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"This book identifies the emerging research areas in Human Computer Interaction and discusses the current state of the
art in these areas"--Provided by publisher.
Do you want to help build what's next for journalism? Then jump into Mark Briggs' proven guide for leveraging digital
technology to do better journalism. The media landscape changes with such ferocious speed that as soon as new
technologies gain a foothold, older ones become obsolete. To keep ahead and abreast of these ever-evolving tools and
techniques, Briggs offers practical and timely guidance for both the seasoned professional looking to get up to speed and
the digital native looking to root their tech know-how in real journalistic principles. Learn how to effectively blog,
crowdsource, use mobile applications, mine databases, and expertly capture audio and video to report with immediacy,
cultivate community, and tell compelling stories. Journalism Next will improve digital literacy, fast. Briggs begins with the
basics and then explores specialized skills in multimedia so you can better manage online communities and build an
online audience. Journalism Next is a quick read and roadmap you'll reference time and time again. Dive into any chapter
and start mastering a new skill right away. And for today's journalist, who can afford to waste any time?
Innovations and Advances in Computer Sciences and Engineering includes a set of rigorously reviewed world-class
manuscripts addressing and detailing state-of-the-art research projects in the areas of Computer Science, Software
Engineering, Computer Engineering, and Systems Engineering and Sciences. Innovations and Advances in Computer
Sciences and Engineering includes selected papers form the conference proceedings of the International Conference on
Systems, Computing Sciences and Software Engineering (SCSS 2008) which was part of the International Joint
Conferences on Computer, Information and Systems Sciences and Engineering (CISSE 2008).
The portable device and mobile phone market has witnessed rapid growth in the last few years with the emergence of
several revolutionary products such as mobile TV, converging iPhone and digital cameras that combine music, phone
and video functionalities into one device. The proliferation of this market has further bene?ted from the competition in
software and applications for smart phones such as Google’s Android operating system and Apple’s iPhone App- Store,
stimulating tens of thousands of mobile applications that are made ava- able by individual and enterprise developers.
Whereas the mobile device has become ubiquitous in people’s daily life not only as a cellular phone but also as a media
player, a mobile computing device, and a personal assistant, it is p- ticularly important to address challenges timely in
applying advanced pattern recognition, signal, information and multimedia processing techniques, and new emerging
networking technologies to such mobile systems. The primary objective of this book is to foster interdisciplinary
discussions and research in mobile multimedia processing techniques, applications and s- tems, as well as to provide
stimulus to researchers on pushing the frontier of emerging new technologies and applications. One attempt on such
discussions was the organization of the First Int- national Workshop of Mobile Multimedia Processing (WMMP 2008),
held in Tampa, Florida, USA, on December 7, 2008. About 30 papers were submitted
from10countriesacrosstheUSA,Asia andEurope.
The EuropeanSymposium on Researchin Computer Security (ESORICS) has a tradition that goes back two decades. It
tries to bring together the international research community in a top-quality event that covers all the areas of computer
security, ranging from theory to applications. ESORICS 2010 was the 15th edition of the event. It was held in Athens,
Greece, September 20-22, 2010. The conference received 201 submissions. The papers went through a careful review
process. In a ?rst round, each paper - ceived three independent reviews. For the majority of the papers an electronic
discussion was also organized to arrive at the ?nal decision. As a result of the review process, 42 papers were selected
for the ?nal program, resulting in an - ceptance rate of as low as 21%. The authors of accepted papers were requested to
revise their papers, based on the comments received. The program was c- pleted with an invited talk by Udo Helmbrecht,
Executive Director of ENISA (European Network and Information Security Agency). ESORICS 2010 was organized under
the aegisof three Ministries of the G- ernment of Greece, namely: (a) the Ministry of Infrastructure, Transport, and
Networks, (b) the General Secretariat for Information Systems of the Ministry of Economy and Finance, and (c) the
General Secretariat for e-Governance of the Ministry of Interior, Decentralization, and e-Government.
