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This book constitutes the refereed proceedings of the IFIP WG 8.4, 8.9, TC 5 International Cross-Domain Conference on
Availability, Reliability and Security, CD-ARES 2013, held in Regensburg, Germany, in September 2013. The 21 revised papers
presented were carefully reviewed and selected for inclusion in the volume. The papers concentrate on the many aspects of
information systems bridging the gap between research results in computer science and the many application fields. They are
organized in the following topical sections: economic, ethical, legal, multilingual, organizational and social aspects; contextoriented information integration; data/information management as a service; context-oriented information integration and locationaware computing; security and privacy; risk management and business continuity; and security and privacy and location based
applications. Also included are 15 papers from a special session on Human-Computer Interaction and Knowledge Discovery (HCIKDD 2013).
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.
Computing is transforming how we interact with music. New theories and new technologies have emerged that present fresh
challenges and novel perspectives for researchers and practitioners in music and human-computer interaction (HCI). In this
collection, the interdisciplinary field of music interaction is considered from multiple viewpoints: designers, interaction researchers,
performers, composers, audiences, teachers and learners, dancers and gamers. The book comprises both original research in
music interaction and reflections from leading researchers and practitioners in the field. It explores a breadth of HCI perspectives
and methodologies: from universal approaches to situated research within particular cultural and aesthetic contexts. Likewise, it is
musically diverse, from experimental to popular, classical to folk, including tango, laptop orchestras, composition and free
improvisation.
Esta enciclopedia presenta numerosas experiencias y discernimientos de profesionales de todo el mundo sobre discusiones y
perspectivas de la la interacción hombre-computadoras
The four-volume set LNCS 6946-6949 constitutes the refereed proceedings of the 13th IFIP TC13 International Conference on
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Human-Computer Interaction, INTERACT 2011, held in Lisbon, Portugal, in September 2011. The 49 papers included in the
second volume are organized in topical sections on health, human factors, interacting in public spaces, interacting with displays,
interaction design for developing regions, interface design, international and culural aspect of HCI, interruptions and attention,
mobile interfaces, multi-modal interfaces, multi-user interaction/cooperation, and navigation and wayfinding.
The ways in which humans communicate with one another is constantly evolving. Technology plays a large role in this evolution
via new methods and avenues of social and business interaction. Optimizing Human-Computer Interaction With Emerging
Technologies is a primary reference source featuring the latest scholarly perspectives on technological breakthroughs in user
operation and the processes of communication in the digital era. Including a number of topics such as health information
technology, multimedia, and social media, this publication is ideally designed for professionals, technology developers, and
researchers seeking current research on technology’s role in communication.
Originally published in 1989 this title provided a comprehensive and authoritative introduction to the burgeoning discipline of
human-computer interaction for students, academics, and those from industry who wished to know more about the subject.
Assuming very little knowledge, the book provides an overview of the diverse research areas that were at the time only gradually
building into a coherent and well-structured field. It aims to explain the underlying causes of the cognitive, social and
organizational problems typically encountered when computer systems are introduced. It is clear and concise, whilst avoiding the
oversimplification of important issues and ideas.
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 investigators who might approach the museum domain
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.

Fundamentals of Human-Computer Interaction aims to sensitize the systems designer to the problems faced by the user
of an interactive system. The book grew out of a course entitled ""The User Interface: Human Factors for Computerbased Systems"" which has been run annually at the University of York since 1981. This course has been attended
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primarily by systems managers from the computer industry. The book is organized into three parts. Part One focuses on
the user as processor of information with studies on visual perception; extracting information from printed and
electronically presented text; and human memory. Part Two on the use of behavioral data includes studies on how and
when to collect behavioral data; and statistical evaluation of behavioral data. Part Three deals with user interfaces. The
chapters in this section cover topics such as work station design, user interface design, and speech communication. It is
hoped that this book will be read by systems engineers and managers concerned with the design of interactive systems
as well as graduate and undergraduate computer science students. The book is also suitable as a tutorial text for certain
courses for students of Psychology and Ergonomics.
