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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 Conf- ence 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.
What is a Social Paranormal Writer? By: TJTM aka Theresa and TJI have recently been asked how to become a
paranormal writer. For many of us who have studied the occult and metaphysical, we simply chose a path with special
interests. Some of us have actually had physical reality experiences in the human realty with our conscious physical
beings being part of the experiments of extra terrestrials.I for one have been involved with both the Nordics and the
Grays, as have many beings who I know who have pleasant experiences. We are the luminosity in the mind when one
cannot see, hear, touch, taste, smell or feel with the inner knowing and the outer being. The emotions that are thought to
be formed while on earth are nothing but weather barometers for the human mind.
americannewsmagazine.comsocialparanormal.com
As the Internet and World Wide Web continue to influence corporate and private activities, systems are needed that
mimic human-to-human interface, to simplify the human-to-computer interface. Intelligent Agents are likely to play a
significant role in the design of such interfaces, and this book explores how they could influence media-based systems.
Throughout, the text maps out the considerable advances that have already been made, paving the way toward a future
where computers will be truly described as an intelligent aid to our personal and business lives.
Highlights key research currently being undertaken within the field of telepresence, providing the most detailed account of
the field to date, advancing our understanding of a fundamental property of all media - the illusion of presence; the sense
of “being there” inside a virtual environment, with actual or virtual others. This collection has been put together by
leading international scholars from America, Europe, and Asia. Together, they describe the state-of-the-art in presence
theory, research and technology design for an advanced academic audience. Immersed in Media provides research that
can help designers optimize presence for users of advanced media technologies such as virtual and augmented reality,
collaborative social media, robotics, and artificial intelligence and lead us to better understand human cognition, emotion
and behaviour.
Featuring proven tactics and techniques for effective management, and including more than 40 field-tested tools and
templates, this timely resource shows social community managers how to successfully develop, cultivate and convert
their social media communities. Original.
Discover the skills and knowledge to design powerful websites right now with Campbell’s prominent WEB DESIGN:
INTRODUCTORY, 6E. You quickly learn how to balance target audience expectations, sound design principles, and
technical considerations while creating successful, device- and platform-independent websites. Hands-on, interesting,
and practical activities in each chapter check comprehension, help build web research skills, and refine design
awareness. Learn how to critically evaluate current issues in today’s technology as you examine topics such as search
engine optimization (SEO), HTML and responsive web design. WEB DESIGN: INTRODUCTORY, 6E equips you with the
key skills to develop a solid web design plan of your own in no time. Important Notice: Media content referenced within
the product description or the product text may not be available in the ebook version.
"This book brings together research on the multi-faceted nature and overarching impact of social technologies on the
main opportunities and challenges facing today's post-secondary classrooms, from issues of social capital formation to
student support and recruitment"-In light of emerging forms of software, interfaces, cultures of uses, and media practices associated with mobile media,
this collection investigates the various ways in which mobile media is developing in different cultural, linguistic, social,
and national settings. Specifically, contributors consider the promises and politics of mobile media and its role in the
dynamic social and gender relations configured in the boundaries between public and private spheres. The collection is
genuinely interdisciplinary, as well as international in its range, with contributors and studies from China, Japan, Korea,
Italy, Norway, France, Belgium, Britain, and Australia.
With videogames now one of the world’s most popular diversions, the virtual world has increasing psychological influence on real-world
players. This book examines the relationships between virtual and non-virtual identity in visual role-playing games. Utilizing James Gee’s
theoretical constructs of real-world identity, virtual-world identity, and projective identity, this research shows dynamic, varying and complex
relationships between the virtual avatar and the player’s sense of self and makes recommendations of terminology for future identity
researchers.
‘A book for every teacher’s bookshelf. This book gives a comprehensive overview of the tools and apps that can be used to help turn a
mediocre teaching session into an outstanding one.’ - Cheryl Hine, Leeds City College ‘Megan Poore’s updated text is needed more than
ever, as social media becomes increasingly integrated in many aspects of education. I would recommend it to all practising teachers and
trainee teachers, whatever their subject.’ - Sue Howarth, University of Worcester This is an essential guide to using social media to enhance
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teaching and learning in schools. It combines practical information on using all forms of social media for educational purposes and provides
indispensable advice on how to tackle issues arising from social media use in the classroom. Key topics include: using blogs, wikis, social
media networks and podcasting, digital literacy and new modes of learning, digital participation, cyberbullying and understanding risk online.
