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Designing The User Interface 5th Edition
For courses in Human-Computer Interaction The Sixth Edition of Designing the User Interface
provides a comprehensive, authoritative, and up-to-date introduction to the dynamic field of
human-computer interaction (HCI) and user experience (UX) design. This classic book has
defined and charted the astonishing evolution of user interfaces for three decades. Students
and professionals learn practical principles and guidelines needed to develop high quality
interface designs that users can understand, predict, and control. The book covers theoretical
foundations and design processes such as expert reviews and usability testing. By presenting
current research and innovations in human-computer interaction, the authors strive to inspire
students, guide designers, and provoke researchers to seek solutions that improve the
experiences of novice and expert users, while achieving universal usability. The authors also
provide balanced presentations on controversial topics such as augmented and virtual reality,
voice and natural language interfaces, and information visualization. Updates include current
HCI design methods, new design examples, and totally revamped coverage of social media,
search and voice interaction. Major revisions were made to EVERY chapter, changing almost
every figure (170 new color figures) and substantially updating the references.
Designing the User InterfaceStrategies for Effective Human-computer InteractionAddisonWesley Longman
Why are some organizations more innovative than others? How can we tap into, empower, and
leverage the natural innovation within our organizations that is so vital to our future success?
Now more than ever, companies and institutions of all types and sizes are determined to
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create more innovative organizations. In study after study, leaders say that fostering innovation
and the need for transformational change are among their top priorities. But they also report
struggling with how to engage their cultures to implement the changes necessary to maximize
their innovative targets. In Innovation by Design, authors Thomas Lockwood and Edgar Papke
share the results of their study of some of the world’s most innovative organizations, including:
The 10 attributes leaders can use to create and develop effective cultures of innovation. How
to use design thinking as a powerful method to drive employee creativity and innovation. How
to leverage the natural influence of the collective imagination to produce the “pull effect” of
creativity and risk taking. How leaders can take the “Fifth Step of Design” and create their
ideal culture. Innovation by Design offers a powerful set of insights and practical solutions to
the most important challenge for today’s businesses—the need for relevant innovation.
Provides information on designing easy-to-use interfaces.
Why attractive things work better and other crucial insights into human-centered design
Emotions are inseparable from how we humans think, choose, and act. In Emotional Design,
cognitive scientist Don Norman shows how the principles of human psychology apply to the
invention and design of new technologies and products. In The Design of Everyday Things,
Norman made the definitive case for human-centered design, showing that good design
demanded that the user's must take precedence over a designer's aesthetic if anything, from
light switches to airplanes, was going to work as the user needed. In this book, he takes his
thinking several steps farther, showing that successful design must incorporate not just what
users need, but must address our minds by attending to our visceral reactions, to our
behavioral choices, and to the stories we want the things in our lives to tell others about
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ourselves. Good human-centered design isn't just about making effective tools that are
straightforward to use; it's about making affective tools that mesh well with our emotions and
help us express our identities and support our social lives. From roller coasters to robots,
sports cars to smart phones, attractive things work better. Whether designer or consumer, user
or inventor, this book is the definitive guide to making Norman's insights work for you.
Brain-Computer Interface (BCI) systems allow communication based on a direct electronic
interface which conveys messages and commands directly from the human brain to a
computer. In the recent years, attention to this new area of research and the number of
publications discussing different paradigms, methods, signal processing algorithms, and
applications have been increased dramatically. The objective of this book is to discuss recent
progress and future prospects of BCI systems. The topics discussed in this book are: important
issues concerning end-users; approaches to interconnect a BCI system with one or more
applications; several advanced signal processing methods (i.e., adaptive network fuzzy
inference systems, Bayesian sequential learning, fractal features and neural networks,
autoregressive models of wavelet bases, hidden Markov models, equivalent current dipole
source localization, and independent component analysis); review of hybrid and wireless
techniques used in BCI systems; and applications of BCI systems in epilepsy treatment and
emotion detections.