Taking a psychological perspective, this book examines the role of Human-Computer Interaction in the field of
Information Systems research. The introductory section of the book covers the basic tenets of the HCI discipline,
including how it developed and an overview of the various academic disciplines that contribute to HCI research. The
second part of the book focuses on the application of HCI to Information Systems research, and reviews ways in which
HCI techniques, methodologies and other research components have been used to date in the IS field. The third section
of the book looks at the research areas where HCI has not yet been fully exploited in relation to IS, such as broadening
user groups and user acceptance of technology. The final section of the book comprises of a set of guidelines for
students to follow when undertaking an HCI based research project. * Offers a comprehensive insight into the social
shaping of technology * Includes in depth analysis of HCI issues relating to mobile devices * Provides guidelines,
technical tips and an overview of relevant data analysis techniques to help students develop their own research projects
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
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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.
The 3-volume set LNCS 9169, 9170, 9171 constitutes the refereed proceedings of the 17th International Conference on
Human-Computer Interaction, HCII 2015, held in Los Angeles, CA, USA, in August 2015. The total of 1462 papers and
246 posters presented at the HCII 2015 conferences was carefully reviewed and selected from 4843 submissions. These
papers address the latest research and development efforts and highlight the human aspects of design and use of
computing systems. The papers in LNCS 9170 are organized in topical sections on gesture and eye-gaze based
interaction; touch-based and haptic interaction; natural user interfaces; adaptive and personalized interfaces; distributed,
migratory and multi-screen user interfaces; games and gamification; HCI in smart and intelligent environments.
Human-Computer Interaction and Beyond: Advances Towards Smart and Interconnected Environments is a 2-part book
set which presents discoveries, innovative ideas, concepts, practical solutions, and novel applications of HumanComputer Interaction (HCI) and related disciplines such as artificial intelligence, machine learning, data mining, computer
vision, and natural language processing. The book provides readers with information about HCI trends which are shaping
the future of smart, interconnected urban and industrial environments. Contributions are authored by experts and
scientists in the field of HCI and its interrelated disciplines from 8 different countries – Chile, China, Croatia, India, Iran,
Malaysia, Peru, and South Korea. The chapters of this volume present novel and state of the art research works
conducted at the intersection of HCI aimed at developing trust, increasing user acceptance, augmenting user
performance, and fostering human-technology partnerships. Chapters cover usability testing in digital healthcare
systems, user experience testing of handicapped children and assistive technologies for visually impaired users and a
gamified user experience design for learning. The volume also presents a review of twitter usability testing among Indian
users, along with specific cases of arthritis diagnostic systems, meteorological draught analysis and the role of EUPS in
improving GUI design to improve the user experience. Human-Computer Interaction and Beyond: Advances Towards
Smart and Interconnected Environments is an informative reference for scientists, researchers, and developers in both
academia and industry who wish to learn, design, implement, and apply these emerging technologies in HCI in different
sectors, with the goal of realizing futuristic technology-driven living and functional smart cities and environments.
This volume analyzes the social implications of computer interfaces.
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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.
The Human-Dimensions of Human-Computer Interaction commences a non-technical discussion about everyday
computer usage and deals with the human-dimension or social context of effective HCI. It brings forward many of the
hidden complexities of the human-dimensions of HCI, and owes to the educative nature of the techno-saga. The first
three chapters are designed to set the background for the duality of the human/machine dimensions of HCI. Chapter four
leaves the machine-side of the techno-saga to re-enter the usability context. Consequently, in this chapter people’s
techno-interactions are combined with the machine-side of the HCI equation to evaluate effective solutions that try to
achieve techno-satisfying outcomes. While it still maintains the human side, chapter five covers cognitive performance.
Chapter six becomes quite demonstrative, drawing away from the more usual linguistics to speak to the reader through a
series of metaphorical human-dimensioned HCI models. Chapter seven brings the reader back to earth to concentrate
again on the human-side of the HCI equation; this time to speak about expectations that people have in seeking technosolutions to everyday issues. Chapter eight returns the focus to the machine-side; emphasizing that a balanced approach
is necessary for achieving effective HCI, as this book would not be complete without a section for dealing with gender
and how it relates, if at all, to HCI.
