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Research Methods in Human-Computer Interaction
Esta enciclopedia presenta numerosas experiencias y discernimientos de profesionales de todo el mundo sobre discusiones
y perspectivas de la la interacción hombre-computadoras

Visual Approaches to Cognitive Education With Technology Integration
This book constitutes the thoroughly refereed proceedings of the 9th International Conference on Intelligent Human
Computer Interaction, IHCI 2017, held in Evry, France, in December 2017. The 15 papers presented together with three
invited papers were carefully reviewed and selected from 25 submissions. The conference is forum for the presentation of
technological advances and research results at the crossroads of human-computer interaction, artificial intelligence, signal
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Human-computer Interaction, INTERACT '99
Work practices and organizational processes vary widely and evolve constantly. The technological infrastructure has to
follow, allowing or even supporting these changes. Traditional approaches to software engineering reach their limits
whenever the full spectrum of user requirements cannot be anticipated or the frequency of changes makes software
reengineering cycles too clumsy to address all the needs of a specific field of application. Moreover, the increasing
importance of ‘infrastructural’ aspects, particularly the mutual dependencies between technologies, usages, and domain
competencies, calls for a differentiation of roles beyond the classical user–designer dichotomy. End user development (EUD)
addresses these issues by offering lightweight, use-time support which allows users to configure, adapt, and evolve their
software by themselves. EUD is understood as a set of methods, techniques, and tools that allow users of software systems
who are acting as non-professional software developers to 1 create, modify, or extend a software artifact. While
programming activities by non-professional actors are an essential focus, EUD also investigates related activities such as
collective understanding and sense-making of use problems and solutions, the interaction among end users with regard to
the introduction and diffusion of new configurations, or delegation patterns that may also partly involve professional
designers.

Human Work Interaction Design: Designing for Human Work
"This volume presents a selection of the contributions to the Seventh Workshop on Informatics and Psychology. The theme
of the workshop was Visualization in Human-Computer Interaction. Visualization is nowadays recognized as an important
aspect of user-oriented human-computer interfaces. Both informatics and psychology are concerned with this topic. In
informatics, the technology is being developed which makes visualization and interaction based on visual concepts feasible.
Another important trend in informatics is the development of prototypical solutions. Visual programming, visual languages,
graphical interfaces, visual representations and many other keywords characterize current efforts in this field. Psychologists
are working on the question of how people represent knowledge visually and how they can take advantage of visual
representations when solving tasks."--PUBLISHER'S WEBSITE.

The Charisma Machine
The three-volume set LNCS 10277-10279 constitutes the refereed proceedings of the11th International Conference on
Universal Access in Human-Computer Interaction, UAHCI 2017, held as part of the 19th International Conference on HumanPage 2/15
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conferences. The total of 1228 papers presented at the HCII 2017 conferences were carefully reviewed and selected from
4340 submissions. The papers included in the three UAHCI 2017 volumes address the following major topics: Design for All
Methods and Practice; Accessibility and Usability Guidelines and Evaluation; User and Context Modelling and Monitoring and
Interaction Adaptation; Design for Children; Sign Language Processing; Universal Access to Virtual and Augmented Reality;
Non Visual and Tactile Interaction; Gesture and Gaze-Based Interaction; Universal Access to Health and Rehabilitation;
Universal Access to Education and Learning; Universal Access to Mobility; Universal Access to Information and Media; and
Design for Quality of Life Technologies.

