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How often have you wished you had access to the team behind your favorite software--in this
case, Adobe Illustrator--so that you could really pick their brains about all of its coolest features?
With this book, you do. In these pages the Adobe Creative Team gives you a guided tour of the
graphics powerhouse, Illustrator CS. Best of all, it does so at your pace. Whether your beautifully
designed graphics end up in print, the Web, broadcast video, or even cell phone displays, this
book shows you how to get them there--easily, elegantly, and efficiently. You'll find step-by-step,
project-based lessons in all of Illustrator's key features, including those that are new to CS:
powerful new type tools, the Scribble Effect, hundreds of professionally designed templates,
support for 3D graphics, and more. Each chapter contains a project that builds on your growing
knowledge of the program, and a companion CD includes all the files needed to complete the
book's lessons.

About the AuthorThe Adobe Creative Team is made up of designers, writers, and editors who
have extensive, real-world knowledge of and expertise in using Adobe products. They work
closely with the Adobe product development teams and Adobe's Instructional Communications
team to come up with creative, challenging, and visually appealing projects to help both new and
more experienced users get up to speed quickly on Adobe software products.Excerpt. ©
Reprinted by permission. All rights reserved.It looks obvious until you try it.—IEEE SoftwareMy
flight was waiting on the runway when the captain made an announcement. "We've had some
trouble with the plane's air conditioning system. In a plane, the air conditioner controls the
oxygen levels so we need to make sure it's working before we can take off. Restarting the air
conditioning unit hasn't worked, so we're going to power down the aircraft and power it back on.
These modern airplanes are all computer controlled, you know, so they're not very reliable."The
pilot powered down the airplane, powered it back up—essentially, rebooted the airplane—and
our flight continued without incident. Needless to say, I was especially glad to deplane at the end
of that particular trip.The Best of Times, the Worst of TimesThe best software organizations
control their projects to meet defined quality targets. They accurately predict software delivery
dates months or years in advance. They deliver their software projects within budget, and their
productivity is constantly improving. Their staff morale is high, and their customers are highly
satisfied.A telecom company needed to change about 3,000 lines of code in a code base of
about 1 million lines of code. They made their changes so carefully that a year later no errors
had been found in operation. Their total time to make the changes—including requirements
analysis, design, construction, and testing--was 9 hours.A team developing software for the
United States Air Force committed to a one-year schedule and a $2 million budget even though
other credible bids for the project had run as high as two years and $10 million. When the team



delivered the project one month early, the project manager said the team's success arose from
using techniques that have been known for years but that are rarely used in practice.An
aerospace company develops software for companies on a fixed-price basis. Three percent of
its projects overrun their budgets; ninety-seven out of a hundred meet their targets.An
organization that committed to achieving outstanding quality attained an average of 39 percent
reduction in its post-release defect rate every year for a period of 9 years—a cumulative
reduction of 99 percent.In addition to these notable successes, software pumps billions of
dollars into the economy every year, both directly through sales of software itself and indirectly
through improved efficiency and through creation of products and services that are made
possible only with software's support.The practices needed to create good software have been
well established and readily available for 10 to 20 years or more. Despite some amazing
triumphs, however, the software industry is not living up to its full potential. There is a wide gulf
between the average practice and the best, and many of the practices in widespread use are
seriously outdated and underpowered. Performance of the average software project leaves
much to be desired, as many well-known disasters will attest.The IRS bumbled an $8 billion
software modernization program that cost the United States taxpayers $50 billion per year in lost
revenue.The FAA's Advanced Automation System overran its planned budget by about $3
billion.Problems with the baggage handling system caused a delay of more than a year in
opening Denver International Airport. Estimates of the delay's cost ranged as high as $1.1
million per day.The Ariane 5 rocket blew up on its maiden launch because of a software
error.The B-2 bomber wouldn't fly on its maiden flight because of a software problem.Computer-
controlled ferries in Seattle caused more than a dozen dock crashes, resulting in damage worth
more than $7 million. The state of Washington recommended spending more than $3 million to
change the ferries back to manual controls.Many projects that are lower profile than these are
equally troubled. Roughly 25 percent of all projects fail outright,12 and the typical project is 100
percent over budget at the point it's cancelled. Fifty percent of projects are delivered late, over
budget, or with less functionality than desired.At the company level, these cancelled projects
represent tremendous lost opportunity. If projects that are ultimately cancelled could be shut
down at 10 percent of their intended budgets rather than 200 percent, imagine what a company
could do by redirecting those resources at projects that were not ultimately cancelled.At the
national level, cancelled projects represent prodigious economic waste. A rough calculation
suggests that cancelled software projects currently impose about a $40 billion drain on the
United States economy.When projects succeed, they can still present risks to the public safety
or welfare. A project lead at Lotus received a call from a surgeon who was using a spreadsheet
to analyze patient data during open-heart surgery. Newsweek magazine printed pictures of
soldiers using Microsoft Excel on laptop computers to plan operations, and the Excel technical
support team has received calls from the battlefield during active military operations.The
Purpose of This BookSoftware development can be predictable, controllable, economical, and
manageable. Software isn't usually developed that way, but it can be developed that way. This