Human-Computer Interaction based on human computer communication is designed for the Computer Science and Engineering
students and technological aficionados. In sync with syllabus of institutions offering the subject, the book focuses on designing the
user-centric system software, incorporating the user behaviour and mental models. It includes topics on basic software design
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process and its stages, role of computation in design, computational framework for design, and computational models of users and
systems. All concepts, laws and challenges are validated with cases studies and practical examples. The book appraises reader
with the state-of-the-art technological development, with the underlying theme that humans come first. Few Highlights from the
book: • Dedicated chapter on recent trends in the user-centric systems • Illustrative case studies on key concepts and various
user-centric devices • Covers new concepts, such as, ubiquitous area and wearable devices • Addresses issues and challenges,
both from the research and development perspective
Social platforms such as MySpace, Facebook and Twitter have rekindled the initial excitement of cyberspace. Text-based,
computer-mediated communication has been enriched with face-to-face communication such as Skype, as users move from
desktops to laptops with integrated cameras and related hardware. Age, gender and culture barriers seem to have crumbled and
disappeared as the user base widens dramatically. Other than simple statistics relating to e-mail usage, chatrooms and blog
subscriptions, we know surprisingly little about the rapid changes taking place. This book assembles leading researchers on
nonverbal communication, emotion, cognition and computer science to summarize what we know about the processes relevant to
face-to-face communication as it pertains to telecommunication, including video-conferencing. The authors take stock of what has
been learned regarding how people communicate, in person or over distance, and set the foundations for solid research helping to
understand the issues, implications and possibilities that lie ahead.
Research Methods in Human-Computer Interaction is 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
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In this book the reader will find a collection of 31 papers presenting different facets of Human Computer Interaction, the result of
research projects and experiments as well as new approaches to design user interfaces. The book is organized according to the
following main topics in a sequential order: new interaction paradigms, multimodality, usability studies on several interaction
mechanisms, human factors, universal design and development methodologies and tools.
"Originally published as Foundations and trends in human-computer interaction, volume 1, issue 1 (2007), ISSN: 1551-3955"--P.
[4] of cover.
This four-volume set LNCS 6761-6764 constitutes the refereed proceedings of the 14th International Conference on HumanComputer Interaction, HCII 2011, held in Orlando, FL, USA in July 2011, jointly with 8 other thematically similar conferences. The
revised papers presented were carefully reviewed and selected from numerous submissions. 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 papers of this volume are organized in topical sections on touchbased and haptic interaction, gaze and gesture-based interaction, voice, natural language and dialogue, novel interaction
techniques and devices, and avatars and embodied interaction.
Here is the third of a four-volume set that constitutes the refereed proceedings of the 12th International Conference on HumanComputer Interaction, HCII 2007, held in Beijing, China, in July 2007, jointly with eight other thematically similar conferences. It
covers multimodality and conversational dialogue; adaptive, intelligent and emotional user interfaces; gesture and eye gaze
recognition; and interactive TV and media.
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.

This is the first comprehensive history of human-computer interaction (HCI). Whether you are a user experience
professional or an academic researcher, whether you identify with computer science, human factors, information
systems, information science, design, or communication, you can discover how your experiences fit into the expanding
field of HCI. You can determine where to look for relevant information in other fields—and where you won’t find it. This
book describes the different fields that have participated in improving our digital tools. It is organized chronologically,
describing major developments across fields in each period. Computer use has changed radically, but many underlying
forces are constant. Technology has changed rapidly, human nature very little. An irresistible force meets an immovable
object. The exponential rate of technological change gives us little time to react before technology moves on. Patterns
and trajectories described in this book provide your best chance to anticipate what could come next. We have reached a
turning point. Tools that we built for ourselves to use are increasingly influencing how we use them, in ways that are
planned and sometimes unplanned. The book ends with issues worthy of consideration as we explore the new world that
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we and our digital partners are shaping.
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
As human life increasingly relates to and relies upon interactions with computer systems, researchers, designers,
managers and users continuously develop desires to understand the current situations and future development of human
computer interactions. Human Computer Interactions: Issues and Challenges focuses on the multidisciplinary subject of
HCI which impacts areas such as information technology, computer science, psychology, library science, education,
business and management. This book, geared toward researchers, designers, analysts and managers, reflects the most
current primary issues regarding human-computer interactive systems, by emphasizing effective design, use and
evaluation of such systems.