This second edition includes: · Reflective tasks in each chapter inviting you to critically consider important aspects of using social media in
education. · Expanded coverage of game-based learning and mobile learning. · New examples tailored for use in primary and secondary
schools. · A website including additional resources and handouts can be found at study.sagepub.com/poore2e. This is essential reading for
anyone training to teach in schools, and experienced teachers seeking to improve their understanding of using social media for teaching in
informed and appropriate ways.
With mobile devices and easy access to the internet, people are now in constant connection with news and entertainment, as well as
contributing to content through social media. This book focuses on the unique effects these digital media have, making students aware of
media's omnipresence in their lives.
A critical cultural materialist introduction to the study of global entertainment media. In Global Entertainment Media, Tanner Mirrlees
undertakes an analysis of the ownership, production, distribution, marketing, exhibition and consumption of global films and television shows,
with an eye to political economy and cultural studies. Among other topics, Mirrlees examines: Paradigms of global entertainment media such
as cultural imperialism and cultural globalization. The business of entertainment media: the structure of capitalist culture/creative industries
(financers, producers, distributors and exhibitors) and trends in the global political economy of entertainment media. The "governance" of
global entertainment media: state and inter-state media and cultural policies and regulations that govern the production, distribution and
exhibition of entertainment media and enable or impede its cross-border flow. The new international division of cultural labor (NICL): the crossborder production of entertainment by cultural workers in asymmetrically interdependent media capitals, and economic and cultural concerns
surrounding runaway productions and co-productions. The economic motivations and textual design features of globally popular
entertainment forms such as blockbuster event films, TV formats, glocalized lifestyle brands and synergistic media. The cross-cultural
reception and effects of TV shows and films. The World Wide Web, digitization and convergence culture.
How can corporate America effectively target the growing flood of consumers participating in online
A critical assessment of the role that information technologies have come to play in contemporary campaigns.
The roles that media play in the lives of children and adolescents, as well as their potential implications for their cognitive, emotional, social
and behavioral development, have attracted growing research attention in a variety of disciplines. The Routledge International Handbook of
Children, Adolescents and Media analyses a broad range of complementary areas of study, including children as media consumers, children
as active participants in media making, and representations of children in the media. The handbook presents a collection that spans a variety
of disciplines including developmental psychology, media studies, public health, education, feminist studies and the sociology of childhood.
Essays provide a unique intellectual mapping of current knowledge, exploring the relationship of children and media in local, national, and
global contexts. Divided into five parts, each with an introduction explaining the themes and topics covered, the handbook features 57 new
contributions from 71 leading academics from 38 countries. Chapters consider vital questions by analyzing texts, audience, and institutions,
including: the role of policy and parenting in regulating media for children the relationships between children’s’ on-line and off-line social
networks children’s strategies of resistance to persuasive messages in advertising media and the construction of gender and ethnic identities
The Handbook’s interdisciplinary approach and comprehensive, international scope make it an authoritative, state of the art guide to the
nascent field of Children’s Media Studies. It will be indispensable for media scholars and professionals, policy makers, educators, and
parents.
Avatars at Work and Play brings together contributions from leading social scientists and computer scientists who have conducted research
on virtual environments used for collaboration and online gaming. They present a well-rounded and state-of-the-art overview of current
applications of multi-user virtual environments, ranging from highly immersive virtual reality systems to internet-based virtual environments on
personal computers. The volume is a follow-up to a previous essay collection, ‘The Social Life of Avatars’, which explored general issues in
this field. This collection goes further, examining uses of shared virtual environments in practical settings such as scientific collaboration,
distributed meetings, building models together, and others. It also covers online gaming in virtual environments, which has attracted hundreds
of thousands of users and presents an opportunity for studying a myriad of social issues. Covering both ‘work’ and ‘play’, the volume brings
together issues common to the two areas, including: What kind of avatar appearance is suitable for different kinds of interaction? How best to
foster collaboration and promote usable shared virtual spaces? What kinds of activities work well in different types of virtual environments and
systems?

