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Human-Computer Interaction
This groundbreaking book defines the emerging field of information visualization
and offers the first-ever collection of the classic papers of the discipline, with
introductions and analytical discussions of each topic and paper. The authors'
intention is to present papers that focus on the use of visualization to discover
relationships, using interactive graphics to amplify thought. This book is intended
for research professionals in academia and industry; new graduate students and
professors who want to begin work in this burgeoning field; professionals involved
in financial data analysis, statistics, and information design; scientific data
managers; and professionals involved in medical, bioinformatics, and other areas.
Features Full-color reproduction throughout Author power team - an exciting and
timely collaboration between the field's pioneering, most-respected names The
only book on Information Visualization with the depth necessary for use as a text
or as a reference for the information professional Text includes the classic source
papers as well as a collection of cutting edge work

Developing User Interfaces
The New ABCs of Research
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User Interface Design and Evaluation provides an overview of the user-centered
design field. It illustrates the benefits of a user-centered approach to the design of
software, computer systems, and websites. The book provides clear and practical
discussions of requirements gathering, developing interaction design from user
requirements, and user interface evaluation. The book's coverage includes
established HCI topics—for example, visibility, affordance, feedback, metaphors,
mental models, and the like—combined with practical guidelines for contemporary
designs and current trends, which makes for a winning combination. It provides a
clear presentation of ideas, illustrations of concepts, using real-world applications.
This book will help readers develop all the skills necessary for iterative usercentered design, and provides a firm foundation for user interface design and
evaluation on which to build. It is ideal for seasoned professionals in user interface
design and usability engineering (looking for new tools with which to expand their
knowledge); new people who enter the HCI field with no prior educational
experience; and software developers, web application developers, and information
appliance designers who need to know more about interaction design and
evaluation. Co-published by the Open University, UK. Covers the design of
graphical user interfaces, web sites, and interfaces for embedded systems. Full
color production, with activities, projects, hundreds of illustrations, and industrial
applications.

Designing the User Interface
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This substantial revision expands upon the first edition's broad coverage of key
topics in the field of user interface design. The second edition highlights major
issues in human factors, and combines descriptions of theoretical underpinnings
with practical applications.

Human-Centered Software Engineering
The 13th International Conference on Human–Computer Interaction, HCI Intertional 2009, was held in San Diego, California, USA, July 19–24, 2009, jointly with
the Symposium on Human Interface (Japan) 2009, the 8th International Conference
on Engineering Psychology and Cognitive Ergonomics, the 5th International
Conference on Universal Access in Human–Computer Interaction, the Third
International Conf- ence on Virtual and Mixed Reality, the Third International
Conference on Internati- alization, Design and Global Development, the Third
International Conference on Online Communities and Social Computing, the 5th
International Conference on Augmented Cognition, the Second International
Conference on Digital Human Mod- ing, and the First International Conference on
Human Centered Design. A total of 4,348 individuals from academia, research
institutes, industry and gove- mental agencies from 73 countries submitted
contributions, and 1,397 papers that were judged to be of high scientific quality
were included in the program. These papers - dress the latest research and
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development efforts and highlight the human aspects of design and use of
computing systems. The papers accepted for presentation thoroughly cover the
entire field of human–computer interaction, addressing major advances in the
knowledge and effective use of computers in a variety of application areas.

Designing the User Interface
The much-anticipated fifth edition of Designing the User Interface provides a
comprehensive, authoritative introduction to the dynamic field of human-computer
interaction (HCI). Students and professionals learn practical principles and
guidelines needed to develop high quality interface designs–ones that users can
understand, predict, and control. It covers theoretical foundations, and design
processes such as expert reviews and usability testing. Numerous examples of
direct manipulation, menu selection, and form fill-in give readers an understanding
of excellence in design The new edition provides updates on current HCI topics
with balanced emphasis on mobile devices, Web, and desktop platforms. It
addresses the profound changes brought by user-generated content of text, photo,
music, and video and the raised expectations for compelling user experiences.