"Hackos and Redish wisely offer us the three things we most need about user and task
analysis: practical advice, practical advice, and practical advice." -Ben Shneiderman,
University of Maryland "This book is well written, thorough, and loaded with techniques,
examples, and resources that bring analysis to everyone." -Marcia L. Conner, Director of
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Usability & Learnability PeopleSoft, Inc. User and Task Analysis for Interface Design helps you
design a great user interface by focusing on the most important step in the process -the first
one. You learn to go out and observe your users at work, whether they are employees of your
company or people in customer organizations. You learn to find out what your users really
need, not by asking them what they want, but by going through a process of understanding
what they are trying to accomplish. JoAnn Hackos and Janice (Ginny) Redish, internationally
known experts in usable design, take you through a step-by-step process to conduct a user
and task analysis. You learn: * How interface designers use user and task analysis to build
successful interfaces * Why knowledge of users, their tasks, and their environments is critical
to successful design * How to prepare and set up your site visits * How to select and train your
user and task analysis team * What observations to make, questions to ask, and questions to
avoid * How to record and report what you have learned to your development team members *
How to turn the information you've gathered into design ideas * How to create paper prototypes
of your interface design * How to conduct usability tests with your prototypes to find out if
you're on the right track. This book includes many examples of design successes and
challenges for products of every kind.
Five years and more than 100,000 copies after it was first published, it's hard to imagine
anyone working in Web design who hasn't read Steve Krug's "instant classic" on Web usability,
but people are still discovering it every day. In this second edition, Steve adds three new
chapters in the same style as the original: wry and entertaining, yet loaded with insights and
practical advice for novice and veteran alike. Don't be surprised if it completely changes the
way you think about Web design. Three New Chapters! Usability as common courtesy -- Why
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people really leave Web sites Web Accessibility, CSS, and you -- Making sites usable and
accessible Help! My boss wants me to ______. -- Surviving executive design whims "I thought
usability was the enemy of design until I read the first edition of this book. Don't Make Me
Think! showed me how to put myself in the position of the person who uses my site. After
reading it over a couple of hours and putting its ideas to work for the past five years, I can say
it has done more to improve my abilities as a Web designer than any other book. In this
second edition, Steve Krug adds essential ammunition for those whose bosses, clients,
stakeholders, and marketing managers insist on doing the wrong thing. If you design, write,
program, own, or manage Web sites, you must read this book." -- Jeffrey Zeldman, author of
Designing with Web Standards

'Designing the User Interface' provides a comprehensive, authoritative
introduction to the dynamic field of human-computer interaction (HCI). Students
and professionals learn practical principles and guidelines needed to develop
high quality interface designs - ones that users can understand.
Human-Computer Interaction: An Empirical Research Perspective is the definitive
guide to empirical research in HCI. The book begins with foundational topics
including historical context, the human factor, interaction elements, and the
fundamentals of science and research. From there, you'll progress to learning
about the methods for conducting an experiment to evaluate a new computer
interface or interaction technique. There are detailed discussions and how-to
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analyses on models of interaction, focusing on descriptive models and predictive
models. Writing and publishing a research paper is explored with helpful tips for
success. Throughout the book, you'll find hands-on exercises, checklists, and
real-world examples. This is your must-have, comprehensive guide to empirical
and experimental research in HCI—an essential addition to your HCI library.
Master empirical and experimental research with this comprehensive, A-to-Z
guide in a concise, hands-on reference Discover the practical and theoretical insand-outs of user studies Find exercises, takeaway points, and case studies
throughout
HCI is a field of study that involves researching, designing, and developing
software solutions that solve human problems. With this book, you will learn how
to build and deploy a software prototype that will allow you to test and iterate your
human-centered solution.
Most programmers' fear of user interface (UI) programming comes from their fear
of doing UI design. They think that UI design is like graphic design—the
mysterious process by which creative, latte-drinking, all-black-wearing people
produce cool-looking, artistic pieces. Most programmers see themselves as
analytic, logical thinkers instead—strong at reasoning, weak on artistic judgment,
and incapable of doing UI design. In this brilliantly readable book, author Joel
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Spolsky proposes simple, logical rules that can be applied without any artistic
talent to improve any user interface, from traditional GUI applications to websites
to consumer electronics. Spolsky's primary axiom, the importance of bringing the
program model in line with the user model, is both rational and simple. In a fun
and entertaining way, Spolky makes user interface design easy for programmers
to grasp. After reading User Interface Design for Programmers, you'll know how
to design interfaces with the user in mind. You'll learn the important principles
that underlie all good UI design, and you'll learn how to perform usability testing
that works.
