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ALEAH CASSIDY
Visualization in Human-Computer Interaction World Scientiﬁc
At present, there is a general consensus on the nature of learning
programming, but there are diﬀerent opinions on what forms an
eﬀective environment for it. It is generally recognized that the

development of a mental model is a formidable task for the
student and that learning programming is a complex activity that
depends heavily on metacognitive skills. This book, based on a
NATO workshop, presents both pure cognitive models and
experimental learning environments, and discusses what
characteristics can make a learning model eﬀective, especially in
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relation to the learning environment (natural or computerized).
The papers cover cognitive models related to diﬀerent aspects of
programming, classes of learners, and types of environment, and
are organized in three groups: theoretical and empirical studies
on understanding programming, environments for learning
programming, and learning programming in school environments.
Comprehension, design, construction, testing, debugging, and
veriﬁcation are recognized as interdependent skills, which require
complicated analysis and may develop independently, and
indiﬀerent orders, in novices. This book shows that there is
unlikely to be asingle path from novice to expert and that the
structure of the ﬁnal product (the program) may not constrain the
process by which it comes into being as much as some would
advocate.
Research Anthology on Food Waste Reduction and Alternative
Diets for Food and Nutrition Security Springer
Many papers in this volume re?ect, to some degree, the active,
rapid economic
developmentincertaingeographicareasintheworldsuchasChina,Jap
an,South Korea,and EasternEurope, which demand cooperative
work,particularly co- erative engineering, more than ever. New
concepts and new ideas of cooperative design, visualization, and
engineering have emerged to meet the higher demand resulting
from the economic development in these areas. Another trend
among the papers in this volume is to apply existing concepts
and methods to new application areas. The emergence of new
concepts can be considered as a signal of fruitful research with
its maturity in the ?eld. This can be found in the papers of this
year’s conference. Cooperative design, visualization, and
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engineering via cloud computing is a new concept presented in a
group of papers in this volume. The concept of cloud has been
proposed for cooperative manufacturing, large scale cooperative
simulation, and visualization, etc. Applying existing concepts to
new application areas or creating new me- ods based on them is
a logicaldirection to takefull advantageof the cooperative design,
visualization, and engineering technology. This is no doubt the
best way to widen anddeepen the knowledgein the ?eld.
Typicalexamples in this volume include the cooperative
visualization of DNA microarray data in bioinform- ics,
astrophysical simulations, natural disaster simulations, and
cooperative risk assessment, etc. As the volume editor, I would
like to congratulate all the authors for their research and
development results, raising cooperative technology to a new
level.
HCI International 2022 – Late Breaking Papers: Interacting with
eXtended Reality and Artiﬁcial Intelligence Speed To Proﬁciency
Research: S2Pro©
Assistive Technology (AT) is the term used to describe products
or technology-based services which support those with
disabilities or other limitations to their daily activities, enabling
them to enjoy a better quality of life. This book presents the
proceedings of the 13th European Conference on the
Advancement of Assistive Technology (AAATE 2015), held in
Budapest, Hungary in September 2015. This biennial conference
has established itself as a leading forum in the transdisciplinary
area of Assistive Technology, providing a unique platform for the
gathering of experts from around the world to review progress
and challenges in the interdisciplinary ﬁelds which contribute to
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AT, such as research, development, manufacturing, supply,
provision and policy. The theme of the 2015 conference is
'Attracting new areas and building bridges', and this book
contains 138 reviewed papers and 28 poster presentations
delivered at the conference, covering AT themes as diverse as
aging, blindness, mobility, assisted living and accessibility for
people with dementia and cognitive impairment. Oﬀering a
current overview of many aspects of AT, this book will be of
interest to all those – from researchers and manufacturers to
healthcare professionals and end-users – whose work or daily life
involves the relationship between technology and disability.
Human-Computer Interaction: Interaction Techniques and
Environments Springer
This book contains the thoroughly refereed and revised best
papers from the 8th International Conference on Web Information
Systems and Technologies, WEBIST 2012, held in Porto, Portugal,
in April 2012, and organized by the Institute for Systems and
Technologies of Information, Control and Communication
(INSTICC), in collaboration with ACM SIGMIS. The 23 papers
presented in this book were carefully reviewed and selected from
184 submissions. The papers were selected from those with the
best reviews also taking into account the quality of their
presentation at the conference. The papers are grouped into
parts on Internet Technology; Web Interfaces and Applications;
Society, e-Business, and e-Government; Web Intelligence; and
Mobile Information Systems.