Introduction to Information Visualization
Activity theory -- a conceptual framework originally developed by Aleksei Leontiev -- has its roots in the socio-cultural
tradition in Russian psychology. The foundational concept of the theory is human activity, which is understood as
purposeful, mediated, and transformative interaction between human beings and the world. Since the early 1990s, activity
theory has been a visible landmark in the theoretical landscape of Human-Computer Interaction (HCI). Along with some
other frameworks, such as distributed cognition and phenomenology, it established itself as a leading post-cognitivist
approach in HCI and interaction design. In this book we discuss the conceptual foundations of activity theory and its
contribution to HCI research. After making the case for theory in HCI and briefly discussing the contribution of activity
theory to the field (Chapter One) we introduce the historical roots, main ideas, and principles of activity theory (Chapter
Two). After that we present in-depth analyses of three issues which we consider of special importance to current
developments in HCI and interaction design, namely: agency (Chapter Three), experience (Chapter Four), and activitycentric computing (Chapter Five). We conclude the book with reflections on challenges and prospects for further
development of activity theory in HCI (Chapter Six). Table of Contents: Introduction: Activity theory and the changing face
of HCI / Basic concepts and principles of activity theory / Agency / Activity and experience / Activity-centric computing /
Activity theory and the development of HCI

Jane's International Defense Review
This book covers the proceedings of INTERACT 2001 held in Tokyo, Japan, July 2001. The conference covers humancomputer interaction and topics presented include: interaction design, usability, novel interface devices, computer
supported co-operative works, visualization, and virtual reality. The papers presented in this book should appeal to students
and professionals who wish to understand multimedia technologies and human-computer interaction.
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The Human-Computer Interaction Handbook
This textbook brings together both new and traditional research methods in Human Computer Interaction (HCI). Research
methods include interviews and observations, ethnography, grounded theory and analysis of digital traces of behavior.
Readers will gain an understanding of the type of knowledge each method provides, its disciplinary roots and how each
contributes to understanding users, user behavior and the context of use. The background context, clear explanations and
sample exercises make this an ideal textbook for graduate students, as well as a valuable reference for researchers and
practitioners. 'It is an impressive collection in terms of the level of detail and variety.' (M. Sasikumar, ACM Computing
Reviews #CR144066)

Proceedings of ICLS 2006
This full-color text shows readers how to transform data into something meaningful - information. It is meant for anyone
interested in the art and science of communicating data to others. Drawing on the author’s years of practice and teaching,
it bridges the two worlds in ways everyone can participate in and appreciate the beautiful in information.

Handbook of Human-Computer Interaction
Exploitation of Information and Communications Technologies (ICT) is critical to building the Knowledge Economy. This work
brings together a comprehensive collection of contributions on commercial, government or societal exploitation of the
Internet and ICT, representing research and practical eAdoption from Africa, the Americas, Asia, and Europe.

Building Successful Online Communities
Museums have been a domain of study and design intervention for Human-Computer Interaction (HCI) for several decades.
However, while resources providing overviews on the key issues in the scholarship have been produced in the fields of
museum and visitor studies, no such resource as yet existed within HCI. This book fills this gap and covers key issues
regarding the study and design of HCIs in museums. Through an on-site focus, the book examines how digital interactive
technologies impact and shape galleries, exhibitions, and their visitors. It consolidates the body of work in HCI conducted in
the heritage field and integrates it with insights from related fields and from digital heritage practice. Processes of HCI
design and evaluation approaches for museums are also discussed. This book draws from the authors' extensive knowledge
of case studies as well as from their own work to provide examples, reflections, and illustrations of relevant concepts and
problems. This book is designed for students and early career researchers in HCI or Interaction Design, for more seasoned
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for the first time, and for researchers and practitioners in related
fields such as heritage and museum studies or visitor studies. Designers who might wish to understand the HCI perspective
on visitor-facing interactive technologies may also find this book useful.

Interaction for Visualization
The four-volume set LNCS 6946-6949 constitutes the refereed proceedings of the 13th IFIP TC13 International Conference
on Human-Computer Interaction, INTERACT 2011, held in Lisbon, Portugal, in September 2011. The 47 papers included in
the first volume are organized in topical sections on accessibility, affective HCI, computer-mediated communication,
computer-supported cooperative work, evaluation, finding and retrieving, fun/aesthetic design, gestures, and HCI in the
classroom.