Reflexivity -- Analyzing and Interpreting Ethnographic Material -- Ethical Considerations -- Research Using Ethnography
-- Participant Observation Exercises -- Chapter 8 Textual Analysis -- What Is a Text? -- The Development of Textual
Analysis -- The Influence of Semiotics -- Theory and Interpretation -- Encoding and Decoding -- Ideological Analysis -Genre Analysis -- Rhetorical Analysis -- Using New Technologies in Textual Analysis -- Ethical Considerations -Research Using Textual Analysis -- Textual Analysis Exercises -- Acknowledgments -- Index
Do you make small leaps in your chair while attempting challenging jumps in Tomb Raider? Do you say "Ouch!" when a
giant hits you with a club in Skyrim? Have you had dreams of being inside the underwater city of Rapture? Videogames
cast the player as protagonist in an unfolding narrative. Like actors in front of a camera, gamers' proprioception, or body
awareness, can extend to onscreen characters, thus placing them "physically" within the virtual world. Players may even
identify with characters' ideological motivations. The author explores concepts central to the design and enjoyment of
videogames--affect, immersion, liveness, presence, agency, narrative, ideology and the player's virtual surrogate: the
avatar. Gamer and avatar are analyzed as a cybernetic coupling that suggests fulfillment of Atonin Artaud's vision of the
"body without organs."
Traditional and social media are used extensively in terms of public health today. Studies show that social media works
much better than other follow-up systems, leading it to become a modern and somewhat new tool for disease coverage
and information discovery. The current state of the representation of health and medicine in the media is an important
factor to analyze in the field of health communication, especially amidst the onset of a global pandemic. The ways in
which the media discusses health, the campaigns that are used, and the ethics around this role of media and journalism
are defining factors in the spread of information regarding health. The Handbook of Research on Representing Health
and Medicine in Modern Media is a crucial reference that discusses health communication within two contexts: in terms
of the media and journalists presenting critical health information and in terms of media literacy and information retrieval
methods of media consumers through modern digital channels. The main purpose of these chapters is the development
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of critical thinking about health presentations and health communication issues in the media by presenting a discussion
of the issues that will contribute to this vital view of health, medicine, and diseases in the media. The primary topics
highlighted in this book are infectious diseases in the media, campaigning, media ethics, digital platforms such as
television and social media in health communication, and the media’s impact on individuals and society. This book is
ideal for journalists, reporters, researchers, practitioners, public health officials, social media analysts, researchers,
academicians, and students looking for information on how health and medicine are presented in the media, the channels
used for information delivery, and the impact of the media on health and medicine.
This volume has a bold agenda, in which academics create immersive worlds where the avatar is the center of the
universe. As the virtual world grows, avatars move away from quasi-human interactions within virtual domiciles, gardens,
and businesses to being blood cells in the blood stream, or to be firing neurons in the human brain, or creatures
competing on the ocean floor or the surface of Mars or just about anything that can be imagined using the magic of
photographic and artistic images, programming, narrative and avatars. What are the frameworks and strategies for
building these environments? What are the things the avatar adapts and learns from in its environment? This book will
examine such frameworks, strategies, examples and feedback systems to explore what it takes to create a global
education environment for learning. This starts with engaging your avatar and is completed in a transformation in how
you interact with the internet. Whether using the visual internet to learn or to interact with a customer about a product or
service, this immersive interface can be a world that knows you and forms around your unique needs and interests.
Adolescents and young adults are the main users of social media. This has sparked interest among researchers
regarding the effects of social media on normative development. There exists a need for an edited collection that will
provide readers with both breadth and depth on the impacts of social media on normative development and social media
as an amplifier of positive and negative behaviors. The Psychology and Dynamics Behind Social Media Interactions is an
essential reference book that focuses on current social media research and provides insight into the benefits and
detriments of social media through the lens of psychological theories. It enhances the understanding of current research
regarding the antecedents to social media use and problematic use, effects of use for identity formation, mental and
physical health, and relationships (friendships and romantic and family relationships) in addition to implications for
education and support groups. Intended to aid in collaborative research opportunities, this book is ideal for clinicians,
educators, researchers, councilors, psychologists, and social workers.