Advances in the knowledge of the tangible components (position, size, shape) and intangible components (identity,
habits) of an historic building or site involves fundamental and complex tasks in any project related to the conservation of
cultural heritage (CH). In recent years, new geotechnologies have proven their usefulness and added value to the field of
cultural heritage (CH) in the tasks of recording, modeling, conserving, and visualizing. In addition, current developments
in building information modeling (HBIM), allow integration and simulation of different sources of information, generating a
digital twin of any complex CH construction. As a result, experts in the area have increased the number of available
sensors and methodologies. However, the quick evolution of geospatial technologies makes it necessary to revise their
use, integration, and application in CH. This process is difficult to adopt, due to the new options which are opened for the
study, analysis, management, and valorization of CH. Therefore, the aim of the present Special Issue is to cover the
latest relevant topics, trends, and best practices in geospatial technologies and processing methodologies for CH sites
and scenarios as well as to introduce the new tendencies. This book originates from the Special Issue “Data Acquisition
and Processing in Cultural Heritage”, focusing primarily on data and sensor integration for CH; documentation/restoration
in CH; heritage 3D documentation and modeling of complex CH sites; drone inspections in CH; software development in
CH; and augmented reality in CH. It is hoped that this book will provide the advice and guidance required for any CH
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professional, making the best possible use of these sensors and methods in CH.
Consumer electronics (CE) devices, providing multimedia entertainment and enabling communication, have become
ubiquitous in daily life. However, consumer interaction with such equipment currently requires the use of devices such as
remote controls and keyboards, which are often inconvenient, ambiguous and non-interactive. An important challenge for
the modern CE industry is the design of user interfaces for CE products that enable interactions which are natural,
intuitive and fun. As many CE products are supplied with microphones and cameras, the exploitation of both audio and
visual information for interactive multimedia is a growing field of research. Collecting together contributions from an
international selection of experts, including leading researchers in industry, this unique text presents the latest advances
in applications of multimedia interaction and user interfaces for consumer electronics. Covering issues of both multimedia
content analysis and human-machine interaction, the book examines a wide range of techniques from computer vision,
machine learning, audio and speech processing, communications, artificial intelligence and media technology. Topics
and features: introduces novel computationally efficient algorithms to extract semantically meaningful audio-visual
events; investigates modality allocation in intelligent multimodal presentation systems, taking into account the cognitive
impacts of modality on human information processing; provides an overview on gesture control technologies for CE;
presents systems for natural human-computer interaction, virtual content insertion, and human action retrieval; examines
techniques for 3D face pose estimation, physical activity recognition, and video summary quality evaluation; discusses
the features that characterize the new generation of CE and examines how web services can be integrated with CE
products for improved user experience. This book is an essential resource for researchers and practitioners from both
academia and industry working in areas of multimedia analysis, human-computer interaction and interactive user
interfaces. Graduate students studying computer vision, pattern recognition and multimedia will also find this a useful
reference.
Uncovers the growing and expanding phenomenon of human behavior, social constructs, and communication in online
environments.
The first part of this book discusses the mobile games industry, and includes analysis of why the mobile industry differs from other
sectors of the games market, a discussion of the sales of mobile games, their types, the gamers who play them, and how the
games are sold. The second part describes key aspects of writing games for Symbian smartphones using Symbian C++ and
native APIs. The chapters cover the use of graphics and audio, multiplayer game design, the basics of writing a game loop using
Symbian OS active objects, and general good practice. There is also a chapter covering the use of hardware APIs, such as the
camera and vibra. Part Three covers porting games to Symbian OS using C or C++, and discusses the standards support that
Symbian OS provides,and some of the middleware solutions available. A chapter about the N-Gage platform discusses how Nokia
is pioneering the next generation of mobile games, by providing a platform SDK for professional games developers to port games
rapidly and effectively. The final part of the book discusses how to create mobile games for Symbian smartphones using java ME,
Doja (for Japan) or Flash Lite 2. This book will help you if you are: * a C++ developer familiar with mobile development but new to
the games market * a professional games developer wishing to port your games to run on Symbian OS platforms such as S60 and
UIQ * someone who is interested in creating C++, Java ME or Flash Lite games for Symbian smartphones. This book shows how
to create mobile games for Symbian smartphones such as S60 3rd Edition, UIQ3 or FOMA devices. It includes contributions from
a number of experts in the mobile games industry, including Nokia's N-gage team, Ideaworks3D, and ZingMagic, as well as
academics leading the field of innovative mobile experiences.