book is about the emerging profession of software engineering—and professional software
practices that support economical creation of high-quality software.The essays in this book
address questions like these:What is software engineering?How does software engineering
relate to computer science?Why isn't regular computer programming good enough?Why do we
need a profession of software engineering?Why is engineering the best model for a software
development profession?In what ways do effective practices vary from project to project (or
company to company), and in what ways are they usually the same?What can organizations do
to support a professional approach to software development?What can individual software
developers do to become full-fledged professionals?What can the software industry as a whole
do to create a true profession of software engineering?How This Book Is OrganizedThe parts in
this book progress from looking at the trade of computer programming as it exists today to
exploring the profession of software engineering as it might exist in the future.Part 1, The
Software Tar Pit, explains how the software field got to be the way it is. There are many valid
reasons why the software field came to its current state. Understanding those reasons should be
used to accelerate, not delay, the changes needed to make successful projects an everyday
habit.Part 2, Individual Professionalism, looks at the steps individuals can take on their own to
achieve higher levels of software professionalism.Software projects are so complex that
numerous key factors cannot be addressed effectively at the individual level. Part 3,
Organizational Professionalism, digs into the organizational practices needed to support more
professional software projects.Part 4, Industry Professionalism, examines steps that must be
taken by the software industry at large to support professionalism at the individual and
organizational levels.What I've Learned Since 1999Professional Software Development is an
updated and significantly expanded edition of my 1999 book, After the Gold Rush. Since 1999,
I've learned several lessons that are reflected in this new edition:Licensing of software
developers is more controversial than I expected. I still think that licensing a small percentage of
software engineers is an important step toward protecting the general public's safety and
welfare. I have tried to clarify that licensing is only one of many initiatives needed to improve the
software development profession, and not the most important one.Education of software
engineers does not have to be tightly linked to licensing. Undergraduate and graduate
educational programs can seek to instill an engineering mindset in software developers without
necessarily preparing them to become licensed professional engineers. Indeed, if fewer than five
percent of software developers are eventually licensed—which seems likely—targeting the
majority of educational programs at licensing seems misguided.The world didn't fall apart on
January 1, 2000. Although I didn't think Y2K would be catastrophic, I did believe that Y2K-related
problems would be more significant than they were. The software industry's repair efforts turned
out to be far more effective than I expected. Beyond that, the Y2K problem itself was in some
sense a result of successful software development practices. Y2K would not have been an issue
in the first place if so many software systems had not survived longer than their originally
expected lifespans.Modern software development is truly impressive in many respects, and any



comments about professionalizing the field of software development should account for
software's numerous successes. We must be careful not to throw out the field's better practices
as we try to strengthen the weaker ones.Who Should Read This BookIf you develop software for
a living, this book will explore what you need to do to become a truly professional software
developer.If you manage software projects, this book will summarize the differences between
poorly run and well run software projects and overview what you can do to make your projects
more successful.If you manage a software organization, this book will outline the benefits
available from systematic approaches to software development and sketch what you need to do
to realize those benefits.If you are a student who wants to work in the software field, this book
will introduce you to the body of knowledge that makes up the field of software engineering and
show you what a career in software engineering will look like.Toward Professional Software
DevelopmentIndustry researchers have long observed 10 to 1 differences in productivity
between different organizations competing in the same industries. More recently, researchers
have observed differences as high as 600 to 1. The most effective organizations are doing very
well indeed.The benefits of creating a true profession of software engineering are compelling.
Traditional thinking would have it that change presents the greatest risk. In software's case, the
greatest risk lies with not changing—staying mired in unhealthy, extravagant development
practices instead of switching to practices that were proven to be more effective many years
ago.How to change? That is the central topic of the rest of this book.—Bellevue,
WashingtonMemorial Day, 20030321193679P06052003
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ghibli99, “Start here if you're new to the world of Illustrator. Adobe Illustrator CS Classroom in a
Book provides a solid foundation for beginners and novices of the Illustrator application. As
someone who was intimidated by vector graphics, I found this book to be a great introduction to
the power of Illustrator, and provided me with some good ideas for my own projects.This book,
like many other Classroom in a Book texts, provides step-by-step instructions on how to do
some of Illustrator's most popular and useful commands. Users of Photoshop will notice lots of
similarities in the interface and tools, yet there are differences between commands that do the
same thing (such as Ctrl+D to deselect in Photoshop, and Ctrl+Shift+A to deselect in
Illustrator).The Illustrator book in particular, however, was full of typographical errors that
seemed rather embarrassing for being an official Adobe training book. While I understand the
importance of being on bookshelves in a timely manner, taking a few extra days to properly proof
their text would be appreciated by this particular user. This is especially true when considering
the book's price, and the fact that the book is black and white, except for a small color section.
The paper and type, however, are excellent, and the binding is flexible, while being strong at the
same time.I found this book to be a lot more in-depth than the Photoshop CS Classroom in a
Book, as this text went on to describe the steps in clearer detail. It offers clear explanations for
many of the choices that the user is instructed to make, while also focusing more time on the
interesting exercises, as opposed to tasks that are rather redundant between any other similar
application.It will take the user approximately forty-five minutes to an hour and a half to complete
each of the 19 lessons, making the book's completion time about one week.Some of the book's
later chapters deal with Illustrator-Photoshop workflows, so having Photoshop in addition to
Illustrator is recommended. The book questionably refers the user to use the outdated
Photoshop version 6 later in the book, leading me to believe that the author failed to update the
text to the current version. Also be aware that some naming conventions do not match up with
the application 100%. They are close, but I found it odd that many of these were not cross-
checked for exact matches.All in all, after completing this book, I am ready to move on to more
specialized books on Illustrator, and look forward to implementing what I've learned to create
streamlined work pipelines between this, Photoshop, and other graphic/layout programs.”