HCI Theory
The world population is expected to increase exponentially within the next decade, which means that the food demand will
increase and so will waste production. The increasing demand for food as well as changes in consumption habits have led to
the greater availability and variety of food with a longer shelf life. However, there is a need for effective food waste
management and food preservation as wasted food leads to overutilization of water and fossil fuels and increasing
greenhouse gas emissions from the degradation of food. The Research Anthology on Food Waste Reduction and Alternative
Diets for Food and Nutrition Security explores methods for reducing waste and cutting food loss in order to help the
environment and support local communities as well as solve issues including that of land space. It also provides vital
research on the development of plant-based foods, meat-alternative diets, and nutritional outcomes. Highlighting a range of
topics such as agricultural production, food supply chains, and sustainable diets, this publication is an ideal reference
source for policymakers, sustainable developers, politicians, ecologists, environmentalists, corporate executives, farmers,
and academicians seeking current research on food and nutrition security.

Data Insights
The 3-volume set LNCS 9731, 9732, and 9733 constitutes the refereed proceedings of the 18th International Conference on
Human-Computer Interaction, HCII 2016, held in Toronto, ON, Canada, in July 2016. The total of 1287 papers and 186
posters presented at the HCII 2016 conferences and were carefully reviewed and selected from 4354 submissions. 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 volumes constituting the full 27-volume set of the
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End-User Development
This book constitutes the referred proceedings of the First IFIP WG 13.7 International Workshop on Human Aspects of
Visualization, HCIV 2009, held in Uppsala, Sweden, in August 2009, as a satellite workshop of INTERACT 2009. The 11
revised full papers presented were carefully reviewed and selected from numerous submissions. These articles in this book
give an overview of important issues concerning human-computer interaction and information visualization. They highlight
the research required to understand what aspects of analysis match human capabilities most closely and how interactive
visual support should be designed and adapted to make optimal use of human capabilities in terms of information
perception and processing.

Computational Modelling of Masonry, Brickwork and Blockwork Structures
Human-computer Interaction
Research Anthology on Food Waste Reduction and Alternative Diets for Food and Nutrition
Security
This book records the very first Working Conference of the newly established IFIP Working Group on Human-Work
Interaction Design, which was hosted by the University of Madeira in 2006. The theme of the conference was on
synthesizing work analysis and design sketching, with a particular focus on how to read design sketches within different
approaches to analysis and design of human-work interaction. Authors were encouraged to submit papers about design
sketches - for interfaces, for organizations of work etc. - that they themselves had worked on. During the conference, they
presented the lessons they had learnt from the design and evaluation process, citing reasons for why the designs worked or
why they did not work. Researchers, designers and analysts in this way confronted concrete design problems in complex
work domains and used this unique opportunity to share their own design problems and solutions with the community. To
successfully practice and do research within Human - Work Interaction Design requires a high level of personal skill, which
the conference aimed at by confronting designers and work analysts and those whose research is both analysis and design.
They were asked to collaborate in small groups about analysis and solutions to a common design problem.
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Human Computer Interaction
How insights from the social sciences, including social psychology and economics, can improve the design of online
communities. Online communities are among the most popular destinations on the Internet, but not all online communities
are equally successful. For every flourishing Facebook, there is a moribund Friendster—not to mention the scores of smaller
social networking sites that never attracted enough members to be viable. This book offers lessons from theory and
empirical research in the social sciences that can help improve the design of online communities. The authors draw on the
literature in psychology, economics, and other social sciences, as well as their own research, translating general findings
into useful design claims. They explain, for example, how to encourage information contributions based on the theory of
public goods, and how to build members' commitment based on theories of interpersonal bond formation. For each design
claim, they offer supporting evidence from theory, experiments, or observational studies.

