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Theaters of Anatomy Cynthia Klestinec 2020-03-03 Drawing on the letters and testimony of Padua's medical students, Klestinec
charts a new history of anatomy in the Renaissance, one that characterizes the role of the anatomy theater and reconsiders the
pedagogical debates and educational structure behind human dissection.
Prisoner of the Vatican David I. Kertzer 2006-02 Draws on previously unknown documents from the Vatican archives to detail a latenineteenth-century plot on the part of Pope Pius IX and his successor, Leo XIII, to block the unification of Italy and to seize control
of Rome and the Papal States, in a colorful history marked by such key individuals as the two pontiffs, Italy's national hero
Garibaldi, King Victor Emmanuel, and France's Napoleon III. Reprint.
Dr Stanton T. Swan 2017-07-20 If happiness is a gift.Then Cameron Stanton is my Santa Claus.I can't tell you the exact moment I
fell in love with him.Only that I did.With every glance, every touch, every minute.... he stole a little more of me.They say that all men
are created equal.Well that's a blatant lie!I know because I met Gods gift to women in Vegas,I pretended he was my husband to get
rid of another man.He took our fake marriage seriously and it became his personal goal to consummate.He spoke to me in French
and I lied to him in German.His laughter was addictive.But I thought what happens in Vegas would stay in Vegas.Until it didn't.Dr.
Stanton turned up where I least expected and my lies came back to haunt me.The attraction is palpable.The secrets
unchangeable.I need him more than air.This is a stand alone, contemporary romance.
Storytelling for User Experience Whitney Quesenbery 2010-04-01 We all tell stories. It's one of the most natural ways to share
information, as old as the human race. This book is not about a new technique, but how to use something we already know in a
new way. Stories help us gather and communicate user research, put a human face on analytic data, communicate design ideas,
encourage collaboration and innovation, and create a sense of shared history and purpose. This book looks across the full
spectrum of user experience design to discover when and how to use stories to improve our products. Whether you are a
researcher, designer, analyst or manager, you will find ideas and techniques you can put to use in your practice.
Reclining Nude Lidia Guibert Ferrara 2002-09 "Sensuous, voluptuous, provocative--the female form has inspired artists for
centuries, making it perhaps the most popular subject in the history of painting. Since Venetian painter Giorgione's Sleeping
Venus, the first notable female nude in Western painting, painters have focused their talents on the infinite possibilities of the
representation of the female body. Featuring lush, full-page illustrations of masterpieces of the genre, Reclining Nude is a feast for
the senses. From Titian's alluring Venus of Urbino to Manet's guileless Olympia, Reclining Nude provides a fascinating tour of the
ever-changing visions of beauty and repose." -- Provided by publisher
Knowledge and the Public Interest, 1575–1725 Vera Keller 2015-11-12 This study shows that modernity has its origins in the
advancement of knowledge, and not in the Scientific Revolution.
A Heavenly Craft Lilian Armstrong 2004 The combination of the woodcuta print method devised early in the fifteenth centurywith
Johannes Gutenberg's revolutionary invention of printing with moveable type resulted in a powerful explosion of information and
ideas. For the first time, it was possible to use a mechanized system to print identical copies of books containing both text and
images. Featured in A Heavenly Craft are the earliest surviving examples of these books from throughout Western Europe, all
printed within the first century after Gutenberg's invention. The contributors bring these rare books to life, exploring the evolution
of the technique, composition, and coloration of the woodcut beginning with the earliest publications. Many of the woodcut
designs grew out of the tradition of manuscript illumination, in which book illustrations were painstakingly executed by hand. The
authors also present the distinguishing features of national style and taste, treating the reader to examples from Germany, Italy,
France, Spain, and the Netherlands. In addition, A Heavenly Craft describes the provenance of these volumes, providing an
account of how Lessing J. Rosenwald purchased them from the heir to the Lea and Perrins fortune and later donated them to the
Library of Congress. These early printed volumes are the predecessors of today's illustrated books. A Heavenly Craft celebrates
these origins, making these early publications available to bibliophiles and print lovers. 100 color illustrations.
Inclusive Design Patterns Heydon Pickering We make inaccessible and unusable websites and apps all the time, but it's not for
lack of skill or talent. It's just a case of doing things the wrong way. We try to build the best experiences we can, but we only make
them for ourselves and for people like us. This book looks at common interface patterns from the perspective of an inclusive
designer-someone trained in building experiences that cater to the huge diversity of abilities, preferences and circumstances out
there. There's no such thing as an 'average' user, but there is such a thing as an average developer. This book will take you from
average to expert in the area that matters the most: making things more readable and more usable to more people.