The expanding application of Concept Mapping includes its role in knowledge elicitation, institutional memory
preservation, and ideation. With the advent of the CmapTools knowledge modeling software kit, Concept Mapping is
being applied with increased frequency and success to address a variety of problems in the workplace. Supported by
business application case studies, Applied Concept Mapping: Capturing, Analyzing, and Organizing Knowledge offers an
accessible introduction to the theory, methods, and application of Concept Mapping in business and government. The
case studies illustrate applications across a range of industries—including engineering, product development, defense,
and healthcare. The authors provide access to a free download of CmapTools, courtesy of the Institute for Human and
Machine Cognition, to enable readers to create and share their own Concept Maps. Offering examples from the United
States, Canada, Australia, Spain, Brazil, Scotland, and The Netherlands, they highlight a global perspective of this
dynamic tool. The text is organized into three sections: Practitioners’ Views—supplies narratives, guidance, and reviews
of applications from career Concept Mappers Recent Case Studies and Results—presents in-depth examinations of
specific applications and their results Pushing the Boundaries—explores what’s possible and where the boundary
conditions lie Applied Concept Mapping facilitates the fundamental understanding needed to harness the power of
Concept Mapping to develop viable solutions to a virtually unlimited number of real-world problems.
China’s distinctive social media platforms have gained notable popularity among the nation’s vast number of internet
users, but has China’s countryside been ‘left behind’ in this communication revolution? Tom McDonald spent 15
months living in a small rural Chinese community researching how the residents use social media in their daily lives. His
ethnographic findings suggest that, far from being left behind, many rural Chinese people have already integrated social
media into their everyday experience.Throughout his ground-breaking study, McDonald argues that social media allows
rural people to extend and transform their social relationships by deepening already existing connections with friends
known through their school, work or village, while also experimenting with completely new forms of relationships through
online interactions with strangers, particularly when looking for love and romance. By juxtaposing these seemingly
opposed relations, rural social media users are able to use these technologies to understand, capitalise on and challenge
the notions of morality that underlie rural life.
Entries cover new media systems, covering such topics as art, business and commerce, cyberculture, networking, open
source software, and organizations.
This is the second of a two-volume set (CCIS 434 and CCIS 435) that constitutes the extended abstracts of the posters presented
during the 16th International Conference on Human-Computer Interaction, HCII 2014, held in Heraklion, Crete, Greece in June
2014 and consisting of 14 thematic conferences. The total of 1476 papers and 220 posters presented at the HCII 2014
conferences were carefully reviewed and selected from 4766 submissions. These papers address the latest research and
development efforts and highlight the human aspects of 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. The extended abstracts were carefully reviewed and selected for
inclusion in this two-volume set. This volume contains posters’ extended abstracts addressing the following major topics: social
media and social networks; learning and education; design for all; accessibility and assistive environments; design for aging;
games and exergames; health and well-being; ergonomics and safety; HCI in business, tourism and transport; human-human and
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human-agent communication; user experience case studies.
"This volume speaks of the multiplicity of data required to tell the community college story. The authors explore and detail how
various sources - workforce data, market data, state-level data, federal data, and, of course, institutional data such as transcript
files - all have something to say about the life of a community college"--Back cover.
Virtual reality (VR) technology has been developed commercially since the early 1990s [1]. Yet it is only with the growth of the
Internet and other high-bandwidth links that VR systems have increasingly become networked to allow users to share the same
virtual environment (VE). Shared YEs raise a number of interesting questions: what is the difference between face-to-face
interaction and interaction between persons inside YEs? How does the appearance of the "avatar" - as the graphical
representation of the user has become known - change the nature of interaction? And what governs the formation of virtual
communities? This volume brings together contributions from social scientists and computer scientists who have conducted
research on social interaction in various types of YEs. Two previous volumes in this CSCW book series [2, 3] have examined
related aspects of research on YEs - social navigation and collaboration - although they do not always deal with VRIVEs in the
sense that it is used here (see the definition in Chapter 1). The aim of this volume is to explore how people interact with each other
in computer-generated virtual worlds.