Well-designed graphical user interfaces (GUIs) for business systems can greatly
increase user productivity, but designing them can be difficult and time
consuming. This book walks developers through the basics of good interface
design, using real-world examples from systems that are proven successes.
Galitz is an internationally recognized consultant, author, and instructor with
many years of experience with information systems and user interface design.
Written especially for developers who may be designing user interfaces for the
first time, but also extremely useful for any developer involved in GUI or Web site
design. Revised to reflect the profound enhancements in interface design,
specifically how Web page design has revolutionized interface design. New
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information covers a variety of platforms, both traditional and Web-based.
Esta enciclopedia presenta numerosas experiencias y discernimientos de
profesionales de todo el mundo sobre discusiones y perspectivas de la la
interacción hombre-computadoras
Trace element analysis has a key role to play in quality control of food and diet.
This timely book introduces the subject in a practical way - from sampling and the
techniques available for trace analysis, to procedures for specific elements and
data analysis. Beginning with a brief introduction and discussion of statistical
evaluation of data, the subsequent chapter looks at trace analysis in general, with
its essentials and terminology. Another section introduces sampling and
preparation of foodstuffs such as wheat, potato, vegetables and milk. This is
followed by descriptions of the various spectrometric techniques (atomic
absorption, atomic emission, atomic fluorescence) that are available. Plasma
techniques for both optical emission and mass spectrometry are presented, as
are nuclear activation analysis and X-ray methods. A comparison of the various
analytical techniques is provided, and a separate chapter handles speciation
analysis. Finally, procedures for determining essential and toxic elements such
as arsenic, iron, selenium and zinc are suggested, using several recent
references. Detailed explanations and a simple format will appeal to laboratory
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technicians and graduate students, as well as more experienced researchers.
Comprehensive coverage, coupled with illustrations and a guide to relevant
literature and manufacturers, will make Trace Element Analysis of Food and Diet
a valuable source of information for anyone working on analysis of trace
elements in food, diet or other biological or environmental samples - particularly
food engineers, agricultural scientists and government testing agency
employees.
The essential interaction design guide, fully revised and updated for the mobile
age About Face: The Essentials of Interaction Design, Fourth Edition is the latest
update to the book that shaped and evolved the landscape of interaction design.
This comprehensive guide takes the worldwide shift to smartphones and tablets
into account. New information includes discussions on mobile apps, touch
interfaces, screen size considerations, and more. The new full-color interior and
unique layout better illustrate modern design concepts. The interaction design
profession is blooming with the success of design-intensive companies, priming
customers to expect "design" as a critical ingredient of marketplace success.
Consumers have little tolerance for websites, apps, and devices that don't live up
to their expectations, and the responding shift in business philosophy has
become widespread. About Face is the book that brought interaction design out
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of the research labs and into the everyday lexicon, and the updated Fourth
Edition continues to lead the way with ideas and methods relevant to today's
design practitioners and developers. Updated information includes:
Contemporary interface, interaction, and product design methods Design for
mobile platforms and consumer electronics State-of-the-art interface
recommendations and up-to-date examples Updated Goal-Directed Design
methodology Designers and developers looking to remain relevant through the
current shift in consumer technology habits will find About Face to be a
comprehensive, essential resource.
Voice user interfaces (VUIs) are becoming all the rage today. But how do you
build one that people can actually converse with? Whether you’re designing a
mobile app, a toy, or a device such as a home assistant, this practical book
guides you through basic VUI design principles, helps you choose the right
speech recognition engine, and shows you how to measure your VUI’s
performance and improve upon it. Author Cathy Pearl also takes product
managers, UX designers, and VUI designers into advanced design topics that will
help make your VUI not just functional, but great. Understand key VUI design
concepts, including command-and-control and conversational systems Decide if
you should use an avatar or other visual representation with your VUI Explore
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speech recognition technology and its impact on your design Take your VUI
above and beyond the basic exchange of information Learn practical ways to test
your VUI application with users Monitor your app and learn how to quickly
improve performance Get real-world examples of VUIs for home assistants,
smartwatches, and car systems
The quick way to learn Windows 10 This is learning made easy. Get more done
quickly with Windows 10. Jump in wherever you need answers--brisk lessons
and colorful screenshots show you exactly what to do, step by step. Discover fun
and functional Windows 10 features! Work with the new, improved Start menu
and Start screen Learn about different sign-in methods Put the Cortana personal
assistant to work for you Manage your online reading list and annotate articles
with the new browser, Microsoft Edge Help safeguard your computer, your
information, and your privacy Manage connections to networks, devices, and
storage resources
This is the eBook of the printed book and may not include any media, website
access codes, or print supplements that may come packaged with the bound
book. The much-anticipated fifth edition of Designing the User Interface provides
a comprehensive, authoritative introduction to the dynamic field of humancomputer interaction (HCI). Students and professionals learn practical principles
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and guidelines needed to develop high quality interface designs—ones that users
can understand, predict, and control. It covers theoretical foundations, and
design processes such as expert reviews and usability testing. Numerous
examples of direct manipulation, menu selection, and form fill-in give readers an
understanding of excellence in design The new edition provides updates on
current HCI topics with balanced emphasis on mobile devices, Web, and desktop
platforms. It addresses the profound changes brought by user-generated content
of text, photo, music, and video and the raised expectations for compelling user
experiences. Provides a broad survey of designing, implementing, managing,
maintaining, training, and refining the user interface of interactive systems.