Open World Learning Bart Rienties 2021-12-13 This book provides state-of-the-art contemporary research insights into key
applications and processes in open world learning. Open world learning seeks to understand access to education, structures, and
the presence of dialogue and support systems. It explores how the application of open world and educational technologies can be
used to create opportunities for open and high-quality education. Presenting ground-breaking research from an award winning
Leverhulme doctoral training programme, the book provides several integrated and cohesive perspectives of the affordances and
limitations of open world learning. The chapters feature a wide range of open world learning topics, ranging from theoretical and
methodological discussions to empirical demonstrations of how open world learning can be effectively implemented, evaluated,
and used to inform theory and practice. The book brings together a range of innovative uses of technology and practice in open
world learning from 387,134 learners and educators learning and working in 136 unique learning contexts across the globe and
considers the enablers and disablers of openness in learning, ethical and privacy implications, and how open world learning can

be used to foster inclusive approaches to learning across educational sectors, disciplines and countries. The book is unique in
exploring the complex, contradictory and multi-disciplinary nature of open world learning at an international level and will be of
great interest to academics, researchers, professionals, and policy makers in the field of education technology, e-learning and
digital education.
The User's Journey Donna Lichaw 2016-03-22 Like a good story, successful design is a series of engaging moments structured
over time. The User’s Journey will show you how, when, and why to use narrative structure, technique, and principles to ideate,
craft, and test a cohesive vision for an engaging outcome. See how a “story first” approach can transform your product, feature,
landing page, flow, campaign, content, or product strategy.
Design For Kids Debra Levin Gelman 2014-07-08 Emotion. Ego. Impatience. Stubbornness. Characteristics like these make
creating sites and apps for kids a daunting proposition. However, with a bit of knowledge, you can design experiences that help
children think, play, and learn. With Design for Kids, you'll learn how to create digital products for today's connected generation.
Out of Time Julian Johnson 2015 "In Out of Time, author Julian Johnson begins from the idea that it can, arguing that music
renders an account of modernity from the inside, a history not of events but of sensibility, an archaeology of experience. If music
is better understood from this broad perspective, our idea of modernity itself is also enriched by the specific insights of music. The
result is a rehearing of modernity and a rethinking of music - an account that challenges ideas of linear progress and reconsiders
the common concerns of music, old and new." -- Publisher's description
Designing with the Mind in Mind Jeff Johnson 2013-12-17 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 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
Cyberpragmatics Francisco Yus 2011-08-22 Cyberpragmatics is an analysis of Internet-mediated communication from the
perspective of cognitive pragmatics. It addresses a whole range of interactions that can be found on the Net: the web page, chat
rooms, instant messaging, social networking sites, 3D virtual worlds, blogs, videoconference, e-mail, Twitter, etc. Of special
interest is the role of intentions and the quality of interpretations when these Internet-mediated interactions take place, which is
often affected by the textual properties of the medium. The book also analyses the pragmatic implications of transferring offline
discourses (e.g. printed paper, advertisements) to the screen-framed space of the Net. And although the main framework is
cognitive pragmatics, the book also draws from other theories and models in order to build up a better picture of what really
happens when people communicate on the Net. This book will interest analysts doing research on computer-mediated
communication, university students and researchers undergoing post-graduate courses or writing a PhD thesis. Now Open Access
as part of the Knowledge Unlatched 2017 Backlist Collection.
The Cambridge Handbook of Play Peter K. Smith 2018-11-15 Play takes up much of the time budget of young children, and many
animals, but its importance in development remains contested. This comprehensive collection brings together multidisciplinary
and developmental perspectives on the forms and functions of play in animals, children in different societies, and through the
lifespan. The Cambridge Handbook of Play covers the evolution of play in animals, especially mammals; the development of play
from infancy through childhood and into adulthood; historical and anthropological perspectives on play; theories and
methodologies; the role of play in children's learning; play in special groups such as children with impairments, or suffering
political violence; and the practical applications of playwork and play therapy. Written by an international team of scholars from
diverse disciplines such as psychology, education, neuroscience, sociology, evolutionary biology and anthropology, this essential
reference presents the current state of the field in play research.
The Garden of the Finzi-Continis Giorgio Bassani 1989
The Multilingual Internet Professor of Sociology and Communication Brenda Danet 2007 Devoted to analysing internet related
CMC in languages other than English, this volume collects 18 new articles on facets of language and internet use, all of which
revolve around several central topics: writing systems, the structure and features of local languages and how they affect internet
use, gender issues, and so on.