The Geospatial Web (aka the GeoWeb) is a rapidly evolving Web 2.0 market of innovative data and software
applications--including location-based services, social software, and even augmented reality--for both the web and mobile devices.
Propelled by the new location-aware iPhone, the GeoWeb is hurtling into the mainstream. This special issue lays out the new
generation of geo products and services, identify the major players, and show how your business can leverage the power of
Where 2.0.
Maximum PC is the magazine that every computer fanatic, PC gamer or content creator must read. Each and every issue is
packed with punishing product reviews, insightful and innovative how-to stories and the illuminating technical articles that
enthusiasts crave.
On behalf of the Organizing Committee for Pervasive 2008, welcome to the proceedings of the 6th International Conference on
Pervasive Computing. The year2008wasthesecondtimeinasmanyyearsthatthePervasiveconferencehas attempted to “globalize”:
For the second year in a row the conference was held outside of Europe. The conference is seen as one of the most respected
venues for publishing researchon pervasive and ubiquitous computing and captures the state of the art in pervasive computing
research. In 2008, as in previous years, the proceedings present solutions for challenging research problems and help to identify
upcoming research opportunities. Pervasive 2008 attracted 114 high-quality submissions, from which the Te- nical Program
Committee accepted 18 papers, resulting in a competitive 15. 8% acceptance rate. There were over 335 individual authors from 27
countries,c- ing from a wide range of disciplines and from both academic and industrial organizations. Papers were selected solely
on the quality of their peer reviews using a double-blind review process. The review process was carried out by 38 members of the
international Technical ProgramCommittee (TPC) who are - perts of international standing. The TPC members were aided by 104
external reviewers. It wasa rigorousreviewprocess,in whicheachpaper had atleastfour reviews: three reviews provided by by the
Committee members and one review written by an external reviewer. The reviews were followed by a substantive - liberation on
each paper during an electronic discussion phase before the start of the Committee meeting.
The popularity of an increasing number of mobile devices, such as PDAs, laptops, smart phones, and tablet computers, has made
the mobile device the central method of communication in many societies. These devices may be used as electronic wallets, social
networking tools, or may serve as a person’s main access point to the World Wide Web. The Handbook of Research on Mobile
Software Engineering: Design, Implementation, and Emergent Applications highlights state-of-the-art research concerning the key
issues surrounding current and future challenges associated with the software engineering of mobile systems and related
emergent applications. This handbook addresses gaps in the literature within the area of software engineering and the mobile
computing world.
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As computers are increasingly embedded into our everyday environments, the objects therein become augmented with sensors,
processing and communication capabilities and novel interfaces. The capability for objects to perceive the environment, store and
process data, pursue goals, reason about their intentions and coordinate actions in a holistic manner gives rise to the so-called
Intelligent Environment (IE). In such environments, real space becomes augmented with digital content, thus transcending the
limits of nature and of human perception.
Every day we share encounters with others as we inhabit the space around us. In offering insights and knowledge on this
increasingly important topic, this book introduces a range of empirical and theoretical approaches to the study of shared
encounters. It highlights the multifaceted nature of collective experience and provides a deeper understanding of the nature and
value of shared encounters in everyday life. Divided into four sections, each section comprises a set of chapters on a different
topic and is introduced by a key author in the field who provides an overview of the content. The book itself is introduced by Paul
Dourish, who sets the theme of shared encounters in the context of technological and social change over the last fifteen years.