Interacting with Presence
This book critically reflects on current statistical methods used in Human-Computer Interaction (HCI) and introduces a
number of novel methods to the reader. Covering many techniques and approaches for exploratory data analysis including
effect and power calculations, experimental design, event history analysis, non-parametric testing and Bayesian inference;
the research contained in this book discusses how to communicate statistical results fairly, as well as presenting a general
set of recommendations for authors and reviewers to improve the quality of statistical analysis in HCI. Each chapter
presents [R] code for running analyses on HCI examples and explains how the results can be interpreted. Modern Statistical
Methods for HCI is aimed at researchers and graduate students who have some knowledge of “traditional” null hypothesis
significance testing, but who wish to improve their practice by using techniques which have recently emerged from
statistics and related fields. This book critically evaluates current practices within the field and supports a less rigid,
procedural view of statistics in favour of fair statistical communication.

Human-Computer Interaction
The effectiveness of the user-computer interface has become increasingly important as computer systems have become
useful tools for persons not trained in computer science. In fact, the interface is often the most important factor in the
success or failure of any computer system. Dealing with the numerous subtly interrelated issues and technical, behavioral,
and aesthetic considerations consumes a large and increasing share of development time and a corresponding percentage
of the total code for any given application. A revision of one of the most successful books on human-computer interaction,
this compilation gives students, researchers, and practitioners an overview of the significant concepts and results in the
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research papers and case studies with synthesizing survey material and analysis by the editors. It is significantly
reorganized, updated, and enhanced; over 90% of the papers are new. An invaluable resource for systems designers,
cognitive scientists, computer scientists, managers, and anyone concerned with the effectiveness of user-computer
interfaces, it is also designed for use as a primary or supplementary text for graduate and advanced undergraduate courses
in human-computer interaction and interface design. Human computer interaction--historical, intellectual, and social
Developing interactive systems, including design, evaluation methods, and development tools The interaction experience,
through a variety of sensory modalities including vision, touch, gesture, audition, speech, and language Theories of
information processing and issues of human-computer fit and adaptation

Intelligent Human Computer Interaction
Here is the first of a four-volume set that constitutes the refereed proceedings of the 12th International Conference on
Human-Computer Interaction, HCII 2007, held in Beijing, China, jointly with eight other thematically similar conferences. It
covers interaction design: theoretical issues, methods, techniques and practice; usability and evaluation methods and tools;
understanding users and contexts of use; and models and patterns in HCI.

Modern Statistical Methods for HCI
Bridging Between Cultural Heritage Institutions
The experience of using and interacting with the newest Virtual Reality and computing technologies is profoundly affected
by the extent to which we feel ourselves to be really ‘present’ in computer-generated and -mediated augmented worlds.
This feeling of 'Presence’, of “being inside the mediated world”, is key to understanding developments in applications such
as interactive entertainment, gaming, psychotherapy, education, scientific visualisation, sports training and rehabilitation,
and many more. This edited volume, featuring contributions from internationally renowned scholars, provides a
comprehensive introduction to and overview of the topic of mediated presence - or ‘tele-presence’ - and of the emerging
field of presence research. It is intended for researchers and graduate students in human-computer interaction, cognitive
science, psychology, cyberpsychology and computer science, as well as for experienced professionals from the ICT industry.
The editors are all well-known professional researchers in the field: Professor Giuseppe Riva from the Catholic University of
Milan, Italy; Professor John Waterworth from Umeå University, Sweden; Dianne Murray, an HCI Consultant and editor of the
journal “Interacting with Computers”.
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Activity Theory in HCI
Interaction Design
This volume constitutes the refereed post-workshop proceedings of two IFIP WG 13.7 workshops on Human-Computer
Interaction and Visualization: the 7th HCIV Workshop on Non-formal Modelling for Interaction Design, held at the 29th
European Conference on Cognitive Ergonomics, ECCE 2011, in Rostock, Germany, in August 2011 and the 8th HCIV
Workshop on HCI and Visualization, held at the 13th IFIP TC 13 Conference on Human-Computer Interaction, INTERACT
2011, in Lisbon, Portugal, in September 2011. The 15 revised papers presented were carefully reviewed and selected for
inclusion in this volume. They cover a wide range of topics in the fields of non-formal modeling, visualization and HCI and
provide visions from researchers working at or across the borders between these domains that may help develop a holistic
cross-discipline.