Leonardo's Laptop
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For courses in Human-Computer Interaction The Sixth Edition of Designing the User
Interface provides a comprehensive, authoritative, and up-to-date introduction to
the dynamic field of human-computer interaction (HCI) and user experience (UX)
design. This classic book has defined and charted the astonishing evolution of user
interfaces for three decades. Students and professionals learn practical principles
and guidelines needed to develop high quality interface designs that users can
understand, predict, and control. The book covers theoretical foundations and
design processes such as expe.

Interaction Design
This is the eBook of the printed book and may not include any media, website
access codes, or print supplements that may come packaged with the bound book.
The much-anticipated fifth edition of Designing the User Interface provides a
comprehensive, authoritative introduction to the dynamic field of human-computer
interaction (HCI). Students and professionals learn practical principles and
guidelines needed to develop high quality interface designs—ones that users can
understand, predict, and control. It covers theoretical foundations, and design
processes such as expert reviews and usability testing. Numerous examples of
direct manipulation, menu selection, and form fill-in give readers an understanding
of excellence in design The new edition provides updates on current HCI topics
with balanced emphasis on mobile devices, Web, and desktop platforms. It
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addresses the profound changes brought by user-generated content of text, photo,
music, and video and the raised expectations for compelling user experiences.
Provides a broad survey of designing, implementing, managing, maintaining,
training, and refining the user interface of interactive systems. Describes practical
techniques and research-supported design guidelines for effective interface
designs Covers both professional applications (e.g. CAD/CAM, air traffic control)
and consumer examples (e.g. web services, e-government, mobile devices, cell
phones, digital cameras, games, MP3 players) Delivers informative introductions to
development methodologies, evaluation techniques, and user-interface building
tools. Supported by an extensive array of current examples and figures illustrating
good design principles and practices. Includes dynamic, full-color presentation
throughout. Guides students who might be starting their first HCI design project
Accompanied by a Companion Website with additional practice opportunities and
informational resources for both students and professors.

Twin-Win Research
Designing Interactive Systems is the definitive companion to the study of
human–computer interaction (HCI), usability, user experience (UX) and interaction
design. David Benyon has fully updated the content to include the newest and
most exciting advancements within this rapidly changing field. The book covers the
whole of the HCI and UX curriculum for students and practitioners alike. The book
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includes numerous case studies and illustrations taken from the author’s extensive
experience of designing interactive systems and creating engaging user
experiences. Each chapter includes thought-provoking exercises and challenges
and reflective pull-outs pointing readers to related areas of study.

Human-Computer Interaction. New Trends
Since the beginning of the computer age, researchers from many disciplines have
sought to facilitate people's use of computers and to provide ways for scientists to
make sense of the immense quantities of data coming out of them. One gainful
result of these efforts has been the field of information visualization, whose
technology is increasingly applied in scientific research, digital libraries, data
mining, financial data analysis, market studies, manufacturing production control,
and data discovery. This book collects 38 of the key papers on information
visualization from a leading and prominent research lab, the University of
Maryland’s Human-Computer Interaction Lab (HCIL). Celebrating HCIL’s 20th
anniversary, this book presents a coherent body of work from a respected
community that has had many success stories with its research and commercial
spin-offs. Each chapter contains an introduction specifically written for this volume
by two leading HCI researchers, to describe the connections among those papers
and reveal HCIL’s individual approach to developing innovations. *Presents key
ideas, novel interfaces, and major applications of information visualization tools,
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embedded in inspirational prototypes. *Techniques can be widely applied in
scientific research, digital libraries, data mining, financial data analysis, business
market studies, manufacturing production control, drug discovery, and genomic
studies. *Provides an "insider" view to the scientific process and evolution of
innovation, as told by the researchers themselves. *This work comes from the
prominent and high profile University of Maryland's Human Computer Interaction
Lab