Describes practical techniques and research-supported design guidelines for
effective interface designs Covers both professional applications (e.g. CAD/CAM,
air traffic control) and consumer examples (e.g. web services, e-government,
mobile devices, cell phones, digital cameras, games, MP3 players) Delivers
informative introductions to development methodologies, evaluation techniques,
and user-interface building tools. Supported by an extensive array of current
examples and figures illustrating good design principles and practices. Includes
dynamic, full-color presentation throughout. Guides students who might be
starting their first HCI design project Accompanied by a Companion Website with
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additional practice opportunities and informational resources for both students
and professors.
Emotions and Affect in Human Factors and Human–Computer Interaction is a
complete guide for conducting affect-related research and design projects in H/F
and HCI domains. Introducing necessary concepts, methods, approaches, and
applications, the book highlights how critical emotions and affect are to everyday
life and interaction with cognitive artifacts. The text covers the basis of neural
mechanisms of affective phenomena, as well as representative approaches to
Affective Computing, Kansei Engineering, Hedonomics, and Emotional Design.
The methodologies section includes affect induction techniques, measurement
techniques, detection and recognition techniques, and regulation models and
strategies. The application chapters discuss various H/F and HCI domains:
product design, human–robot interaction, behavioral health and game design,
and transportation. Engineers and designers can learn and apply psychological
theories and mechanisms to account for their affect-related research and can
develop their own domain-specific theory. The approach outlined in this
handbook works to close the existing gap between the traditional affect research
and the emerging field of affective design and affective computing. Provides a
theoretical background of affective sciences Demonstrates diverse affect
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induction methods in actual research settings Describes sensing technologies,
such as brain–computer interfaces, facial expression detection, and more Covers
emotion modeling and its application to regulation processes Includes case
studies and applied examples in a variety of H/F and HCI application areas
Addresses emerging interdisciplinary areas including Positive Technology,
Subliminal Perception, Physiological Computing, and Aesthetic Computing
User Interface Inspection Methods succinctly covers five inspection methods:
heuristic evaluation, perspective-based user interface inspection, cognitive
walkthrough, pluralistic walkthrough, and formal usability inspections. Heuristic
evaluation is perhaps the best-known inspection method, requiring a group of
evaluators to review a product against a set of general principles. The
perspective-based user interface inspection is based on the principle that
different perspectives will find different problems in a user interface. In the related
persona-based inspection, colleagues assume the roles of personas and review
the product based on the needs, background, tasks, and pain points of the
different personas. The cognitive walkthrough focuses on ease of learning. Most
of the inspection methods do not require users; the main exception is the
pluralistic walkthrough, in which a user is invited to provide feedback while
members of a product team listen, observe the user, and ask questions. After
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reading this book, you will be able to use these UI inspection methods with
confidence and certainty.