S., “Have one for every Adobe program. I can't tell you how much I love the Classroom in a Book
series. I taught myself Photoshop 7 using their book and the process was so eye-opening and
easy that I bought a book for each of the Adobe products I own. Even though I had basic
knowledge of editing in all the programs, these books helped me figure out the answers to all the
questions I'd forgot I had. Ever be working on something and see a button or option and go
"What's that do?" Not only will these books tell you, it'll make you use it for one of the projects so
that you not only know what it does, you'll understand why it's used.It doesn't even feel like
"learning" because instead of there being a bunch of paragraphs about what the tools are it



simply tells you to use them. The book is just a set of projects that it provides all the files for on
an included CD. Then you sit down, choose a project (doesn't have to be in order they're listed in
the book), and follow the step by step instructions on how to get from a set of files to a finished
product. The actual learning just happens as you follow the instructions and see how using each
tool helps you finish the project.”

Clement, “A gem among computer books!. This is the first time that I've written a
recommendation for a book, but I'm so excited about Adobe Illustrator CS2 Classroom in a
Book, I have to share my impressions with prospective buyers. Simply stated, after stumbling
around in other Illustrator books, this one at last is what I've been looking for all along. All
computer books should be designed and written like this one. It's organized like a classroom
lesson guide, and the step by step instructions are concise, immediate, and so far as I can tell,
leave nothing out. The overall impression is of having a truly competent instructor leaning over
your shoulder. By the time I finished the introductory lesson, "A quick tour of Adobe Illustrator
CS2," I'd learned more about this wonderful application than I had learned on my own in many
months of blood, sweat, and tears! Not to mention undoing some bad habits I had developed,
and showing me the quickest and most effective ways to accomplish the bedrock basics of
Illustrator. After all, the book was written by the same people who invent each new release of
Illustrator, so the logic of their approach is... well, logical. Add to this an instinctive feel for the
mystical science of teaching, and you have in my opinion the perfect book for really learning
Adobe Illustrator CS2. I heartily recommend it! Oh, yes, it's in full color, too.”

KatrinaThatsIt, “Great Purchase!. I am a fan of the Classroom in a Book for Photoshop CS2, so I
had high expectations for the Illustrator CS2 version. I'd say my expectations were met. This
book is great for the first-time learner, or the self-taught person who wants to learn pretty much
from scratch. For those who have already used Illustrator on a beginner level the book also has
keyboard shortcuts which I think really come in handy. The CD comes with all the base material
you need to do the lessons in the book aneom visual of the completed project. The seller I
bought from sent me a brand-new unopened book & CD. I was pretty surprised at that since the
edition is for a much older software than is out now. 5 stars!”

PegCot, “Thorough, Easy to Follow. This books gives a very thorough walk-through of Illustrator
CS2. If you already have knowledge of other design software, or have lightly used Illustrator
previously, the chapters are set up in a methodical manner that are easy to follow and cover all
of the options available in this powerful software. The book comes with a CD containing practice
files, which further enhances the learning experience.Over the past year I had taught myself how
to use Illustrator, but going through this book has completely raised my level of expertise.It does
help if you are not a complete novice, but if you are, you will learn everything you need to know
to create vector art.”



Nell, “comprehensive tomb. This book will absolutely teach you everything you need to know to
be fully competent at illustrator CS. It is useful to be quite computer literate and to have had
experience with other programmes as this definitely speeds up the learning process but even
with only basic skills you muddle through. The disc included makes manipulation of the
programme easy and encourages a systematic approach to one's progress.Overall this is a
great book that will teach you to produce the highest quality illustrations.”

Stephane Masetto, “Great deal and fast delivery.. Don't spend a fortune on £15 magazines
about Illustrator when you can have this great book for much less. Its content is a suit of
exercises helping you to master Illustrator without to much difficulties.”

M. O'callaghan, “Five Stars. Great book.”

chippy, “Excellent book. This book is ideal and has enabled me to get into illustrator in a
meaningful way and is also excellent value.”

The book by Adobe Creative Team has a rating of 5 out of 4.3. 97 people have provided
feedback.
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