Advances in Location-Based Services Speed To Proﬁciency
Research: S2Pro©
This is the second of a two-volume set (CCIS 373 and CCIS 374)
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that constitutes the extended abstracts of the posters presented
during the 15th International Conference on Human-Computer
Interaction, HCII 2013, held in Las Vegas, USA, in July 2013,
jointly with 12 other thematically similar conferences. The total of
1666 papers and 303 posters presented at the HCII 2013
conferences was carefully reviewed and selected from 5210
submissions. These papers address the latest research and
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 knowledge and
eﬀective use of computers in a variety of application areas. The
extended abstracts were carefully reviewed and selected for
inclusion in this two-volume set. The papers included in this
volume are organized in the following topical sections: learning
and education; health and medicine; media, art and culture;
transport; Web and social media; information search and
retrieval; work, collaboration and creativity; text and storytelling;
agents, avatars and robots; smart environments; virtual and
mixed environments; security and privacy.
Ways of Knowing in HCI Springer Science & Business Media
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 HumanComputer Interaction, INTERACT 2011, in Lisbon, Portugal, in
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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.
Speed Matters CRC Press
The three-volume set LNCS 8009-8011 constitutes the refereed
proceedings of the 7th International Conference on Universal
Access in Human-Computer Interaction, UAHCI 2013, held as part
of the 15th International Conference on Human-Computer
Interaction, HCII 2013, held in Las Vegas, USA in July 2013, jointly
with 12 other thematically similar conferences. The total of 1666
papers and 303 posters presented at the HCII 2013 conferences
was carefully reviewed and selected from 5210 submissions.
These papers address the latest research and 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 knowledge and eﬀective use of
computers in a variety of application areas. The total of 230
contributions included in the UAHCI proceedings were carefully
reviewed and selected for inclusion in this three-volume set. The
78 papers included in this volume are organized in the following
topical sections: age-related issues, human vision in universal
access, emotions and persuasion in universal access, design for
autistic spectrum disorders, cognitive issues for universal access,
universal access to the Web and social communities.
HCI International 2020 – Late Breaking Posters Routledge
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Advances in hardware and networking have made possible a wide
use of augmented reality (AR) technologies. However, simply
putting those hardware and technologies together does not make
a “good” system for end users to use. New design principles and
evaluation methods speciﬁc to this emerging area are urgently
needed to keep up with the advance in technologies. Human
Factors in Augmented Reality Environments is the ﬁrst book on
human factors in AR, addressing issues related to design,
development, evaluation and application of AR systems. Topics
include surveys, case studies, evaluation methods and metrics,
HCI theories and design principles, human factors and lessons
learned and experience obtained from developing, deploying or
evaluating AR systems. The contributors for this cutting-edge
volume are well-established researchers from diverse disciplines
including psychologists, artists, engineers and scientists. Human
Factors in Augmented Reality Environments is designed for a
professional audience composed of practitioners and researchers
working in the ﬁeld of AR and human-computer interaction.
Advanced-level students in computer science and engineering
will also ﬁnd this book useful as a secondary text or reference.
Human-Computer Interaction -- INTERACT 2011 Springer
Teaching through Multi-User Virtual Environments: Applying
Dynamic Elements to the Modern Classroom highlights the work
of educators daring enough to teach in these new frontiers of
education. This timely publication is a must-read for all educators
and practitioners, of any subject and at any level, who wish to
incorporate a dynamic online element to their classroom. It is
also meant for researchers of education, computer science, and
instructional technologies. Teaching through Multi-User Virtual
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Environments: Applying Dynamic Elements to the Modern
Classroom is a one-stop resource for practices, as well as
research activities, within the domain on Multi-User Virtual
Environments.
Human Computer Interaction Springer Science & Business Media
This book presents a research thesis of a large-scale study
conducted with over 50 large organizations in 7 countries with 80
business leaders to understand how businesses speed up the
proﬁciency of their employees to meet business challenges. The
book describes a start-to-end research study that explored the
concept of 'accelerated proﬁciency' of employees in
organizations. The book is organized into ﬁve chapters. The book
introduces the concept of accelerated proﬁciency in a business
context in light of reviews of four decades of classic studies. The
research methodology to identify sources, recruit participants,
and the mechanism to collect as well as analyze data have been
explained in detail. The book reveals six business practices
implemented by organizations across the board that seem to
make a major impact in shortening the time to proﬁciency of
employees. Important observations and ﬁndings have been
discussed as implications in regards to how organizations
orchestrated six business practices as an input-output-feedback
system to reduce the time-to-proﬁciency of the workforce. The
book brieﬂy explains how these six practices were implemented
through a set of twenty-four strategies in various contexts. The
concepts and ﬁndings discussed in this book contribute
signiﬁcantly to the body of knowledge on accelerated proﬁciency.