The four sections that follow consider the characteristics of shared encounters and describe how they can be supported in different
settings: the first section, introduced by Barry Brown, looks at shared experiences. George Roussos, in the second section,
presents playful encounters. Malcolm McCulloch introduces the section on spatial settings and – last but not least – Elizabeth
Churchill previews the topic of social glue. The individual chapters that accompany each part offer particular perspectives on the
main topic and provide detailed insights from the author’s own research background. A valuable reference for anyone designing
ubiquitous media, mobile social software and LBS applications, this volume will also be useful to researchers, students and
practitioners in fields ranging from computer science to urban studies.
Testing applications for mobile phones is difficult, time-consuming, and hard to do effectively. Many people have limited their testing efforts to
hands-on testing of an application on a few physical handsets, and they have to repeat the process every time a new version of the software
is ready to test. They may miss many of the permutations of real-world use, and as a consequence their users are left with the unpleasant
mess of a failing application on their phone. Test automation can help to increase the range and scope of testing, while reducing the
overhead of manual testing of each version of the software. However automation is not a panacea, particularly for mobile applications, so we
need to pick our test automation challenges wisely. This book is intended to help software and test engineers pick appropriately to achieve
more; and as a consequence deliver better quality, working software to users. This Synthesis lecture provides practical advice based on
direct experience of using software test automation to help improve the testing of a wide range of mobile phone applications, including the
latest AJAX applications. The focus is on applications that rely on a wireless network connection to a remote server, however the principles
may apply to other related fields and applications. We start by explaining terms and some of the key challenges involved in testing
smartphone applications. Subsequent chapters describe a type of application e.g. markup, AJAX, Client, followed by a related chapter on
how to test each of these applications. Common test automation techniques are covered in a separate chapter, and finally there is a brief
chapter on when to test manually. The book also contains numerous pointers and links to further material to help you to improve your testing
using automation appropriately. Table of Contents: Introduction / Markup Languages / Testing Techniques for Markup Applications / AJAX
Mobile Applications / Testing Mobile AJAX Applications / Client Applications / Testing Techniques for Client Applications / Common
Techniques / When to Test Manually / Future Work / Appendix A: Links and References / Appendix B: Data Connectivity / Appendix C:
Configuring Your Machine
If you want to write mobile applications without the idioms of Symbian C++, have existing software assets that you'd like to re-use on
Symbian devices, or are an open source developer still waiting for an open Linux-based device to gain significant market penetration, this is
the book for you! Beginning with an introduction to the native programming environments available and descriptions of the various
technologies and APIs available, you will first learn how to go about porting your code to the Symbian platform. Next, you will discover how to
port to Symbian from other common platforms including Linux and Windows. Finally, you can examine sample porting projects as well as
advanced information on topics such as platform security. The author team consists of no less than six Forum Nokia Champions, together
with technical experts from the Symbian community, either working on Symbian platform packages or third party application development.
With this book, you will benefit from their combined knowledge and experience. In this book, you will learn: How to port and make use of
existing open source code to speed up your development projects How to port applications from other popular mobile platforms to the
Symbian platform How to write code that is portable across multiple platforms The APIs in the Symbian platform for cross-platform
development, such as support for standard C/C++ and Qt.
Mobile user experience is a new frontier. Untethered from a keyboard and mouse, this rich design space is lush with opportunity to invent
new and more human ways for people to interact with information. Invention requires casting off many anchors and conventions inherited
from the last 50 years of computer science and traditional design and jumping head first into a new and unfamiliar design space.
The rich programme of ICIDS 2009, comprising invited talks, technical pres- tations and posters, demonstrations, and co-located postconference workshops clearly underscores the event’s status as premier international meeting in the domain. It thereby con?rms the decision
taken by the Constituting Committee of the conference series to take the step forward: out of the national cocoons of its precursors, ICVS and
TIDSE, and towards an itinerant platform re?ecting its global constituency. This move re?ects the desire and the will to take on the challenge
to stay on the lookout, critically re?ect upon and integrate views and
ideas,?ndingsandexperiences,andtopromoteinterdisciplinaryexchange,while ensuring overall coherence and maintaining a sense of direction.