Brain-Computer Interfaces
Data Insights: New Ways to Visualize and Make Sense of Data offers thought-provoking insights into how visualization can
foster a clearer and more comprehensive understanding of data. The book offers perspectives from people with different
backgrounds, including data scientists, statisticians, painters, and writers. It argues that all data is useless, or misleading, if
we do not know what it means. Organized into seven chapters, the book explores some of the ways that data visualization
and other emerging approaches can make data meaningful and therefore useful. It also discusses some fundamental ideas
and basic questions in the data lifecycle; the process of interactions between people, data, and displays that lead to better
questions and more useful answers; and the fundamentals, origins, and purposes of the basic building blocks that are used
in data visualization. The reader is introduced to tried and true approaches to understanding users in the context of user
interface design, how communications can get distorted, and how data visualization is related to thinking machines. Finally,
the book looks at the future of data visualization by assessing its strengths and weaknesses. Case studies from business
analytics, healthcare, network monitoring, security, and games, among others, as well as illustrations, thought-provoking
quotes, and real-world examples are included. This book will prove useful to computer professionals, technical marketing
professionals, content strategists, Web and product designers, and researchers. Demonstrates, with a variety of case
studies, how visualizations can foster a clearer and more comprehensive understanding of data Answers the question, "How
can data visualization help me?" with discussions of how it fits into a wide array of purposes and situations Makes the case
that data visualization is not just about technology; it also involves a deeply human process
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Visualization in Human-computer Interaction
A fascinating examination of technological utopianism and its complicated consequences. In The Charisma Machine, Morgan
Ames chronicles the life and legacy of the One Laptop per Child project and explains why—despite its failures—the same
utopian visions that inspired OLPC still motivate other projects trying to use technology to “disrupt” education and
development. Announced in 2005 by MIT Media Lab cofounder Nicholas Negroponte, One Laptop per Child promised to
transform the lives of children across the Global South with a small, sturdy, and cheap laptop computer, powered by a hand
crank. In reality, the project fell short in many ways—starting with the hand crank, which never materialized. Yet the project
remained charismatic to many who were captivated by its claims of access to educational opportunities previously out of
reach. Behind its promises, OLPC, like many technology projects that make similarly grand claims, had a fundamentally
flawed vision of who the computer was made for and what role technology should play in learning. Drawing on fifty years of
history and a seven-month study of a model OLPC project in Paraguay, Ames reveals that the laptops were not only
frustrating to use, easy to break, and hard to repair, they were designed for “technically precocious boys”—idealized
younger versions of the developers themselves—rather than the children who were actually using them. The Charisma
Machine offers a cautionary tale about the allure of technology hype and the problems that result when utopian dreams
drive technology development.

Human Aspects of Visualization
Visualization has become a valuable means for data exploration and analysis. Interactive visualization combines expressive
graphical representations and effective user interaction. Although interaction is an important component of visualization
approaches, much of the visualization literature tends to pay more attention to the graphical representation than to
interaction. The goal of this work is to strengthen the interaction side of visualization. Based on a brief review of general
aspects of interaction, we develop an interaction-oriented view on visualization. This view comprises five key aspects: the
data, the tasks, the technology, the human, as well as the implementation. Picking up these aspects individually, we
elaborate several interaction methods for visualization. We introduce a multi-threading architecture for efficient interactive
exploration. We present interaction techniques for different types of data e.g., multivariate data, spatio-temporal data,
graphs) and different visualization tasks (e.g., exploratory navigation, visual comparison, visual editing). With respect to
technology, we illustrate approaches that utilize modern interaction modalities (e.g., touch, tangibles, proxemics) as well as
classic ones. While the human is important throughout this work, we also consider automatic methods to assist the
interactive part. In addition to solutions for individual problems, a major contribution of this work is the overarching view of
interaction in visualization as a whole. This includes a critical discussion of interaction, the identification of links between
the key aspects of interaction, and the formulation of research topics for future work with a focus on interaction.
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Human-Computer Interaction. Interaction Design and Usability
This book constitutes the thoroughly refereed proceedings of the 9th Italian Research Conference on Digital Libraries, held
in Rome, Italy, in January/February 2013. The 18 full papers presented together with an invited paper and a panel paper
were selected from extended versions of the presentations given at the conference. The papers then went through an
additional round of reviewing and revision after the event. The papers are organized in topical sections on information
access; Digital Library (DL) architecture; DL projects; semantics and DLs; models and evaluation for DLs; DL applications;
discussing DL perspectives.

