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This text introduces students, scholars, and interested educated
readers to the issues of human memory broadly considered,
encompassing both individual memory, collective remembering by
societies, and the construction of history. The book is organised
around several major questions: How do memories construct our past?
How do we build shared collective memories? How does memory shape
history? This volume presents a special perspective, emphasising the
role of memory processes in the construction of self-identity, of shared
cultural norms and concepts, and of historical awareness. Although the
results are fairly new and the techniques suitably modern, the vision
itself is of course related to the work of such precursors as Frederic
Bartlett and Aleksandr Luria, who in very different ways represent the
starting point of a serious psychology of human culture.
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The team that brought you the bestselling Beginning iPhone
Development is back again for Beginning iOS 6 Development, bringing
this definitive guide up-to-date with Apple's latest and greatest iOS 6
SDK, as well as with the latest version of Xcode. There's coverage of
brand new technologies, with chapters on storyboards and iCloud, for
example, as well as significant updates to existing chapters to bring
them in line with all the changes that came with the iOS 6 SDK. You'll
have everything you need to create your very own apps for the latest
iOS devices, including the iPhone 4S, iPad 2, and the latest iPod touch.
Every single sample app in the book has been rebuilt from scratch
using latest Xcode and the latest 64-bit iOS 6-specific project
templates and designed to take advantage of the latest Xcode features.
Assuming only a minimal working knowledge of Objective-C, and
written in a friendly, easy-to-follow style, Beginning iOS 6

Development offers a complete soup-to-nuts course in iPhone, iPad,
and iPod touch programming. The book starts with the basics, walking
through the process of downloading and installing Xcode and the iOS 6
SDK, and then guides you though the creation of your first simple
application. From there, you’ll learn how to integrate all the interface
elements Apple touch users have come to know and love, such as
buttons, switches, pickers, toolbars, and sliders. You'll master a variety
of design patterns, from the simplest single view to complex
hierarchical drill-downs. The confusing art of table building will be
demystified, and you'll learn how to save your data using the iPhone
file system. You'll also learn how to save and retrieve your data using a
variety of persistence techniques, including Core Data and SQLite. And
there’'s much more! You'll learn to draw using Quartz 2D and OpenGL
ES, add multitouch gestural support (pinches and swipes) to your
applications, and work with the camera, photo library, accelerometer,
and built-in GPS. You'll discover the fine points of application
preferences and learn how to localize your apps for multiple languages.
The iOS 6 update to the bestselling and most recommended book for



Cocoa touch developers Packed full of tricks, techniques, and
enthusiasm for the new SDK from a developer perspective Written in an
accessible, easy-to-follow style.