"This book develops new models and methodologies for describing user behavior, analyzing their needs and
expectations and thus successfully designing user friendly systems"--Provided by publisher.
HCI Models, Theories, and Frameworks provides a thorough pedagological survey of the science of Human-Computer
Interaction (HCI). HCI spans many disciplines and professions, including anthropology, cognitive psychology, computer
graphics, graphical design, human factors engineering, interaction design, sociology, and software engineering. While
many books and courses now address HCI technology and application areas, none has addressed HCI’s
multidisciplinary foundations with much scope or depth. This text fills a huge void in the university education and training
of HCI students as well as in the lifelong learning and professional development of HCI practitioners. Contributors are
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leading researchers in the field of HCI. If you teach a second course in HCI, you should consider this book. This book
provides a comprehensive understanding of the HCI concepts and methods in use today, presenting enough comparative
detail to make primary sources more accessible. Chapters are formatted to facilitate comparisons among the various HCI
models. Each chapter focuses on a different level of scientific analysis or approach, but all in an identical format,
facilitating comparison and contrast of the various HCI models. Each approach is described in terms of its roots,
motivation, and type of HCI problems it typically addresses. The approach is then compared with its nearest neighbors,
illustrated in a paradigmatic application, and analyzed in terms of its future. This book is essential reading for
professionals, educators, and students in HCI who want to gain a better understanding of the theoretical bases of HCI,
and who will make use of a good background, refresher, reference to the field and/or index to the literature. Contributors
are leading researchers in the field of Human-Comptuter Interaction Fills a major gap in current literature about the rich
scientific foundations of HCI Provides a thorough pedogological survey of the science of HCI
"This is a comprehensive book on Human Computer Interaction and Web design focusing on various areas of research
including theories, analysis, design and evaluation. It is not a book on web programming; it provides methods derived
from research to help develop more user-friendly websites. It highlights the social and cultural issues in web design for a
wider audience"--Provided by publisher.
Over the past century, educational psychologists and researchers have posited many theories to explain how individuals
learn, i.e. how they acquire, organize and deploy knowledge and skills. The 20th century can be considered the century
of psychology on learning and related fields of interest (such as motivation, cognition, metacognition etc.) and it is
fascinating to see the various mainstreams of learning, remembered and forgotten over the 20th century and note that
basic assumptions of early theories survived several paradigm shifts of psychology and epistemology. Beyond folk
psychology and its naïve theories of learning, psychological learning theories can be grouped into some basic categories,
such as behaviorist learning theories, connectionist learning theories, cognitive learning theories, constructivist learning
theories, and social learning theories. Learning theories are not limited to psychology and related fields of interest but
rather we can find the topic of learning in various disciplines, such as philosophy and epistemology, education,
information science, biology, and – as a result of the emergence of computer technologies – especially also in the field of
computer sciences and artificial intelligence. As a consequence, machine learning struck a chord in the 1980s and
became an important field of the learning sciences in general. As the learning sciences became more specialized and
complex, the various fields of interest were widely spread and separated from each other; as a consequence, even
presently, there is no comprehensive overview of the sciences of learning or the central theoretical concepts and
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vocabulary on which researchers rely. The Encyclopedia of the Sciences of Learning provides an up-to-date, broad and
authoritative coverage of the specific terms mostly used in the sciences of learning and its related fields, including
relevant areas of instruction, pedagogy, cognitive sciences, and especially machine learning and knowledge engineering.
This modern compendium will be an indispensable source of information for scientists, educators, engineers, and
technical staff active in all fields of learning. More specifically, the Encyclopedia provides fast access to the most relevant
theoretical terms provides up-to-date, broad and authoritative coverage of the most important theories within the various
fields of the learning sciences and adjacent sciences and communication technologies; supplies clear and precise
explanations of the theoretical terms, cross-references to related entries and up-to-date references to important research
and publications. The Encyclopedia also contains biographical entries of individuals who have substantially contributed to
the sciences of learning; the entries are written by a distinguished panel of researchers in the various fields of the
learning sciences.
"This book is a manual for the novice-Human Computer Interaction (HCI) designer. It compares and contrasts online
business training programs with e-Learning in the higher education sector and provides a range of positive outcomes for
linking information management techniques, which exploit the educational benefits of Web-mediated learning in computer
supported collaborative learning"--Provided by publisher.