Access by Design
Early user interface (UI) practitioners were trained in cognitive psychology, from
which UI design rules were based. But as the field evolves, designers enter the
field from many disciplines. Practitioners today have enough experience in UI
design that they have been exposed to design rules, but it is essential that they
understand the psychology behind the rules in order to effectively apply them. In
Designing with the Mind in Mind, Jeff Johnson, author of the best selling GUI
Bloopers, provides designers with just enough background in perceptual and
cognitive psychology that UI design guidelines make intuitive sense rather than
being just a list of rules to follow. The first practical, all-in-one source for
practitioners on user interface design rules and why, when and how to apply them
Provides just enough background into the reasoning behind interface design rules
that practitioners can make informed decisions in every project Gives practitioners
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the insight they need to make educated design decisions when confronted with
tradeoffs, including competing design rules, time constrictions, or limited resources

Readings in Human-Computer Interaction
This volume presents the results of a joint National Science Foundation and
European Commission Workshop which was set up to identify the future key
strategic research directions in the areas of human-centred interaction, online
communities and virtual environments. A research agenda is proposed for each
area. There is an urgent need to make interaction more centred around human
needs and capabilities, and to consider the human environment in virtual
environments and in other contextual information-processing activities. The overall
goal is to make users more effective in their information or communication tasks
by reducing learning times, speeding up performance, lowering error rates,
facilitating retention, and increasing subjective satisfaction. Online communities is
an area of rapid and dynamic growth with new kinds of interaction, behaviours,
communication, and relationship to the world of users and information. Guidelines
for basic user interface design need to be extended to accommodate these new
technologies and interfaces to users. Fruitful lines of research investigation in all
these areas are set out in this book.
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User Interface Design and Evaluation
What is HCI?; Components of HCI; Interview with Terry Winograd; Humans and
technology: Humans; Interview with Donald Norman; Cognitive frameworks for HCI;
Perception and representation; Attention and memory constraints; Knowledge and
mental models; Interface metaphors and conceptual models; Learning in context;
Social aspects; Organizational aspects; Interview with Marlilyn Mantei; Humans and
technology: technology; Intervies with Ben Shneiderman; Input; Output; Interaction
styles; Designing windowing systems; User support and on-line information;
Designing for collaborative work and virtual environments; Interview with Roy
Kalawsky; Interaction design: methods and techniques; Interview with Tom Moran;
Principles of user-centred design; Methods for user-centred design; Requirements
gathering; Task analysis; Structured HCI design; Envisioning design; Interaction
design: support for designers; Interview with Bill Verplank; Supporting Design;
Guidelines: principles and rules; standards and metrics; design rationale;
Prototyping; Software support; Interview with deborah hix; Interaction design:
evaluation; Interview with Brian Shackel; The role of evaluation; Usage data:
observations, monitoring, users'opinions; experiments and benchmarking;
Interpretive evaluation; Predictive evaluation; Comparing methods; Glossary;
Solutions to questins; References; Index.
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Designing with the Mind in Mind
The thrill of discovery and the excitement of innovation mean that research is
often immensely satisfying. But beyond the personal satisfaction, the goal of
research is to improve the lives of people everywhere by driving revolutionary
advances in healthcare, education, business, and government. This guidebook's
strategies will help you shape your research and energize your campus so as to
achieve the Twin Win: a breakthrough theory that's published and a validated
solution that's ready for dissemination. The action-oriented paths in this guidebook
resemble a backpacker's guide to hiking. It suggests paths and gives you enough
information to get started, while providing enough flexibility to take side treks and
enough confidence to find your own way. Short-term projects include inviting
speakers to campus, choosing appropriate research projects, and developing
networking skills. Middle-term include seeking funding from government agencies
and philanthropic foundations, sharpening your writing and speaking skills, and
promoting teamwork in research groups. Long-term missions include changing
tenure policies, expanding collaboration with business and civic partners, and
encouraging programs that combine theory and practice.

Studyguide for Designing the User Interface
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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 field and a comprehensive guide to the research literature. Like
the first edition, this book combines reprints of key 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 usercomputer 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
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adaptation

Designing the User Interface: Pearson New International
Edition
The truly world-wide reach of the Web has brought with it a new realisation of the
enormous importance of usability and user interface design. In the last ten years,
much has become understood about what works in search interfaces from a
usability perspective, and what does not. Researchers and practitioners have
developed a wide range of innovative interface ideas, but only the most broadly
acceptable make their way into major web search engines. This book summarizes
these developments, presenting the state of the art of search interface design,
both in academic research and in deployment in commercial systems. Many books
describe the algorithms behind search engines and information retrieval systems,
but the unique focus of this book is specifically on the user interface. It will be
welcomed by industry professionals who design systems that use search interfaces
as well as graduate students and academic researchers who investigate
information systems.