Universal Access in Human–Computer Interaction. Human and Technological Environments
Defines the psychology of human-computer interaction, showing how to span the gap between science & application.
Studies the behavior of users in interacting with computer systems.

Ways of Knowing in HCI
For generations, humans have fantasized about the ability to create devices that can see into a person’s mind and
thoughts, or to communicate and interact with machines through thought alone. Such ideas have long captured the
imagination of humankind in the form of ancient myths and modern science fiction stories. Recent advances in cognitive
neuroscience and brain imaging technologies have started to turn these myths into a reality, and are providing us with the
ability to interface directly with the human brain. This ability is made possible through the use of sensors that monitor
physical processes within the brain which correspond with certain forms of thought. Brain-Computer Interfaces: Applying
our Minds to Human-Computer Interaction broadly surveys research in the Brain-Computer Interface domain. More
specifically, each chapter articulates some of the challenges and opportunities for using brain sensing in Human-Computer
Interaction work, as well as applying Human-Computer Interaction solutions to brain sensing work. For researchers with
little or no expertise in neuroscience or brain sensing, the book provides background information to equip them to not only
appreciate the state-of-the-art, but also ideally to engage in novel research. For expert Brain-Computer Interface
researchers, the book introduces ideas that can help in the quest to interpret intentional brain control and develop the
ultimate input device. It challenges researchers to further explore passive brain sensing to evaluate interfaces and feed into
adaptive computing systems. Most importantly, the book will connect multiple communities allowing research to leverage
their work and expertise and blaze into the future.

Encyclopedia of Human Computer Interaction
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This Handbook is concerned with principles of human factors engineering for design of the human-computer interface. It
has both academic and practical purposes; it summarizes the research and provides recommendations for how the
information can be used by designers of computer systems. The articles are written primarily for the professional from
another discipline who is seeking an understanding of human-computer interaction, and secondarily as a reference book for
the professional in the area, and should particularly serve the following: computer scientists, human factors engineers,
designers and design engineers, cognitive scientists and experimental psychologists, systems engineers, managers and
executives working with systems development. The work consists of 52 chapters by 73 authors and is organized into seven
sections. In the first section, the cognitive and information-processing aspects of HCI are summarized. The following group
of papers deals with design principles for software and hardware. The third section is devoted to differences in performance
between different users, and computer-aided training and principles for design of effective manuals. The next part presents
important applications: text editors and systems for information retrieval, as well as issues in computer-aided engineering,
drawing and design, and robotics. The fifth section introduces methods for designing the user interface. The following
section examines those issues in the AI field that are currently of greatest interest to designers and human factors
specialists, including such problems as natural language interface and methods for knowledge acquisition. The last section
includes social aspects in computer usage, the impact on work organizations and work at home.

Readings in Human-Computer Interaction
"This reference book penetrates the human computer interaction (HCI) field a wide variety of comprehensive research
papers aimed at expanding the knowledge of HCI"--Provided by publisher.

The Psychology of Human-Computer Interaction
Within the growing world of social media and computer technology, it is important to facilitate collaborative knowledge
building through the utilization of visual literacy, decision-making, abstract thinking, and creativity in the application of
scientific teaching. Visual Approaches to Cognitive Education With Technology Integration is a critical scholarly resource
that presents discussions on cognitive education pertaining to particular scientific fields, music, digital art, programming,
computer graphics, and new media. Highlighting relevant topics such as educational visualization, art and technology
integration, online learning, and multimedia technology, this book is geared towards educators, students, and researchers
seeking current research on the integration of new visual education methods and technologies.