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
conference proceedings.
Human-Computer Interaction: An Empirical Research Perspective is the definitive guide to empirical research in HCI. The
book begins with foundational topics including historical context, the human factor, interaction elements, and the
fundamentals of science and research. From there, you'll progress to learning about the methods for conducting an
experiment to evaluate a new computer interface or interaction technique. There are detailed discussions and how-to
analyses on models of interaction, focusing on descriptive models and predictive models. Writing and publishing a
research paper is explored with helpful tips for success. Throughout the book, you'll find hands-on exercises, checklists,
and real-world examples. This is your must-have, comprehensive guide to empirical and experimental research in
HCI—an essential addition to your HCI library. Master empirical and experimental research with this comprehensive, A-toPage 10/12
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Z guide in a concise, hands-on reference Discover the practical and theoretical ins-and-outs of user studies Find
exercises, takeaway points, and case studies throughout
Academic Paper from the year 2019 in the subject Computer Science - General, grade: 4.0, , language: English, abstract:
This review describes or analyses the trends and best practices in Human Computer Interaction and Computer Vision.
Human-Computer Interaction (HCI) is a computer user interface which the user of the system works with to achieve their
given tasks and sees the system in use. Information Technology (IT) is essentially an integrated person-machine system
that provides information support operations, management and decision-making. Human Computer Interaction (HCI)
focuses on the interactions between human and computer systems to achieve the IT system functionality, user
experience, usability, the support of user interaction effectiveness. Users are increasingly preferring the use of online
business systems and so are becoming intolerant of systems which are not user friendly. The human factor is an attribute
(physical or cognitive) which is specific to people that use a system and how it influences the normal operations of the
system as well as the achievement of human-environment equilibriums. Surface technology eliminates input/output
devices through a touch sensitive feature which plays the role of input/output devices as a result of the merger between
the physical and the virtual world. Through surface technology, the user eliminates the use of GUI mediums and reduces
the gap between the physical and the virtual world.There are two classes of surface technology, one for the display and
the other one which uses a touch sensitive mechanism for the interpretation of user signals. New approaches and
methods are now needed in HCI to equip researchers with a better understanding of designing interactive systems.
There are new interactive possibilities to be explored in audio-based mobile technology. The increasing popularity of
smartphones has proved the portability, adaptability and ‘always on’ capability of geo-locative interactive systems. HCI
bridges the gap between humans and computing devices with respect to observation of interactions, analysis of the
involved interactions and the the human consequences of the interaction. The focus of HCI is the practice of usability
which includes look-and-feel features, appeal, utility, efficiency, effectiveness and safety.
The four-volume set LNCS 9296-9299 constitutes the refereed proceedings of the 15th IFIP TC13 International
Conference on Human-Computer Interaction, INTERACT 2015, held in Bamberg, Germany, in September 2015. The 43
papers included in the third volume are organized in topical sections on HCI for global software development; HCI in
healthcare; HCI studies; human-robot interaction; interactive tabletops; mobile and ubiquitous interaction; multi-screen
visualization and large screens; participatory design; pointing and gesture interaction; and social interaction.
This is an ideal resource for learning the interdisciplinary skills needed for interaction design, human computer
interaction, information design, web design and ubiquitous computing. This text offers a cross-disciplinary, practical and
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process-oriented introduction to the field, showing not just what principles ought to apply to interaction design, but
crucially how they can be applied.
"This book identifies the emerging research areas in Human Computer Interaction and discusses the current state of the
art in these areas"--Provided by publisher.
Human Computer Interaction (HCI) has its roots in the main areas of industrial engineering, human factors and cognitive
psychology with the focus on the development of user-friendly IT. Traditionally, the research in this area has emphasised
the technological aspect of this relationship (the Computer). More recently, other aspects concerning the organizational,
social and human context also began to be considered (the Human). Today, one can say that any attempt to facilitate the
relationship between the machine and the user must consider not only the technological perspective (e.g., promote the
usability) but also, for instance, the way the user is going to use the technology and his or her purpose as well as the
social and cultural context of this use (the Human and the Computer).
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