What is HCI?; Components of HCI; Interview with Terry Winograd; Humans and
technology: Humans; Interview with Donald Norman; Cognitive frameworks for
HCI; Perception and representation; Attention and memory constraints;
Knowledge and mental models; Interface metaphors and conceptual models;
Learning in context; Social aspects; Organizational aspects; Interview with
Marlilyn Mantei; Humans and technology: technology; Intervies with Ben
Shneiderman; Input; Output; Interaction styles; Designing windowing systems;
User support and on-line information; Designing for collaborative work and virtual
environments; Interview with Roy Kalawsky; Interaction design: methods and
techniques; Interview with Tom Moran; Principles of user-centred design;
Methods for user-centred design; Requirements gathering; Task analysis;
Structured HCI design; Envisioning design; Interaction design: support for
designers; Interview with Bill Verplank; Supporting Design; Guidelines: principles
and rules; standards and metrics; design rationale; Prototyping; Software
support; Interview with deborah hix; Interaction design: evaluation; Interview with
Brian Shackel; The role of evaluation; Usage data: observations, monitoring,
users'opinions; experiments and benchmarking; Interpretive evaluation;
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Predictive evaluation; Comparing methods; Glossary; Solutions to questins;
References; Index.
Although life continues to become increasingly embedded with interactive
computing services that make our lives easier, human-computer interaction (HCI)
has not been given the attention it deserves in the education of software
developers at the undergraduate level. Most entry-level HCI textbooks are
structured around high-level concepts and are not directly tied to the software
development process. Filling this need, Human-Computer Interaction:
Fundamentals and Practice supplies an accessible introduction to the entire cycle
of HCI design and implementation—explaining the core HCI concepts behind each
step. Designed around the overall development cycle for an interactive software
product, it starts off by covering the fundamentals behind HCI. The text then
quickly goes into the application of this knowledge. It covers the forming of HCI
requirements, modeling the interaction process, designing the interface,
implementing the resulting design, and evaluating the implemented product.
Although this textbook is suitable for undergraduate students of computer
science and information technology, it is accessible enough to be understood by
those with minimal programming knowledge. Supplying readers with a firm
foundation in the main HCI principles, the book provides a working knowledge of
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HCI-oriented software development. The core content of this book is based on
the introductory HCI course (advanced junior or senior-level undergraduate) that
the author has been teaching at Korea University for the past eight years. The
book includes access to PowerPoint lecture slides as well as source code for the
example applications used throughout the text.
This book is intended to discuss the latest mobile interface design beyond the
desktop interface design environment, an area of research that is increasingly
seeing new developments and techniques in both the academic and practitioner's
fields. It comprises many years industrial experience and research in the field of
mobile user interfaces. One purpose of the book is to disseminate thoughts
about; the challenges and practical experience of the design of mobile interfaces,
current developments in mobile product experiences in academia and industry,
current methods and approaches to mobile interface development, and the
current economic and social context of mobile interface development. More
importantly, a key aim of this book is to explore the technical aspects of mobile
user interface design, where we need to systematically take into account user
interactions, activities and the completely renewed social and cultural
environments that mobile environments can integrate with and that technologies
are now capable of delivering.
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The huge success of personal computing technologies has brought astonishing benefits
to individuals, families, communities, businesses, and government, transforming human
life, largely for the better. These democratizing transformations happened because a
small group of researchers saw the opportunities to convert sophisticated
computational tools into appealing personal devices offering valued services by way of
easy-to-use interfaces. Along the way, there were challenges to their agenda of humancentered design by: (1) traditional computer scientists who were focused on
computation rather than people-oriented services and (2) those who sought to build
anthropomorphic agents or robots based on excessively autonomous scenarios. The
easy-to-learn and easy-to-use interfaces based on direct manipulation became the
dominant form of interaction for more than six billion people. This book gives my
personal history of the intellectual arguments and the key personalities I encountered. I
believe that the lessons of how the discipline of Human-Computer Interaction (HCI) and
the profession of User Experience Design (UXD) were launched can guide others in
forming new disciplines and professions. The stories and photos of the 60 HCI
pioneers, engaged in discussions and presentations, capture the human drama of
collaboration and competition that invigorated the encounters among these bold,
creative, generous, and impassioned individuals.
Psychology and systems. History of human performance. The Human (User). Human
limits and differences. Sensing. The body and performance. Cognitive processing and
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performance. Perception, problem solving and decision making. Memory. Motivation.
The activity - Basic design. Designing for people. Basic design. The activity - interface
design. Displays, controls, and workplace design. Speech communication.
Human/computer interface. Forms and CRT screen design. Code design. The activity facilitator design. Supporting human performance. Selection criteria. Printed
instructions. Performance aids. Training development. The context (environment).