Human-Computer Interaction. Novel User Experiences
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a comprehensive guide to performing research and is essential
reading for both quantitative and qualitative methods. Since the first edition was published in 2009, the book has been
adopted for use at leading universities around the world, including Harvard University, Carnegie-Mellon University, the
University of Washington, the University of Toronto, HiOA (Norway), KTH (Sweden), Tel Aviv University (Israel), and many
others. Chapters cover a broad range of topics relevant to the collection and analysis of HCI data, going beyond
experimental design and surveys, to cover ethnography, diaries, physiological measurements, case studies, crowdsourcing,
and other essential elements in the well-informed HCI researcher's toolkit. Continual technological evolution has led to an
explosion of new techniques and a need for this updated 2nd edition, to reflect the most recent research in the field and
newer trends in research methodology. This Research Methods in HCI revision contains updates throughout, including more
detail on statistical tests, coding qualitative data, and data collection via mobile devices and sensors. Other new material
covers performing research with children, older adults, and people with cognitive impairments. Comprehensive and updated
guide to the latest research methodologies and approaches, and now available in EPUB3 format (choose any of the ePub or
Mobi formats after purchase of the eBook). Expanded discussions of online datasets, crowdsourcing, statistical tests, coding
qualitative data, laws and regulations relating to the use of human participants, and data collection via mobile devices and
sensors New material on performing research with children, older adults, and people with cognitive impairments, two new
case studies from Google and Yahoo!, and techniques for expanding the influence of your research to reach non-researcher
audiences, including software developers and policymakers

Building Bridges: HCI, Visualization, and Non-formal Modeling
Provides a review of techniques for modelling masonry, brickwork and blockwork structures.

Human-Computer Interactions in Museums
This second edition of The Human-Computer Interaction Handbook provides an updated, comprehensive overview of the
most important research in the field, including insights that are directly applicable throughout the process of developing
effective interactive information technologies. It features cutting-edge advances to the scientific

Human-Computer Interaction -- INTERACT 2011
This volume presents the proceedings of the Fourth East-West Conference on Human-Computer Interaction, EWHCI '94,
held in St. Petersburg, Russia in August 1994. One of the main objectives of EWHCI is to foster professional and personal
contacts between researchers in the former Soviet Union and researchers from the rest of the world. The volume contains
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three basic themes: theoretical and empirical underpinnings of HCI, implemented systems, and the relationship of HCI to
other fields. The papers are organized in sections on foundations of HCI, empirical studies and applications, environments,
architectures, learning and teaching, and hypertext.

Innovation and the Knowledge Economy
Theory is the bedrock of many sciences, providing a rigorous method to advance knowledge, through testing and falsifying
hypotheses about observable phenomena. To begin with, the nascent field of HCI followed the scientific method borrowing
theories from cognitive science to test theories about user performance at the interface. But HCI has emerged as an
eclectic interdiscipline rather than a well-defined science. It now covers all aspects of human life, from birth to
bereavement, through all manner of computing, from device ecologies to nano-technology. It comes as no surprise that the
role of theory in HCI has also greatly expanded from the early days of scientific testing to include other functions such as
describing, explaining, critiquing, and as the basis for generating new designs. The book charts the theoretical
developments in HCI, both past and present, reflecting on how they have shaped the field. It explores both the rhetoric and
the reality: how theories have been conceptualized, what was promised, how they have been used and which has made the
most impact in the field -- and the reasons for this. Finally, it looks to the future and asks whether theory will continue to
have a role, and, if so, what this might be. Table of Contents: Introduction / The Backdrop to HCI Theory / The Role and
Contribution of Theory in HCI / Classical Theories / Modern Theories / Contemporary Theory / Discussion / Summary
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