Search User Interfaces
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This book discusses programming (rather than design) principles for UIs, which
commonly require the largest share of programming work in any given application.
With its unusual focus, many professionals will be interested in this title.

Web Style Guide, 3rd edition
Although life continues to become increasingly embedded with interactive
computing services that make our lives easier, human-computer interaction (HCI)
has not been given the attention it deserves in the education of software
developers at the undergraduate level. Most entry-level HCI textbooks are
structured around high-level concepts and are not directly tied to the software
development process. Filling this need, Human-Computer Interaction:
Fundamentals and Practice supplies an accessible introduction to the entire cycle
of HCI design and implementation—explaining the core HCI concepts behind each
step. Designed around the overall development cycle for an interactive software
product, it starts off by covering the fundamentals behind HCI. The text then
quickly goes into the application of this knowledge. It covers the forming of HCI
requirements, modeling the interaction process, designing the interface,
implementing the resulting design, and evaluating the implemented product.
Although this textbook is suitable for undergraduate students of computer science
and information technology, it is accessible enough to be understood by those with
minimal programming knowledge. Supplying readers with a firm foundation in the
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main HCI principles, the book provides a working knowledge of HCI-oriented
software development. The core content of this book is based on the introductory
HCI course (advanced junior or senior-level undergraduate) that the author has
been teaching at Korea University for the past eight years. The book includes
access to PowerPoint lecture slides as well as source code for the example
applications used throughout the text.

3D User Interfaces
Universal Usability
If you are in charge of the user experience, development, or strategy for a web
site, A Web for Everyone will help you make your site accessible without sacrificing
design or innovation. Rooted in universal design principles, this book provides
solutions: practical advice and examples of how to create sites that everyone can
use.

Engineering the User Interface
Five years and more than 100,000 copies after it was first published, it's hard to
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imagine anyone working in Web design who hasn't read Steve Krug's "instant
classic" on Web usability, but people are still discovering it every day. In this
second edition, Steve adds three new chapters in the same style as the original:
wry and entertaining, yet loaded with insights and practical advice for novice and
veteran alike. Don't be surprised if it completely changes the way you think about
Web design. Three New Chapters! Usability as common courtesy -- Why people
really leave Web sites Web Accessibility, CSS, and you -- Making sites usable and
accessible Help! My boss wants me to ______. -- Surviving executive design whims
"I thought usability was the enemy of design until I read the first edition of this
book. Don't Make Me Think! showed me how to put myself in the position of the
person who uses my site. After reading it over a couple of hours and putting its
ideas to work for the past five years, I can say it has done more to improve my
abilities as a Web designer than any other book. In this second edition, Steve Krug
adds essential ammunition for those whose bosses, clients, stakeholders, and
marketing managers insist on doing the wrong thing. If you design, write, program,
own, or manage Web sites, you must read this book." -- Jeffrey Zeldman, author of
Designing with Web Standards