Learning, Education & Games, Volume 3: 100 Games to Use in the Classroom & Beyond Karen Schrier
How to be Both Ali Smith 2014-08-28 WINNER OF THE BAILEYS WOMEN'S PRIZE FOR FICTION 2015 WINNER OF THE
GOLDSMITHS PRIZE 2014 SHORTLISTED FOR THE MAN BOOKER PRIZE 2014 WINNER OF THE 2014 COSTA NOVEL AWARD
WINNER OF THE SALTIRE SOCIETY LITERARY BOOK OF THE YEAR AWARD 2014 NOMINATED FOR THE FOLIO PRIZE 2015 How
to be both is the dazzling new novel by Ali Smith Passionate, compassionate, vitally inventive and scrupulously playful, Ali Smith's
novels are like nothing else. How to be both is a novel all about art's versatility. Borrowing from painting's fresco technique to
make an original literary double-take, it's a fast-moving genre-bending conversation between forms, times, truths and fictions.
There's a renaissance artist of the 1460s. There's the child of a child of the 1960s. Two tales of love and injustice twist into a
singular yarn where time gets timeless, structural gets playful, knowing gets mysterious, fictional gets real - and all life's givens get
given a second chance. 'Brims with palpable joy' Daily Telegraph 'She's a genius, genuinely modern in the heroic, glorious sense'
Alain de Botton 'I take my hat off to Ali Smith. Her writing lifts the soul' Evening Standard Ali Smith was born in Inverness in 1962
and lives in Cambridge. She is the author of Artful, There but for the, Free Love, Like, Hotel World, Other Stories and Other Stories,
The Whole Story and Other Stories, The Accidental, Girl Meets Boy and The First Person and Other Stories.
Education and Learning to Think Division of Behavioral and Social Sciences and Education 1987-02-01 The economic and social
challenges confronting the nation today demand that all citizens acquire and learn to use complex reasoning and thinking skills.
Education and Learning to Think confronts the issues facing our schools as they take on this mission. This volume reviews
previous research, highlights successful learning strategies, and makes specific recommendations about problems and directions

requiring further study. Among the topics covered are the nature of thinking and learning, the possibilities of teaching general
reasoning, the attempts to improve intelligence, thinking skills in academic disciplines, methods of cultivating the disposition
toward higher order thinking and learning, and the integral role motivation plays in these activities.
Why We Fail Victor Lombardi 2013-07-15 Just as pilots and doctors improve by studying crash reports and postmortems,
experience designers can improve by learning how customer experience failures cause products to fail in the marketplace. Rather
than proselytizing a particular approach to design, Why We Fail holistically explores what teams actually built, why the products
failed, and how we can learn from the past to avoid failure ourselves.
Webs of Influence Nathalie Nahai 2012-12-14 As legions of businesses scramble to set up virtual-shop, we face an unprecedented
level of competition to win over and keep new customers online. At the forefront of this battleground is your ability to connect with
your customers, nurture your relationships and understand the psychology behind what makes them click. In this book The Web
Psychologist, Nathalie Nahai, expertly draws from the worlds of psychology, neuroscience and behavioural economics to bring you
the latest developments, cutting edge techniques and fascinating insights that will lead to online success. Webs of Influence
delivers the tools you need to develop a compelling, influential and profitable online strategy which will catapult your business to
the next level – with dazzling results.
Playthings in Early Modernity Allison Levy 2017-02-22 An innovative volume of fifteen interdisciplinary essays at the nexus of
material culture, performance studies, and game theory, Playthings in Early Modernity emphasizes the rules of the game(s) as well
as the breaking of those rules. Thus, the titular "plaything" is understood as both an object and a person, and play, in the early
modern world, is treated not merely as a pastime, a leisurely pursuit, but as a pivotal part of daily life, a strategic psychosocial
endeavor.
Android Design Patterns Greg Nudelman 2013-02-19 Master the challenges of Android user interface development with these
sample patterns With Android 4, Google brings the full power of its Android OS to both smartphone and tablet computing.
Designing effective user interfaces that work on multiple Android devices is extremely challenging. This book provides more than
75 patterns that you can use to create versatile user interfaces for both smartphones and tablets, saving countless hours of
development time. Patterns cover the most common and yet difficult types of user interactions, and each is supported with richly
illustrated, step-by-step instructions. Includes sample patterns for welcome and home screens, searches, sorting and filtering, data
entry, navigation, images and thumbnails, interacting with the environment and networks, and more Features tablet-specific
patterns and patterns for avoiding results you don't want Illustrated, step-by-step instructions describe what the pattern is, how it
works, when and why to use it, and related patterns and anti-patterns A companion website offers additional content and a forum
for interaction Android Design Patterns: Interaction Design Solutions for Developers provides extremely useful tools for
developers who want to take advantage of the booming Android app development market.