This timely guide examines the influence of social media in private, public, and professional settings, particularly the ethical
implications of the cultural changes and trends created by their use. • Features expert contributors from different academic
backgrounds to provide varied perspectives • Integrates theoretical analysis with practical solutions to stimulate critical thinking
while engaging interest • Includes practical guidelines for navigating a changing media environment • Reveals how ancient
Chinese philosophies can provide a framework for ethics in social and new media • Provides helpful criteria for working
responsibly with social networking sites
Ever since the centenary of cinema there have been intense discussions in the field of film studies about the imminent demise of
the cinematic medium, endless articles championing the spirit of genuine cinephilia have proclaimed the death of classical cinema
and mourned the end of an era, while new currents in media studies introduced such buzzwords into the discussions as
“remediation” (Bolter and Grusin), “media convergence” (Jenkins), “post-media aesthetics” (Manovich) or “the virtual life of film”
(Rodowick). By the turn of the millennium, the whole “ecosystem” of media had been radically altered through processes of
hybridization and media convergence. Some theorists even claim that now that the term “medium” has triumphed in the
discussions around contemporary art and culture, the actual media have already deceased, as digitized imagery absorbs all
media. Moving images have entered the art galleries and new forms of inter-art relationships have been forged. They have also
moved into the streets and our everyday life as a domesticated medium at everybody’s reach, into new private and public
environments (and into a fusion of both via the Internet). Consequently, should we speak of an all pervasive “cinematic
experience” instead of a cinematic medium? What really happens to film once its traditional medium has shape shifted into various
digital forms and once its traditional locations, institutions and usages have been uprooted? What do these re-locations and reconfigurations really entail? What are the most important new genres in post-media moving pictures? Is it the web video, is it 3D
cinema, is it the computer game that operates with moving image narratives, is it the new “vernacular” database, the DVD, or the
good old television adjusted to all these new forms? How does theatrical cinema itself adapt to or reflect on these new image
forms and technologies? How can we interpret the convergence of older cinematic forms with an emerging digital aesthetics
traceable in typical post-media “hosts” of moving images? These are only some of the major questions that the theoretical
investigation and in-depth analyses in this volume try to answer in an attempt at exploring not the disappearance of cinema but the
blooming post-media life of film.
The second edition of this textbook provides a thoroughly revised, updated and expanded overview of social psychological
research on aggression. The first part of the book covers the definition and measurement of aggression, presents major theories
and examines the development of aggression. It also covers the role of situational factors in eliciting aggression, and the impact of
using violent media. The second part of the book focuses on specific forms and manifestations of aggression. It includes chapters
on aggression in everyday life, sexual aggression and domestic violence against children, intimate partners and elders. There are
two new chapters in this part addressing intergroup aggression and terrorism. The concluding chapter explores strategies for
reducing and preventing aggression. The book will be essential reading for students and researchers in psychology and related
disciplines. It will also be of interest to practitioners working with aggressive individuals and groups, and to policy makers dealing
with aggression as a social problem.
Cyber-bullying, sexting, and the effects that violent video games have on children are widely discussed and debated. With a
renowned international group of researchers and scholars, the Second Edition of the Handbook of Children and the Media covers
these topics, is updated with cutting-edge research, and includes comprehensive analysis of the field for students and scholars.
This revision examines the social and cognitive effects of new media, such as Facebook, Twitter, YouTube, Skype, iPads, and cell
phones, and how children are using this new technology. This book summarizes the latest research on children and the media and
suggests directions for future research. This book also attempts to provide students with a deliberate examination of how children
use, enjoy, learn from, and are advantaged or disadvantaged by regular exposure to television, new technologies, and other
electronic media.
Social Media for Creative Libraries explains how librarians and information professionals can use online tools to communicate
more effectively, teach people different skills and to market and promote their service faster, cheaper and more effectively. Based
on his acclaimed work How to Use Web 2.0 in Your Library, Phil Bradley has restructured and comprehensively updated this new
book to focus on the activities that information professionals carry out on a daily basis, before then analysing and explaining how
online tools can assist them in those activities. The book includes: - a discussion of authority checking and why information
professionals are needed more than ever in a social media world - a guide to creating great presentations online - how online tools
can make teaching and training sessions easier and more enjoyable for information professionals - useful tips for implementing
new strategies in libraries and a discussion of the practicalities of library marketing and promotion - how to create a good social
media policy and why - a look at a few social media disasters and how they could have been avoided Readership: Packed with
features and accompanied by introductory videos on the Facet Publishing YouTube channel, Social Media for Creative Libraries is
essential reading for all library and information professionals.