A Web for Everyone
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The Psychology of Human-Computer Interaction
Activity theory is a way of describing and characterizing the structure of human tivity of all kinds. First introduced by Russian psychologists Rubinshtein, Leontiev,
and Vigotsky in the early part of the last century, activity theory has more recently
gained increasing attention among interaction designers and others in the humcomputer interaction and usability communities (see, for example, Gay and Hbrooke, 2004). Interest was given a signi?cant boost when Donald Norman
suggested activity-theory and activity-centered design as antidotes to some of the
putative ills of “human-centered design” (Norman, 2005). Norman, who has been
credited with coining the phrase “user-centered design,” suggested that too much
attention focused on human users may be harmful, that to design better tools
designers need to focus not so much on users as on the activities in which users
are engaged and the tasks they seek to perform within those activities. Although
many researchers and practitioners claim to have used or been in?uenced by
activity theory in their work (see, for example, Nardi, 1996), it is often dif?cult to
trace precisely where or how the results have actually been shaped by activity
theory. Inmanycases,
evendetailedcasestudiesreportresultsthatseemonlydistantlyrelated, if at all, to the
use of activity theory. Contributing to the lack of precise and traceable impact is
that activity theory, - spite its name, is not truly a formal and proper theory.
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ACM SIGCHI Curricula for Human-computer Interaction
The problems we face in the 21st century require innovative thinking from all of us.
Be it students, academics, business researchers of government policy makers.
Hopes for improving our healthcare, food supply, community safety and
environmental sustainability depend on the pervasive application of research
solutions. The research heroes who take on the immense problems of our time face
bigger than ever challenges, but if they adopt potent guiding principles and
effective research lifecycle strategies, they can produce the advances that will
enhance the lives of many people. These inspirational research leaders will break
free from traditional thinking, disciplinary boundaries, and narrow aspirations. They
will be bold innovators and engaged collaborators, who are ready to lead, yet open
to new ideas, self-confident, yet empathetic to others. In this book, Ben
Shneiderman recognizes the unbounded nature of human creativity, the
multiplicative power of teamwork, and the catalytic effects of innovation. He
reports on the growing number of initiatives to promote more integrated
approaches to research so as to promote the expansion of these efforts. It is meant
as a guide to students and junior researchers, as well as a manifesto for senior
researchers and policy makers, challenging widely-held beliefs about how applied
innovations evolve and how basic breakthroughs are made, and helping to plot the
course towards tomorrow's great advancements.
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Software Psychology
Readings in Information Visualization
Never HIGHLIGHT a Book Again Virtually all testable terms, concepts, persons,
places, and events are included. Cram101 Textbook Outlines gives all of the
outlines, highlights, notes for your textbook with optional online practice tests.
Only Cram101 Outlines are Textbook Specific. Cram101 is NOT the Textbook.
Accompanys: 9780521673761

Designing the User Interface
For courses in Human-Computer Interaction The Sixth Edition of Designing the User
Interface provides a comprehensive, authoritative, and up-to-date introduction to
the dynamic field of human-computer interaction (HCI) and user experience (UX)
design. This classic book has defined and charted the astonishing evolution of user
interfaces for three decades. Students and professionals learn practical principles
and guidelines needed to develop high quality interface designs that users can
understand, predict, and control. The book covers theoretical foundations and
design processes such as expert reviews and usability testing. By presenting
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current research and innovations in human-computer interaction, the authors
strive to inspire students, guide designers, and provoke researchers to seek
solutions that improve the experiences of novice and expert users, while achieving
universal usability. The authors also provide balanced presentations on
controversial topics such as augmented and virtual reality, voice and natural
language interfaces, and information visualization. Updates include current HCI
design methods, new design examples, and totally revamped coverage of social
media, search and voice interaction. Major revisions were made to EVERY chapter,
changing almost every figure (170 new color figures) and substantially updating
the references.

Designing the User Interface
Never HIGHLIGHT a Book Again! Virtually all of the testable terms, concepts,
persons, places, and events from the textbook are included. Cram101 Just the
FACTS101 studyguides give all of the outlines, highlights, notes, and quizzes for
your textbook with optional online comprehensive practice tests. Only Cram101 is
Textbook Specific. Accompanys: 9780321537355 .

