some-thoughts-on-responsive-kinetic-architecture.html 



 153 

________. (2006d). Topotransegrity - Non-Linear Responsive Environments - Robert  

Neumayr. Retrieved 20 February, 2009, from 

http://www.interactivearchitecture.org/topotransegrity-non-linear- 

responsive-environments-robert-neumayr.html 

 

________. (2005a). Ada : The Inteligent Room. Retrieved 25 January, 2009, from 

http://www.interactivearchitecture.org/ada-the-inteligent-room.html 

 

________. (2005b). ICE , Bloomberg Headquarters, Toshio Iwai.  Retrieved January 7,  

2009, from http://www.interactivearchitecture.org/ice-bloomberg-

headquarters-toshio-iwai.html 

 

________. (2005c). Interactive Architecture. Retrieved December 10, 2007, from 

http://www.interactivearchitecture.org/. 

 

________. (2005d). Reciprocal Space 'Performed, experienced, and felt by both sides'.  

Retrieved 25 September, 2008, from http://www.interactivearchitecture.org/ 

portfolio/reciprocalspace.html 

 

Gorbet, M., Gorbet, R., & Gorbet, S. (n.d.). chriswillard_ego__medium_.jpg. Retrieved  

25 September, 2008, from http://www.gorbet.com/p2p/images.html 

 

Gross, T. (2002), Ambient Interfaces: Design Challenges and Recommendations 

(Fraunhofer Institute for Applied IT—FIT). Retrieved September 14, 2008,   

from http://gonzo.uni-weimar.de/~gross/publ/hcii03_gross_amb_int.pdf 

 

Hall, E. T. (1966). The Hidden Dimension. New York: Anchor Books, a division of 

Random House, Inc. 

 



 154 

Haque design & research. (2007). Evoke. Retrieved 5 September, 2008, from  

http://www.haque.co.uk/evoke.php 

 

Hirschmann, D. (2006). Tuned Stairs. Retrieved 25 September, 2008, from  

http://www.plankman.com/projects/tuned_stairs/ 

 

Hyperbody group. (2005). Muscle Body: Take of your shoes, go inside and interact!  

Retrieved 5 September, 2008, from http://www.bk.tudelft.nl/live/ 

pagina.jsp?id=ebaa4da7-5ee7-4421-9f94-38dad1f09dbf&lang=en 

 

Information Lab. (2006). CellPhoneDisco. Retrieved December 22, 2008, from  

http://www.cellphonedisco.org/about 

 

Kinety. (n.d.). Comment Wall. Retrieved January 7, 2009, from  

http://kinecity.com/comment-wall/ 

 

Laboratory for Architecture and urbanism. (2007). Point, Line, Surface Computed in  

Seconds. Retrieved  January 30, 2009, from http://www.lab-au.com/projects/ 

 

_____________________________________. (2006). Touch. Retrieved 20 February, 2009,  

from http://www.dexia-towers.com/index_e.php?file=dtb_2006_touch  

 

Laibowitz, M. (2004), Meaning Density and Other Attributes of Deep Engagement.( MIT 

Media Lab). Retrieved September 13, 2008, from 

http://ocw.mit.edu/OcwWeb/Media-Arts-and-Sciences/MAS-961Fall-

2004/Assignments/index.htm  

 

Lozano-Hemmer, R. (2006). Homographies. Retrieved January 7, 2009, from  

http://www.lozano-hemmer.com/english/projects/homographies.htm  



 155 

Massachusetts Institute of Technology. (2008). Zaragoza Milla*Digital. 25 September,  

2008, from www.milladigital.es/data/documentos/MIT_ING.pdf 

 

Nox Lars Spuybroek. (1999a). D Tower: Interactive Public Artwork. Retrieved February  

25, 2009, from http://www.nox-art-architecture.com/ 

 

___________________. (1999b). Son O House: Interactive Public Artwork. Retrieved  

February 25, 2009, from http://www.nox-art-architecture.com/ 

 

Oosterhuis, K., Xia, X., & Sam, E. J. (2007). IA#: interactive architecture.  

Rotterdam: Episode. 

 

Openframework. (2007). funky forest 2007. Retrieved January 7, 2009, from  

http://muonics.net/site_docs/work.php?id=41 

 

Pena, W. M. & Parshall, S. A. (2001). Problem Seeking: An Architectural  

Programming Primer. Fourth Edition. New York: Published by John Wiley & 

Sons, Inc.  

 

Picard, R. W. (2000). Toward computers that recognize and respond to user  

emotion. [Electronic version], IBM Systems Journal, 39(706). 

 

Pietikäinen, M., Silvén, O. & Heikkilä, J. (2005). A Framework for Proactive  

Machine Vision (Machine Vision Group, University of Oulu, Finland). 

Retrieved February 25, 2009, from 

http://www.ee.oulu.fi/mvg/files/pdf/pdf_536.pdf  
 

Pönisch, J. (n.d.). Dynamic Terrain. Retrieved 25 January, 2009, from  

http://www.janisland.com/ 



 156 

Preiser, W. F.E. &  Vischer, J. C. ( 2005). Assessing Building Performance.  MA: 

Elsevier Butterworth-Heinemann Publisher. 

 

Project  Blinkenlights. (2001). Blinkenlights (2001), Haus des Lehrers, Berlin, Germany.  

Retrieved 25 September, 2008, from http://www.blinkenlights.net/blinkenlights 
 
Saffer, D. (2006). Designing For Interaction: Creating Smart Applications and Clever  

Devices. New York:  AIGA Design Press. 

 

Salen, K. & Zimmerman, E. (2004). Rules of Play: Game Design Fundamentals. 

London: The MIT Press. 

 

Schnädelbach, H. (2008). Adaptive Architecture, Ubiquitous Computing at the  

Crossroads. Retrieved February 25, 2009, from   

http://www.mrl.nott.ac.uk/~hms/AdaptiveArchitecture.html 

 

Senagala, M. (2005). Kinetic, Responsive and Adaptive: A Complex Adaptive Appoarch 

to Smart Architecture. Proceedings of SIGRADI 2005 international 

conference. Lima: College of Architecture, University of Texas at San 

Antonio. 

 

Shedroff, N. (1994). Information Interaction Design: A Unified Field Theory of Design.  

        Retrieved August 20, 2008, from        

                   http://www.nathan.com/thoughts/unified/index.html 

 

Smart Studio Interactive Institute. (2003). The RemoteHome: a new home for the mobile  

Society.  Retrieved January 7, 2009, from 

http://www.tobi.net/remotehome/remotehome.htm 

 



 157 

Snibbe, S. S. (2003). Deep Walls, 2003: Scott Snibbe. Retrieved 25 January, 2009, from  

http://www.snibbe.com/scott/mosaics/deep%20walls/deep_walls.html 

 

Studio Roosegaarde. (2007). Flow 5.0. Retrieved 7 January, 2009, from  

http://www.studioroosegaarde.net/ 

 

Turner, T. (2000). Vitruvius: The ten books on architecture: Book 1 Landscape  

Architecture. New York: Dover publication. 

 