Phisical and social environments. Test and studies. Data collection. Performance
testing. Conducting comparison studies.
The problems we face in the 21st century require innovative thinking from all of us. Be it
students, academics, business researchers of government policy makers. Hopes for
improving our healthcare, food supply, community safety and environmental
sustainability depend on the pervasive application of research solutions. The research
heroes who take on the immense problems of our time face bigger than ever
challenges, but if they adopt potent guiding principles and effective research lifecycle
strategies, they can produce the advances that will enhance the lives of many people.
These inspirational research leaders will break free from traditional thinking, disciplinary
boundaries, and narrow aspirations. They will be bold innovators and engaged
collaborators, who are ready to lead, yet open to new ideas, self-confident, yet
empathetic to others. In this book, Ben Shneiderman recognizes the unbounded nature
of human creativity, the multiplicative power of teamwork, and the catalytic effects of
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innovation. He reports on the growing number of initiatives to promote more integrated
approaches to research so as to promote the expansion of these efforts. It is meant as
a guide to students and junior researchers, as well as a manifesto for senior
researchers and policy makers, challenging widely-held beliefs about how applied
innovations evolve and how basic breakthroughs are made, and helping to plot the
course towards tomorrow's great advancements.
Brave NUI World is the first practical guide for designing touch- and gesture-based user
interfaces. Written by the team from Microsoft that developed the multi-touch, multi-user
Surface® tabletop product, it introduces the reader to natural user interfaces (NUI). It
gives readers the necessary tools and information to integrate touch and gesture
practices into daily work, presenting scenarios, problem solving, metaphors, and
techniques intended to avoid making mistakes. This book considers diverse user needs
and context, real world successes and failures, and the future of NUI. It presents thirty
scenarios, giving practitioners a multitude of considerations for making informed design
decisions and helping to ensure that missteps are never made again. The book will be
of value to game designers as well as practitioners, researchers, and students
interested in learning about user experience design, user interface design, interaction
design, software design, human computer interaction, human factors, information
design, and information architecture. Provides easy-to-apply design guidance for the
unique challenge of creating touch- and gesture-based user interfaces Considers
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diverse user needs and context, real world successes and failures, and a look into the
future of NUI Presents thirty scenarios, giving practitioners a multitude of considerations
for making informed design decisions and helping to ensure that missteps are never
made again
The much-anticipated fifth edition of Designing the User Interface provides a
comprehensive, authoritative introduction to the dynamic field of human-computer
interaction (HCI). Students and professionals learn practical principles and guidelines
needed to develop high quality interface designs–ones that users can understand,
predict, and control. It covers theoretical foundations, and design processes such as
expert reviews and usability testing. Numerous examples of direct manipulation, menu
selection, and form fill-in give readers an understanding of excellence in design The
new edition provides updates on current HCI topics with balanced emphasis on mobile
devices, Web, and desktop platforms. It addresses the profound changes brought by
user-generated content of text, photo, music, and video and the raised expectations for
compelling user experiences.
Although recent findings show the public increasingly interacting with government Web
sites, a common problem is that people can’t find what they’re looking for. In other
words, the sites lack usability. The Research-Based Web Design and Usability
Guidelines aid in correcting this problem by providing the latest Web design guidance
from the research and other forms of evidence. This unique publication has been
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updated from its earlier version to include over 40 new or updated research guidelines,
bringing the total to 209. Primary audiences for the book are: Web managers,
designers, and all staff involved in the creation of Web sites. Topics in the book include:
home page design, page and site navigation, graphics and images, effective Web
content writing, and search. A new section on usability testing guidance has been
added. Experts from across government, industry, and academia have reviewed and
contributed to the development of the Guidelines. And, since their introduction in 2003,
the Guidelines have been widely used by government, private, and academic
institutions to improve Web design.
Proceedings of the Third International Conference on Computer-Aided Design of User
Interfaces, 21-23 October 1999, Louvain-la-Neuve, Belgium
Contextual design is a state-of-the-art approach to designing products directly from an
understanding of how the customer works and what the customer needs. Based on a
method developed and taught by the authors, this is a practical, hands-on guide that
articulates the underlying principles of contextual design and shows how to use them to
address different problems, constraints, and organizational situations.