Don't Make Me Think
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Universal Usability is the concept of designing computer interfaces that are easy
for all users to utilize. It is a concept which many decry as elusive, impossible, or
impractical, but this book, which addresses usability issues for a number of diverse
user groups, proves that there is no problem in interface design that cannot be
solved, or at least improved upon. Individuals with cognitive, motor, and
perceptual impairments, as well as older, younger, and economically
disadvantaged users, face a variety of complex challenges when interacting with
computers. However, with user involvement, good design practice, and thorough
testing, computer interfaces can be successfully developed for any user
population. This book, featuring key chapters by Human-Computer Interaction
luminaries such as Jonathan Lazar, Ron Baecker, Allison Druin, Ben Shneiderman,
Brad Myers and Jenny Preece, examines innovative and groundbreaking research
and practice, and provides a practical overview of a number of successful projects
which have addressed a need for these specific user populations. Chapters in this
book address topics including age diversity, economic diversity, language diversity,
visual impairment, and spinal cord injuries. Several of these trailblazing projects in
the book are amongst the first to examine usability issues for users with Down
Syndrome, users with Amnesia, users with Autism Spectrum Disorders, and users
with Alzheimer's Disease, and coverage extends to projects where multiple
categories of needs are addressed. These chapters represent real-world projects,
being carried out on different continents. The authors of the chapters also
represent diversity—interface researchers and software developers in university,
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industrial, and government settings. In the practical spirit of the book, chapter
authors provide guidelines and suggestions for those attempting similar projects,
as well as implications for different stakeholders such as policymakers,
researchers, and designers. Ideal for students of HCI and User Interface Design,
and essential reading for usability practitioners, this fascinating collection of realworld projects demonstrates that computer interfaces can truly be designed to
meet the needs of any category of user.

The Craft of Information Visualization
'Designing the User Interface' provides a comprehensive, authoritative introduction
to the dynamic field of human-computer interaction (HCI). Students and
professionals learn practical principles and guidelines needed to develop high
quality interface designs - ones that users can understand.

Designing the User Interface
Using the inspiration of Leonardo da Vinci to build a new, humanistic computing
that focuses on users' needs and goals.

User interface design
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This book constitutes the thoroughly refereed post-proceedings of the Third
International Workshop on Privacy Enhancing Technologies, PET 2002, held in
Dresden, Germany in March 2003. The 14 revised full papers presented were
carefully selected from 52 submissions during two rounds of reviewing and
improvement. Among the topics addressed are mix-networks, generalized mixes,
unlinkability, traffic analysis prevention, face recognition, privacy legislation, Web
censorship, anonymous networking, personalized Web-based systems, and privacy
in enterprises.

Outlines and Highlights for Designing the User Interface
In just over a decade, the Web has evolved from an experimental tool for a limited
community of technically inclined people into a day-to-day necessity for millions
upon millions of users. Today’s¿Web designers must consider not only the content
needs of the sites they create, but also the wide range of additional needs their
users may have: for example, those with physical or cognitive disabilities, those
with slow modems or small screens, and those with limited education or familiarity
with the Web. Bestselling author Sarah Horton argues that simply meeting the
official standards and guidelines for Web accessibility is not enough. Her goal is
universal usability, and in Access by Design: A Guide to Universal Usability for Web
Designers, Sarah describes a design methodology¿ that addresses accessibility
requirements but then goes beyond. As a result, designers learn how to optimize
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page designs to work more effectively for more users, disabled or not. Working
through each of the main functional features of Web sites, she provides clear
principles for using HTML and CSS to deal with elements such as text, forms,
images, and tables, illustrating each with an example drawn from the real world.
Through these guidelines, Sarah makes a convincing case that good design
principles benefit all users of the Web. In this book you will find: Clear principles for
using HTML and CSS to design functional and accessible Web sites Best practices
for each of the main elements of Web pages—text, forms, images, tables, frames,
links, interactivity, and page layout Seasoned advice for using style sheets that
provide flexibility to both designer and user without compromising usability
Illustrations of actual Web sites, from which designers can model their own pages
Instructions for providing keyboard accessibility, flexible layouts, and usercontrolled environments Practical tips on markup, and resources

Designing Object-oriented User Interfaces
Digital Divide (DD) is a term that defines the division between people, commuties, states, countries, etc. with respect to the access to the new Information and
Communication Technologies (ICTs). Nowadays, it is essential to have tech- logical
skills to work in a variety of jobs (i. e. administration, education, etc. ). Moreover,
ICTs have become ubiquitous and they affect almost every aspect of our daily life.
The way in which people face the task of using ICTs varies depending on a plethora
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of variables. The most analysed ones are the technological literacy and the
educational level. These are two very important factors that strongly affect the
success of the individuals in accessing ICTs. Unfortunately, these are not the only
variables to consider. Some people suffer from mental and physical disabilities that
are real impediments to access ICTs, and they must be studied in detail. How can
we help disabled people to access ICTs? Can public telecentres deal with this task?
Can the ICTs be used to improve the accessibility of disabled people? Which
projects aim to reduce the digital divide? Are they addressed to disabled people?
These are some of the questions that we will try to answer, at least partially, in this
chapter. We believe that governments must invest to avert the DD, but they are
not the only actors involved in this scenario.