Fun and Software Olga Goriunova 2014-08-28 Fun and Software offers the untold story of fun as constitutive of the culture and
aesthetics of computing. Fun in computing is a mode of thinking, making and experiencing. It invokes and convolutes the question
of rationalism and logical reason, addresses the sensibilities and experience of computation and attests to its creative drives. By
exploring topics as diverse as the pleasure and pain of the programmer, geek wit, affects of play and coding as a bodily pursuit of
the unique in recursive structures, Fun and Software helps construct a different point of entry to the understanding of software as
culture. Fun is a form of production that touches on the foundations of formal logic and precise notation as well as rhetoric,
exhibiting connections between computing and paradox, politics and aesthetics. From the formation of the discipline of
programming as an outgrowth of pure mathematics to its manifestation in contemporary and contradictory forms such as gaming,
data analysis and art, fun is a powerful force that continues to shape our life with software as it becomes the key mechanism of
contemporary society. Including chapters from leading scholars, programmers and artists, Fun and Software makes a major
contribution to the field of software studies and opens the topic of software to some of the most pressing concerns in
contemporary theory.
Singing to the Lyre in Renaissance Italy Blake Wilson 2019-11-21 The first comprehensive study of the dominant form of solo
singing in Renaissance Italy prior to the mid-sixteenth century.
In Fortune's Theater Nicholas Scott Baker 2021-07-22 This innovative cultural history of financial risk-taking in Renaissance Italy
argues that a new concept of the future as unknown and unknowable emerged in Italian society between the mid-fifteenth and midsixteenth centuries. Exploring the rich interchanges between mercantile and intellectual cultures underpinning this development in
four major cities - Florence, Genoa, Venice, and Milan - Nicholas Scott Baker examines how merchants and gamblers, the
futurologists of the pre-modern world, understood and experienced their own risk taking and that of others. Drawing on extensive
archival research, this study demonstrates that while the Renaissance did not create the modern sense of time, it constructed the
foundations on which it could develop. The new conceptions of the past and the future that developed in the Renaissance provided
the pattern for the later construction a single narrative beginning in classical antiquity stretching to the now. This book thus makes
an important contribution toward laying bare the historical contingency of a sense of time that continues to structure our world in
profound ways.
Playful Design John Ferrara 2012-05-17 Game design is a sibling discipline to software and Web design, but they're siblings that
grew up in different houses. They have much more in common than their perceived distinction typically suggests, and user
experience practitioners can realize enormous benefit by exploiting the solutions that games have found to the real problems of
design. This book will show you how.
Of the Decorative Illustration of Books Old and New Walter Crane 1896 During the Art Nouveau movement there was a revival of
illuminated books. Of the Decorative Illustration of Books Old and New by Walter Crane shows the influence of these historical
designs on modern styles.
Romantic Modernism Wim Denslagen 2009 In the world of architectural conservation, there is little tolerance for reconstructing or
even protecting historic facades when everything behind is modern, and even less for reconstructing a building that has been
completely destroyed. These offenses are considered lies against history. In this thoughtful, revealing work, conservation expert
Wim Denslagen traces this predilection for honesty to the legacy of Functionalism, a Romantic-era movement that denounced the
building of pseudo-architecture in favor of a new, rational form of building. With detailed analyses of headline-making restoration
projects from Bruges to Berlin, Denslagen shows that the adoption of these romantic values by conservationists gave rise to a new
wave of modern additions and transformations.