Career Management for Life provides students and employees with an integrative
approach to managing their careers on an ongoing basis to achieve a satisfying
balance between their work and their family responsibilities, community
involvement, and personal interests. The career management model guides
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individuals through the different phases of their career from figuring out what their
first job should be right to navigating the road to retirement. Expert authors
Greenhaus, Callanan, and Godshalk bring their wealth of research experience to
the book and demonstrate the individual and organizational sides of career
management, allowing an appreciation of both. This material is well balanced by
a set of practical tools, including self-assessments, case studies, and
recommended interviews. The new edition also includes: An emphasis on
attaining work-life balance, a topic that is of growing concern to workers at all
stages of their careers. An updated focus on today’s career contexts and stages.
Material on technology and social media, now integrated throughout the book, to
reflect the growing importance of these tools in career management and
development. A chapter on international careers, helping individuals face a
globalized world. Greater emphasis on alternative career paths, reflecting the
newest trends and helping individuals understand all the different career options
available to them. This rich and engaging book will help individuals understand
themselves better, which in turn allows them to understand what they really want
out of their career. Those taking (or offering) classes in career management or
career development will come to rely on this book for years to follow.
Build Android Apps That Are Stunningly Attractive, Functional, and Intuitive In
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today’s crowded Android marketplace, it’s more important than ever to
differentiate your apps. Great design is the best way to do that. Now, leading
Android app design expert Ian G. Clifton shows you how to make your apps
come alive and how to deliver apps that users will want, love, and buy! Reflecting
the Android 4.2 SDK, this book serves both as a tutorial for the entire design and
implementation process and as a handy reference you’ll rely on for every
Android development project. Clifton shows how to create effective designs,
organize them into Android components, and move gracefully from idea, to
wireframe, to comp, to finished app. You’ll learn how to bring your own voice,
personality, and style to your app designs; how to leverage advanced drawing
techniques such as PorterDuff compositing; how to test designs on diverse
Android devices; and much more. Android User Interface Design details each
step of the design and development process and contains extensive
downloadable sample code, including complete finished apps. Learn how
Android has evolved to support outstanding app design Integrate app design with
development, from idea through deployment Understand views, the building
blocks of Android user interfaces Make the most of wireframes and prototypes
Build efficient layouts and integrate smooth animations Make apps more useful
by automatically updating ListViews Combine views into custom components Use
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image compositing and other advanced techniques Work with the canvas and
advanced drawing Leverage Google Play and Amazon Appstore assets One step
at a time, this guide helps you bridge the gap between Android developers and
designers so you can work with colleagues to create world-class app designs...or
do it yourself!
The authors in this work focus on and explore human computer interaction (HCI)
by bringing together the best practice and experience from HCI and interaction
design.
In this completely updated and revised edition of Designing with the Mind in
Mind, Jeff Johnson provides you with just enough background in perceptual and
cognitive psychology that user interface (UI) design guidelines make intuitive
sense rather than being just a list or rules to follow. Early UI practitioners were
trained in cognitive psychology, and developed UI design rules based on it. But
as the field has evolved since the first edition of this book, designers enter the
field from many disciplines. Practitioners today have enough experience in UI
design that they have been exposed to design rules, but it is essential that they
understand the psychology behind the rules in order to effectively apply them. In
this new edition, you'll find new chapters on human choice and decision making,
hand-eye coordination and attention, as well as new examples, figures, and
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explanations throughout. Provides an essential source for user interface design
rules and how, when, and why to apply them Arms designers with the science
behind each design rule, allowing them to make informed decisions in projects,
and to explain those decisions to others Equips readers with the knowledge to
make educated tradeoffs between competing rules, project deadlines, and
budget pressures Completely updated and revised, including additional coverage
on human choice and decision making, hand-eye coordination and attention, and
new mobile and touch-screen examples throughout
The second edition of Human-Computer Interaction established itself as one of
the classic textbooks in the area, with its broad coverage and rigorous approach,
this new edition builds on the existing strengths of the book, but giving the text a
more student-friendly slant and improving the coverage in certain areas. The
revised structure, separating out the introductory and more advanced material
will make it easier to use the book on a variety of courses. This new edition now
includes chapters on Interaction Design, Universal Access and Rich Interaction,
as well as covering the latest developments in ubiquitous computing and Web
technologies, making it the ideal text to provide a grounding in HCI theory and
practice.
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