In particular, the conceptual model and the framework developed
in this study can be implemented across a range of contexts,
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business sectors, job types, and settings to reduce the time-toproﬁciency of the workforce.
Universal Access in Human-Computer Interaction: User
and Context Diversity Springer Science & Business Media
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 HumanComputer Interaction, addressing major advances in knowledge
and eﬀective use of computers in a variety of application areas.
The papers of this ﬁrst volume are organized in topical sections
on HCI design, model-based and patterns-based design and
development, cognitive, psychological and behavioural issues in
HCI, development methods, algorithms, tools and environments,
and image processing and retrieval in HCI.
Cognitive Aspects of Human-Computer Interaction for GIS IGI
Global
This book provides a concise overview of VR systems and their
cybersickness eﬀects, giving a description of possible reasons
and existing solutions to reduce or avoid them. Moreover, the
book explores the impact that understanding how eﬃciently our
brains are producing a coherent and rich representation of the
perceived outside world would have on helping VR technics to be
more eﬃcient and friendly to use. Getting Rid of Cybersickness
will help readers to understand the underlying technics and social
stakes involved, from engineering design to autonomous vehicle
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motion sickness to video games, with the hope of providing an
insight of VR sickness induced by the emerging immersive
technologies. This book will therefore be of interest to academics,
researchers and designers within the ﬁeld of VR, as well as
industrial users of VR and driving simulators.
Techniques and Tools for Designing an Online Social
Network Platform Springer Nature
This book constitutes the refereed proceedings of the 7th
International Conference on Digital Human Modelling:
Applications in Health, Safety, Ergonomics and Risk Management,
DHM 2016, held as part of the 18th International Conference on
Human-Computer Interaction, HCII 2016, held in Toronto, ON,
Canada, in July 2016 and received a total of 4354 submissions, of
which 1287 papers were accepted for publication after a careful
reviewing process. These papers address the latest research and
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 knowledge and
eﬀective use of computers in a variety of application areas. This
volume contains papers addressing the following major topics:
anthropometry, ergonomics, design and comfort; physiology and
anatomy models; motion prediction and recognition; quality and
safety in healthcare; design for health; work design and support;
modeling human behavior and cognition.
HCI International 2013 - Posters' Extended Abstracts
Springer Nature
Metadata research has emerged as a discipline cross-cutting
many domains, focused on the provision of distributed
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descriptions (often called annotations) to Web resources or
applications. Such associated descriptions are supposed to serve
as a foundation for advanced services in many application areas,
including search and location, personalization, federation of
repositories and automated delivery of information. Indeed, the
Semantic Web is in itself a concrete technological framework for
ontology-based metadata. For example, Web-based social
networking requires metadata describing people and their
interrelations, and large databases with biological information
use complex and detailed metadata schemas for more precise
and informed search strategies.There is a wide diversity in the
languages and idioms used for providing meta-descriptions, from
simple structured text in metadata schemas to formal
annotations using ontologies, and the technologies for storing,
sharing and exploiting meta-descriptions are also diverse and
evolve rapidly. In addition, there is a proliferation of schemas and
standards related to metadata, resulting in a complex and
moving technological landscape — hence, the need for
specialized knowledge and skills in this area.The Handbook of
Metadata, Semantics and Ontologies is intended as an
authoritative reference for students, practitioners and
researchers, serving as a roadmap for the variety of metadata
schemas and ontologies available in a number of key domain
areas, including culture, biology, education, healthcare,
engineering and library science.
Web Information Systems and Technologies Springer
Science & Business Media
This proceedings LNCS 13518 constitutes the refereed
proceedings of the 24th International Conference on Human-
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Computer Interaction, HCII 2022, which was held virtually as part
of the 24th International Conference, HCII 2022, in June/July 2022.
HCII 2022 received a total of 5583 submissions from academia,
research institutes, industry, and governmental agencies from 88
countries submitted contributions, and 1276 papers and 275
posters were included in the proceedings that were published just
before the start of the conference. Additionally, 296 papers and
181 posters are included in the volumes of the proceedings
published after the conference, as “Late Breaking Work” (papers
and posters). The contributions 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.