Emotional Design Elements Smashing Magazine 2013 Whether you're creating a game or a website, a lasting bond with users is

more often than not the result of emotional attachment. Knowing the ins and outs of emotional design will enable you to imbue
your creation with personality and to shape the user's perception. Find out how to integrate emotional appeal into your website,
and how to turn your game into more than a cold, flawless, technical challenge. A personal touch can make all the difference, if you
know how to design it. TABLE OF CONTENTS - Inclusive Design - The Personality Layer - Give Your Website Soul With Emotionally
Intelligent Interactions - Not Just Pretty: Building Emotion Into Your Websites - Playful UX Design: Building A Better Game Gamification And UX: Where Users Win Or Lose - Adding A Personal Touch To Your Web Design
Move, Connect, Play Jason Nemer 2022-04-19 Move, Connect, Play is a book detailing the core principles of Acroyoga, a practice
that melds the spectacle of circus arts with the healing power of massage and the breathwork of yoga. Get ready to learn how to
fly. AcroYoga is a movement practice that combines the balance and connection of yoga with the fitness and intensity of
acrobatics, as well as the holistic healing power of physical therapy. People come to it for all kinds of reasons—they may have
chronic pain and are looking for a long-term solution to manage it, they may want to lose weight, gain muscle or increase their
mobility, or maybe they just want to experience it with their friends or partners to deepen their relationships. Some even just want
to have some fun together. In Move, Connect, Play, pounder of AcroYoga International Jason Nemer shares the core principles of
AcroYoga for athletic performance and for life, as well as 10 key areas of training (strength, flexibility, technique, balance, breath,
gravity, relationships, mental, emotional, and sustainability). He also offers specific exercises and routines for how to train safely
and effectively in each area. This is a book that millions of AcroYogis around the world have long been waiting for, and one that is
an essential read for high-performance athletes, weekend health warriors, and spiritual seekers alike.
Games in Everyday Life Nathan Hulsey 2019-11-25 In this book, Nathan Hulsey explores the links between game design,
surveillance, computation, and the emerging technologies that impact our everyday lives at home, at work, and with our family and
friends.
A Book for a Rainy Day John Thomas Smith 1905
The Book of the Courtier Baldassare Castiglione 2012-03-07 An insider's view of court life during the Renaissance, here is the
handiwork of a 16th-century diplomat who was called upon to resolve the differences in a war of etiquette among the Italian
nobility.
Tabletop Game Design for Video Game Designers Ethan Ham 2015-06-19 Learn the mechanics that take your game from an idea to
a playable product. Do you aspire to be a game designer but aren’t sure where to begin? Tabletop Game Design for Video Game
Designers guides you through your initial attempts to design game mechanics. It goes beyond simple description and definition to
explore in detail the issues that designers grapple with for every game they create. Learning to design tabletop games builds a
solid foundation for game designers and provides methods that can be applied towards creating paper prototypes of computertargeted games. Presented in a step-by-step format, Tabletop Game Design for Video Game Designers helps the reader
understand how the game design skills that are acquired through creating tabletop games can be used when designing video
games. Fully playable games accompany every topic so you can truly understand and experience each component that goes into
game creation. Tabletop Game Design for Video Game Designers includes: Simple, highly focused games that can be played,
analyzed, improved, and/or modified in conjunction with a particular topic in the book. Integrated game design exercises, chapter
learning objectives, and in-text sidebars to provide further examples to apply directly to your game creation process. A companion
website (www.funmines.com) which includes: "print & play" tabletop games, links to online games, game design resources, and
articles about designing and developing games.
Gaming Rhythms Tom Apperley 2011-06-16 "Global gaming networks are heterogenous collectives of localized practices, not
unified commercial products. Shifting the analysis of digital games to local specificities that build and perform the global and
general, Gaming Rhythms employs ethnographic work conducted in Venezuela and Australia to account for the material
experiences of actual game players. This book explores the materiality of digital play across diverse locations and argues that the
dynamic relation between the everyday life of the player and the experience of digital game play can only be understood by
examining play-practices in their specific situations." -- Website.
The Play of the Weather John Heywood 2018-10-14 This work has been selected by scholars as being culturally important and is
part of the knowledge base of civilization as we know it. This work is in the public domain in the United States of America, and
possibly other nations. Within the United States, you may freely copy and distribute this work, as no entity (individual or corporate)
has a copyright on the body of the work. Scholars believe, and we concur, that this work is important enough to be preserved,
reproduced, and made generally available to the public. To ensure a quality reading experience, this work has been proofread and
republished using a format that seamlessly blends the original graphical elements with text in an easy-to-read typeface. We
appreciate your support of the preservation process, and thank you for being an important part of keeping this knowledge alive
and relevant.
What Video Games Have to Teach Us About Learning and Literacy. Second Edition James Paul Gee 2007-12-26 Argues that video
games go beyond entertainment and examines the principles that make these games valuable tools of learning and literacy.
Playful Design John Ferrara 2012 Game design is a sibling discipline to software and Web design, but they're siblings that grew up
in different houses. They have much more in common than their perceived distinction typically suggests, and user experience
practitioners can realize enormous benefit by exploiting the solutions that games have found to the real problems of design. This
book will show you how.
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