This is a signi?cant enterprise: The challenges sought are multifarious and must be addressed consistently at all levels. The desire to involve
all research communitiesandstakeholdersmustbematchedbyacknowledgingthedi?erences in established practises and by providing suitable
means of guidance and int- duction, exposition and direct interaction at the event itself and of lasting (and increasingly:living) documentation,
of which the present proceedings are but an important part.
MacLife is the ultimate magazine about all things Apple. It’s authoritative, ahead of the curve and endlessly entertaining. MacLife provides
unique content that helps readers use their Macs, iPhones, iPods, and their related hardware and software in every facet of their personal
and professional lives.
Provides information on creating a variety of gadgets and controllers using Arduino.
Mobile and Handheld Computing Solutions for Organizations and End-Users discusses a broad range of topics in order to advance handheld
knowledge and apply the proposed methods to real-world issues for organizations and end users. This book brings together researchers and
practitioners involved with mobile and handheld computing solutions useful for IT students, researchers, and scholars.
The two volumes of The Oxford Handbook of Mobile Music Studies consolidate an area of scholarly inquiry that addresses how mechanical,
electrical, and digital technologies and their corresponding economies of scale have rendered music and sound increasingly mobile-portable,
fungible, and ubiquitous. At once a marketing term, a common mode of everyday-life performance, and an instigator of experimental
aesthetics, "mobile music" opens up a space for studying the momentous transformations in the production, distribution, consumption, and
experience of music and sound that took place between the late nineteenth and the early twenty-first centuries. Taken together, the two
volumes cover a large swath of the world-the US, the UK, Japan, Brazil, Germany, Turkey, Mexico, France, China, Jamaica, Iraq, the
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Philippines, India, Sweden-and a similarly broad array of the musical and nonmusical sounds suffusing the soundscapes of mobility. Volume
2 investigates the ramifications of mobile music technologies on musical/sonic performance and aesthetics. Two core arguments are that
"mobility" is not the same thing as actual "movement" and that artistic production cannot be absolutely sundered from the performances of
quotidian life. The volume's chapters investigate the mobilization of frequency range by sirens and miniature speakers; sound vehicles such
as boom cars, ice cream trucks, and trains; the gestural choreographies of soundwalk pieces and mundane interactions with digital media;
dance music practices in laptop and iPod DJing; the imagery of iPod commercials; production practices in Turkish political music and black
popular music; the aesthetics of handheld video games and chiptune music; and the mobile device as a new musical instrument and resource
for musical ensembles.
This proceedings volume includes the full research papers presented at the First Int- national Conference on Mobile Computing, Applications,
and Services (MobiCASE) held in San Diego, California, during October 26-29, 2009. It was sponsored by ICST and held in conjunction with
the First Workshop on Innovative Mobile User Inter- tivity (WIMUI). MobiCASE highlights state-of-the-art academic and industry research
work in - main topics above the OSI transport layer with an emphasis on complete end-to-end systems and their components. Its vision is
largely influenced by what we see in the consumer space today: high-end mobile phones, high-bandwidth wireless networks, novel consumer
and enterprise mobile applications, scalable software infrastructures, and of course an increasingly larger user base that is moving towards
an almost a- mobile lifestyle. This year's program spanned a wide range of research that explored new features, algorithms, and
infrastructure related to mobile platforms. We received submissions from many countries around the world with a high number from Europe
and Asia in addition to the many from North America. Each paper received at least three in- pendent reviews from our Technical Program
Committee members during the Spring of 2009, with final results coming out in July. As a result of the review process, we selected 15 highquality papers and complemented them with six invited submissions from leading researchers, reaching the final count of 21 papers in the
program.