Print+CourseSmart
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The availability of various technological platforms enables individuals to feel a deeper sense of connectivity and contribution to their social
circles and the world around them. This growing dependence on social networking platforms has altered the ways in which society functions
and communicates. Social Media and the Transformation of Interaction in Society is a definitive reference source for timely scholarly research
evaluating the impact of social networking platforms on a variety of relationships, including those between individuals, governments, citizens,
businesses, and consumers. Featuring expansive coverage on a range of topics relating to social media applications and uses across
industries, this publication is a critical reference source for professionals, educators, students, and academicians seeking current research on
the role and impact of new media on modern society. This publication features authoritative, research-based chapters across a range of
relevant topics including, but not limited to, computer-mediated communication, nonprofit projects, disaster response management,
education, cyberbullying, microblogging, digital paranoia, user interaction augmentation, and viral messaging.
Adolescents are eager consumers of mass media entertainment and are particularly susceptible to various forms of media influence, such as
modeling, desensitization, and contagion. These once controversial phenomena are now widely accepted along with the recognition that th
media are a major socializer of youth During the economic boom of the post-World War II era, marketers and advertisers identified
adolescents as a major audience, which led to the emergence of a pervasive youth culture. Enormous changes ensued in the media's
portrayal of adolescents and the behaviors they emulate. These changes were spurred by increased availability and consumption of
television, which joined radio, film, and magazines as major influence on youth. Later, the rapid growth of the video game industry and the
internet contributed to the encompassing presence of the media. Today, opportunities for youthful expression about to the point where
adolescents can easily create and disseminate content with little control by traditional media gatekeepers. In The Changing Portrayals of
Adolescents in the Media since 1950, leading scholars analyze the emergence of youth culture in music and powerful trends in gender and
ethnic-racial representation, sexuality, substance use, violence, and suicide portrayed in the media. This book illuminates the evolution of
teen portrayal, the potential consequences of these changes, and the ways policy-makers and parents can respond.
This book constitutes the proceedings of the 9th International Conference on Social Computing and Social Media, SCSM 2017, held as part
of the 19th International Conference on Human-Computer Interaction, HCII 2017, held in Vancouver, Canada, in July 2017. HCII 2017
received a total of 4340 submissions, of which 1228 papers were accepted for publication after a careful reviewing process. The papers
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. The two volumes set of SCSM 2017 presents 67 papers which are organized in the following topical sections:
user experience and behavior in social media, costumer behavior and social media, social issues in social media, social media for
communication, learning and aging, opinion mining and sentiment analysis, social data and analytics.
Designing Problem-Driven Instruction with Online Social Media has the capacity to transform an educator’s teaching style by presenting
innovative ways to empower problem-based instruction with online social media. Knowing that not all instructors are comfortable in this area,
this book provides clear, systematic design approaches for instructors who may be hesitant to explore unchartered waters and offers practical
examples of how successful implementations can happen. Furthermore, it is a reference for instructors who need to solve issues that occur
when developing a class utilizing problem-driven instruction with online social media. With the recent exponential growth of Twitter and
Facebook, the potential for social media as an educational venue brings an urgent call for researchers to increase their concentration in this
area to investigate further the educational possibilities of this format. These factors combined illustrate the mission of this book that is to
enable instructors in the areas of instructional design, multimedia, information science, technology, and distance learning to have an evidencebased resource for this underexplored niche in instruction.
Connecting Care for Patients: Interdisciplinary Care Transitions and Collaboration addresses practical strategies for creating connected,
seamless, and transparent health care for patients in settings outside of the hospital. It presents antidotes to healthcare fragmentation caused
by inefficient care, patient safety problems, patient dissatisfaction, and higher costs. The text focuses on clinical case management,
interdisciplinary referrals and conferencing, cross functional team meetings, tracking patients in value-based purchasing programs, inpatient
liaison visits, structured collaboration with physician groups, and referral sources and development of clinical community networking groups.
Further, it explores tools for patient self-management support, effective integration of technology, family caregiver engagement, and
techniques for addressing health disparities and other high-risk care gaps.
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