Human-Computer Interaction. Novel User Experiences Springer
Nature
Visualization and visual analytics are powerful concepts for
exploring data from various application domains. The endless
number of possible parameters and the many ways to combine
visual variables as well as algorithms and interaction techniques
create lots of possibilities for building such techniques and tools.
The major goal of those tools is to include the human users with
their tasks at hand, their hypotheses, and research questions to
provide ways to ﬁnd solutions to their problems or at least to hint
them in a certain direction to come closer to a problem solution.
However, due to the sheer number of design variations, it is
unclear which technique is suitable for those tasks at hand,
requiring some kind of user evaluation to ﬁgure out how the
human users perform while solving their tasks. The technology of
eye tracking has existed for a long time; however, it has only
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recently been applied to visualization and visual analytics as a
means to provide insights to the users’ visual attention behavior.
This generates another kind of dataset that has a spatio-temporal
nature and hence demands for advanced data science and visual
analytics concepts to ﬁnd insights into the recorded eye
movement data, either as a post process or even in real-time.
This book describes aspects from the interdisciplinary ﬁeld of
visual analytics, but also discusses more general approaches
from the ﬁeld of visualization as well as algorithms and data
handling. A major part of the book covers research on those
aspects under the light and perspective of eye tracking, building
synergy eﬀects between both ﬁelds – eye tracking and visual
analytics – in both directions, i.e. eye tracking applied to visual
analytics and visual analytics applied to eye tracking data.
Technical topics discussed in the book include: • Visualization; •
Visual Analytics; • User Evaluation; • Eye Tracking; • Eye
Tracking Data Analytics; Eye Tracking and Visual Analytics
includes more than 500 references from the ﬁelds of
visualization, visual analytics, user evaluation, eye tracking, and
data science, all ﬁelds which have their roots in computer
science. Eye Tracking and Visual Analytics is written for
researchers in both academia and industry, particularly
newcomers starting their PhD, but also for PostDocs and
professionals with a longer research history in one or more of the
covered research ﬁelds. Moreover, it can be used to get an
overview about one or more of the involved ﬁelds and to
understand the interface and synergy eﬀects between all of those
ﬁelds. The book might even be used for teaching lectures in the
ﬁelds of information visualization, visual analytics, and/or eye
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tracking.
HCI in Business, Government and Organizations.
Information Systems and Analytics Springer
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 HumanComputer 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.
Getting Rid of Cybersickness Springer
In today’s fast-paced world, with a high degree of skill obsolesce,
massive technological innovations, and rapid changes, it is
important that global leaders develop the performance of their
employees to be at par with the speed of businesses. This book
aims to make “speed” as the priority to stay ahead in the
competition. This book is a one-stop portal for futuristic leaders
and managers to learn about the importance of shortening the
time to proﬁciency of their workforce. This book is a distilled
wisdom derived from an extensive research on 66 start-to-end
project success stories spanning 28 industries, contributed by 85
best-in-class business leaders from 7 countries. This book is the
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ﬁrst and the only one until now that has revealed some alarming
ﬁgures on the time to proﬁciency metrics, which, you, as a
futuristic leader, cannot aﬀord to ignore. You will gain in-depth
insights as to why and how the best-in-class global business
leaders prioritize and institute time to proﬁciency metrics in their
business dashboards. You will adopt data-based evidence to
present compelling business cases to implement those metrics in
your organization. In particular, this book will enable you to ﬁnd
the answers to some crucial questions: - How can you go about
being a “speed-savvy” visionary leader? - Why should you focus
on developing employee proﬁciency? - Why should the speed of
employee development matter to you as a leader? - How are
global organizations using the new time to proﬁciency metrics? How alarming is the time to proﬁciency of workforce in your
industry? - What drives the best-in-class leaders to prioritize time
to proﬁciency metrics in their dashboards? - What tangible
business gains can organizations derive from a shorter time to
proﬁciency?
Modelling Accelerated Proﬁciency in Organisations MDPI
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.
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Design Tools and Methods in Industrial Engineering II Springer
Science & Business Media
Once, human-computer interaction was limited to a privileged
few. Today, our contact with computing technology is pervasive,
ubiquitous, and global. Work and study is computer mediated,
domestic and commercial systems are computerized, healthcare
is being reinvented, navigation is interactive, and entertainment
is computer generated. As technology has grown more powerful,

so the ﬁeld of human-computer interaction has responded with
more sophisticated theories and methodologies. Bringing these
developments together, The Wiley Handbook of HumanComputer Interaction explores the many and diverse aspects of
human-computer interaction while maintaining an overall
perspective regarding the value of human experience over
technology.
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