Technology 360

Presenting the world of technology for young researchers

From wireless communications to video games and robotics

m Designed specifically for middle and

high school students, Lucent Books’ Technology 360
explores the impact of such devices and advances

as cell phones, portable music players, online social
networks and other topics. Each volume focuses on
a particular innovation in detail, tracing the history
and scientific breakthroughs leading to its creation;
explaining in easy-to-understand language how it
works and is used; describing its impact on society,
including ethical, legislative, safety and scientific
implications; and considering its future development
and uses.

The series directly supports science curriculum
standards that require students to understand how
technology influences society through products and
innovations; to explore the benefits and unintended
consequences of technological advances; and to
learn about the people who have made significant
contributions to science and technology.

Features of each volume
= Table of contents
= Introduction

= Five to six chapters with full-color photographs,
charts, diagrams and other illustrations

= Sidebars highlighting related content, such as
explanations of the hardware and components of
the device; the latest advances in the technology;
careers in related fields; primary source materials;
and biographies of key individuals

= Fact boxes that present “at-a-glance” factual and
statistical information

= Notes providing complete bibliographic
information for quoted material

= For More Information listing books, periodicals
and Web sites for further research

Grades: 7-10 = Glossary of technical terminology
Book Size: 7"x9”
Page Count: 96-128 = Index
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Q Cell Phones
Covers mobile cell phone technology, from texting, safety issues
and cameras to the Web, the future of the mobile phone and

more.
1st Ed. Ready October 2009.
Lib. ISBN 978-1-4205-0164-3.

1 Digital Cameras and Camcorders
Explores the development of digital photography and video
technology from its inception to the prevalence of cameras on

handheld devices and more.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0165-0.

Q Digital Television
Details television broadcasting’s switch from analog to digital

technology and what it means for broadcasters and audiences.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0169-8.

3 iPods and MP3 Players
Details how audio technology works, legal issues with file trading,

the future of portable audio and video technology, and more.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0166-7.

3 Online Social Networking
Covers the development of popular online networking sites, safety

concerns, privacy issues and more.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0167-4.

3 Robotics
Explores the history and development of robotics, its impact on

industry, uses of robotic technology and more.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0168-1.

1 Video Games
Covers the development of video games and explores the industry,
technological advances, the relationship of violent games to

aggression and more.
1st Ed. Ready October 2009.
Lib. ISBN 978-1-4205-0170-4.

1 Web 2.0
Explores the evolution of the “second generation” of web
development, focusing on content portability, Web-based

communities, blogs and more.
1st Ed. Ready 2010.
Lib. ISBN 978-1-4205-0171-1.
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