The 13th International Conference on Human–Computer Interaction, HCI Inter- tional 2009, was held in San Diego, California, USA, July
19–24, 2009, jointly with the Symposium on Human Interface (Japan) 2009, the 8th International Conference on Engineering Psychology and
Cognitive Ergonomics, the 5th International Conference on Universal Access in Human–Computer Interaction, the Third International Confence on Virtual and Mixed Reality, the Third International Conference on Internati- alization, Design and Global Development, the Third
International Conference on Online Communities and Social Computing, the 5th International Conference on Augmented Cognition, the
Second International Conference on Digital Human Mod- ing, and the First International Conference on Human Centered Design. A total of
4,348 individuals from academia, research institutes, industry and gove- mental agencies from 73 countries submitted contributions, and
1,397 papers that were judged to be of high scientific quality were included in the program. These papers - dress the latest research and
development efforts and highlight the human aspects of the design and use of computing systems. The papers accepted for presentation
thoroughly cover the entire field of human–computer interaction, addressing major advances in knowledge and effective use of computers in
a variety of application areas.
Nokia N95 8GB User GuideDeveloping Software for Symbian OSA Beginner's Guide to Creating Symbian OS v9 Smartphone Applications in
C++John Wiley & Sons
An introductory overview of the fundamentals in managing events, preparing students for a future career in events management and
hospitality.
Explore the potential of mobile P2P networks Mobile Peer to Peer (P2P): A Tutorial Guide discusses the potential of wireless communication
among mobile devices forming mobile peer to peer networks. This book provides the basic programming skills required to set up wireless
communication links between mobile devices, offering a guide to the development process of mobile peer to peer networks. Divided into three
sections, Part I briefly introduces the basics of wireless technologies, mobile architectures, and communication protocols. Detailed
descriptions of Bluetooth, IEEE802.11, and cellular communication link are given and applied to potential communication architectures. Part II
focuses on programming for individual wireless technologies, and gives an understanding of the programming environment for individual
wireless technologies. In addition, Part III provides advanced examples for mobile peer to peer networks. Introduces the basics of shortrange/wireless technologies (such as Bluetooth and IEEE 802.11 Wireless LAN), mobile architectures, and communication protocols Explains
the basic programming environment and the basic wireless communication technologies such as Bluetooth, WiFi (IEEE802.11), and cellular
communication examples Discusses the advancements in meshed networks, mobile social networks and cooperative networks Provides
detailed examples of mobile peer to peer communication including, social mobile networking, cooperative wireless networking, network
coding, and mobile gaming Includes an accompanying website containing programming examples as source code Mobile Peer to Peer (P2P):
A Tutorial Guideis an invaluable reference for advanced students on wireless/mobile communications courses, and researchers in various
areas of mobile communications (mashups, social mobile networks, network coding, etc.) Undergraduate students and practitioners wishing
to learn how to build mobile peer to peer networks will also find this book of interest.
With the second edition of this popular book, you’ll learn how to build HTML5 and CSS3-based apps that access geolocation, accelerometer,
multi-touch screens, offline storage, and other features in today’s smartphones, tablets, and feature phones. The market for mobile apps
continues to evolve at a breakneck pace, and this book is the most complete reference available for the mobile web. Author and mobile
development expert Maximiliano Firtman shows you how to develop a standard app core that you can extend to work with specific devices.
This updated edition covers many recent advances in mobile development, including responsive web design techniques, offline storage,
mobile design patterns, and new mobile browsers, platforms, and hardware APIs. Learn the particulars and pitfalls of building mobile
websites and apps with HTML5, CSS, JavaScript and responsive techniques Create effective user interfaces for touch devices and different
resolution displays Understand variations among iOS, Android, Windows Phone, BlackBerry, Firefox OS, and other mobile platforms Bypass
the browser to create native web apps, ebooks, and PhoneGap applications Build apps for browsers and online retailers such as the App
Store, Google Play Store, Windows Store, and App World
The book is about losing body fat and weight and is a proven concept. It gives the very basic rules and guidelines to reach the goal in losing
body fat while maintaining or even building muscles. The book is written for the average person who has an eight hours job, family and other
tasks to fulfill. The book is not full of scientific studies or complicated rules. It demonstrates in a simple and understandable language what a
person can do to lose weight and become healthier.