Designing the User Interface
Shneiderman discusses the principles and practices needed to design such
effective interaction.

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

Designing the User Interface
Frontiers of Human-Centered Computing, Online Communities
and Virtual Environments
For courses in Human-Computer Interaction The Sixth Edition of Designing the User
Interface provides a comprehensive, authoritative, and up-to-date introduction to
the dynamic field of human-computer interaction (HCI) and user experience (UX)
design. This classic book has defined and charted the astonishing evolution of user
interfaces for three decades. Students and professionals learn practical principles
and guidelines needed to develop high quality interface designs that users can
understand, predict, and control. The book covers theoretical foundations and
design processes such as expert reviews and usability testing. By presenting
current research and innovations in human-computer interaction, the authors
strive to inspire students, guide designers, and provoke researchers to seek
solutions that improve the experiences of novice and expert users, while achieving
universal usability. The authors also provide balanced presentations on
controversial topics such as augmented and virtual reality, voice and natural
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language interfaces, and information visualisation. Updates include current HCI
design methods, new design examples, and totally revamped coverage of social
media, search and voice interaction. Major revisions were made to EVERY chapter,
changing almost every figure (170 new colour figures) and substantially updating
the references.

Privacy Enhancing Technologies
This is both the first authoritative treatment of OOUi and a book which will help
designers, developers, analysts, and many others understand and apply objectoriented analysis to user interfaces. Collins delivers a single conceptual model to
guide both external and internal design of the user interface. A set of figures,
examples, and case studies illustrates the development of new applications and
functions & --both stand-alone and integrated & --with existing environments.
Throughout, the methodology is grounded in object-oriented principles that are
consistent with other object-oriented methodologies for system and database
design.

Designing Interactive Systems
Here’s what three pioneers in computer graphics and human-computer interaction
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have to say about this book: “What a tour de force—everything one would
want—comprehensive, encyclopedic, and authoritative.” —Jim Foley “At last, a
book on this important, emerging area. It will be an indispensable reference for the
practitioner, researcher, and student interested in 3D user interfaces.” —Andy van
Dam “Finally, the book we need to bridge the dream of 3D graphics with the usercentered reality of interface design. A thoughtful and practical guide for
researchers and product developers. Thorough review, great examples.” —Ben
Shneiderman As 3D technology becomes available for a wide range of applications,
its successful deployment will require well-designed user interfaces (UIs).
Specifically, software and hardware developers will need to understand the
interaction principles and techniques peculiar to a 3D environment. This
understanding, of course, builds on usability experience with 2D UIs. But it also
involves new and unique challenges and opportunities. Discussing all relevant
aspects of interaction, enhanced by instructive examples and guidelines, 3D User
Interfaces comprises a single source for the latest theory and practice of 3D UIs.
Many people already have seen 3D UIs in computer-aided design, radiation
therapy, surgical simulation, data visualization, and virtual-reality entertainment.
The next generation of computer games, mobile devices, and desktop applications
also will feature 3D interaction. The authors of this book, each at the forefront of
research and development in the young and dynamic field of 3D UIs, show how to
produce usable 3D applications that deliver on their enormous promise. Coverage
includes: The psychology and human factors of various 3D interaction tasks
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Different approaches for evaluating 3D UIs Results from empirical studies of 3D
interaction techniques Principles for choosing appropriate input and output devices
for 3D systems Details and tips on implementing common 3D interaction
techniques Guidelines for selecting the most effective interaction techniques for
common 3D tasks Case studies of 3D UIs in real-world applications To help you
keep pace with this fast-evolving field, the book’s Web site, www.3dui.org, will
offer information and links to the latest 3D UI research and applications.
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