This title draws together international authorities to explore the variety of work that libraries are doing across the world to deliver resources to
users via mobile and hand-held devices. Based on the proceedings of the Third International M-Libraries Conference held in Brisbane in May
2011, this draws together cutting-edge international contributions from the leading authorities in the field. The main strands of discussion
include: • mobile services and their development • mobile users, their behaviour and requirements • emerging technical developments
including new platforms, devices and applications • strategy and infrastructure developments at national level • reflections and feedback on
new service models • local innovation. Readership: Information professionals in all sectors, policy makers, researchers, developers,
publishers, suppliers, LIS students and new professionals.

This book constitutes the thoroughly refereed proceedings of the 8th International Conference on Entertainment
Computing, ICEC 2009, held in Paris, France, in September 2009, under the auspices of IFIP. The 14 revised long
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papers, 19 short papers and 23 poster papers and demos presented were carefully reviewed and selected from 105
submissions for inclusion in the book. The papers cover all main domains of entertainment computing, from interactive
music to games, taking a wide range of scientific domains from aesthetic to computer science.
Singapore's leading tech magazine gives its readers the power to decide with its informative articles and in-depth
reviews.
This book constitutes the thoroughly refereed post-conference proceedings of the 8th International ICST Conference on
Mobile and Ubiquitous Systems: Computing, Networking, and Services, MobiQuitous 2011, held in Copenhagen,
Denmark, in December 2011. The 34 revised full papers presented were carefully reviewed and selected from numerous
submissions. They cover a wide range of topics ranging from localization and tracking, search and discovery,
classification and profiling, context awareness and architecture, location and activity recognition as well as a best paper
session, an industry track, and poster and demo papers.
Welcome to the Proceedings of ICCHP 2010! We were proud to welcome participants from more than 40 countries from
all over the world to this year’s ICCHP. Since the late 1980s, it has been ICCHP’s mission to support and reflect
development in the field of “Assistive Technologies,” eAccessibility and eInclusion. With a focus on scientific quality,
ICCHP has become an important reference in our field. The 2010 conference and this collection of papers once again
fulfilled this mission. The International Programme Committee, comprising 106 experts from all over the world, selected
147 full and 44 short papers out of 328 abstracts submitted to ICCHP. This acceptance ratio of about half of the
submissions demonstrates our strict pursuit of scientific quality both of the programme and in particular of the
proceedings in your hands. An impressive number of experts agreed to organize “Special Thematic Sessions” (STS) for
ICCHP 2010. These STS help to bring the meeting into sharper focus in several key areas. In turn, this deeper level of
focus helps to collate a state of the art and mainstream technical, social, cultural and political developments.
Many problems encountered by engineers developing code for specialized Symbian subsystems boil down to a lack of
understanding of the core Symbian programming concepts. Developing Software for Symbian OS remedies this problem
as it provides a comprehensive coverage of all the key concepts. Numerous examples and descriptions are also
included, which focus on the concepts the author has seen developers struggle with the most. The book covers
development ranging from low-level system programming to end user GUI applications. It also covers the development
and packaging tools, as well as providing some detailed reference and examples for key APIs. The new edition includes
a completely new chapter on platform security. The overall goal of the book is to provide introductory coverage of
Symbian OS v9 and help developers with little or no knowledge of Symbian OS to develop as quickly as possible. There
are few people with long Symbian development experience compared to demand, due to the rapid growth of Symbian in
recent years, and developing software for new generation wireless devices requires knowledge and experience of OS
concepts. This book will use many comparisons between Symbian OS and other OSes to help in that transition. Get
yourself ahead with the perfect introduction to developing software for Symbian OS.
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