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Encyclopedia Of Human Computer Interaction
This second edition provides easy access to important concepts, issues and technology trends
in the field of multimedia technologies, systems, techniques, and applications. Over 1,100
heavily-illustrated pages — including 80 new entries — present concise overviews of all aspects
of software, systems, web tools and hardware that enable video, audio and developing media
to be shared and delivered electronically.
This Handbook is concerned with principles of human factors engineering for design of the
human-computer interface. It has both academic and practical purposes; it summarizes the
research and provides recommendations for how the information can be used by designers of
computer systems. The articles are written primarily for the professional from another discipline
who is seeking an understanding of human-computer interaction, and secondarily as a
reference book for the professional in the area, and should particularly serve the following:
computer scientists, human factors engineers, designers and design engineers, cognitive
scientists and experimental psychologists, systems engineers, managers and executives
working with systems development. The work consists of 52 chapters by 73 authors and is
organized into seven sections. In the first section, the cognitive and information-processing
aspects of HCI are summarized. The following group of papers deals with design principles for
software and hardware. The third section is devoted to differences in performance between
different users, and computer-aided training and principles for design of effective manuals. The
next part presents important applications: text editors and systems for information retrieval, as
well as issues in computer-aided engineering, drawing and design, and robotics. The fifth
section introduces methods for designing the user interface. The following section examines
those issues in the AI field that are currently of greatest interest to designers and human
factors specialists, including such problems as natural language interface and methods for
knowledge acquisition. The last section includes social aspects in computer usage, the impact
on work organizations and work at home.
Size Matters: How Visual Analytics Will Bring Numbers to Life The increasing volume of
quantitative data in modern communication is calling for more effective visualization design
techniques to improve clarity and decision-making. The LAVA visual analytic design language
proposes a new vernacular to take big data to big audiences. Big Data. The Internet of Things.
Cloud Computing. Predictive Analytics. Any trip through today's information technology news
will surely include some of these terms. Just as the Web and social media allow more people
and institutions to connect with each other to exchange sentiment and ideas, a parallel system
exists to do the same thing with quantitative facts. An ever-more automated array of sensors
and monitors embedded in our businesses, governments, physical infrastructures, vehicles,
the environment, and even our bodies, are being added to the more traditional practice of
manual observation and data entry in the effort to record and store the daily up-and-down
states of stuff we care about. The variables are called Measures, and include things like sales,
windspeed, steps taken, or heart rate. The things being measured are called Entities, such as
a car model, an airport, your family, or your heart. Combining Measures with Entities creates
Metrics - Sales at a cash register or of a car model, windspeed at the airport, steps taken by
your family today, your resting heart rate. Metrics are how we understand quantitative data
from the world around us. Analytics is the science of working with metrics to make better, more
informed decisions in our work and lives. Visual Analytics is the expression of metrics
geometrically - with lines and shapes versus with numbers in spreadsheets - so as to make
them easier to understand and interpret. As more metrics are made available and relevant to
more people, presenting them visually is a key aspect of ensuring that audiences find them
legible - or clear and able to be read - and readable - or enticing and likely to be read. While
these dual masters of function and elegance are present in all design practice, visual analytics
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require a balance skewed in favor of clarity, efficiency, mathematical precision, and
measureable audience cognition.
"This encyclopedia provides a thorough examination of concepts, technologies, policies,
training, and applications of ICT in support of economic and regional developments around the
globe"--Provided by publisher.
This completely revised edition, of the Handbook of Human-Computer Interaction, of which
80% of the content is new, reflects the developments in the field since the publication of the
first edition in 1988. The handbook is concerned with principles for design of the HumanComputer Interface, and has both academic and practical purposes. It is intended to
summarize the research and provide recommendations for how the information can be used by
designers of computer systems. The volume may also be used as a reference for teaching and
research. Professionals who are involved in design of HCI will find this volume indispensable,
including: computer scientists, cognitive scientists, experimental psychologists, human factors
professionals, interface designers, systems engineers, managers and executives working with
systems development. Much of the information in the handbook may also be generalized to
apply to areas outside the traditional field of HCI.
"This encyclopedia of virtual communities and technologies provides a much needed
integrated overview of all the critical concepts, technologies and issues in the area of virtual
communities"--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 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.
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This book presents computational interaction as an approach to explaining and enhancing the
interaction between humans and information technology. Computational interaction applies
abstraction, automation, and analysis to inform our understanding of the structure of interaction
and also to inform the design of the software that drives new and exciting human-computer
interfaces. The methods of computational interaction allow, for example, designers to identify
user interfaces that are optimal against some objective criteria. They also allow software
engineers to build interactive systems that adapt their behaviour to better suit individual
capacities and preferences.00This book introduces computational interaction design to the
reader by exploring a wide range of computational interaction techniques, strategies and
methods. It explains how techniques such as optimisation, economic modelling, machine
learning, control theory, formal methods, cognitive models and statistical language processing
can be used to model interaction and design more expressive, efficient and versatile
interaction.

Five years and more than 100,000 copies after it was first published, it's hard to
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
Ubiquitous computing has a vision of information and interaction being embedded in the
world around us; this forms the basis of this book. Built environments are subjects of
design and architects have seen digital elements incorporated into the fabric of
buildings as a way of creating environments that meet the dynamic challenges of future
habitation. Methods for prototyping interactive buildings are discussed and the
theoretical overlaps between both domains are explored. Topics like the role of space
and technology within the workplace as well as the role of embodiment in
understanding how buildings and technology can influence action are discussed, as
well as investigating the creation of place with new methodologies to investigate the
occupation of buildings and how they can be used to understand spatial technologies.
Architecture and Interaction is aimed at researchers and practitioners in the field of
computing who want to gain a greater insight into the challenges of creating
technologies in the built environment and those from the architectural and urban design
disciplines who wish to incorporate digital information technologies in future buildings.
Rapid technological advancement has given rise to new ethical dilemmas and security
threats, while the development of appropriate ethical codes and security measures fail
to keep pace, which makes the education of computer users and professionals crucial.
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The Encyclopedia of Information Ethics and Security is an original, comprehensive
reference source on ethical and security issues relating to the latest technologies.
Covering a wide range of themes, this valuable reference tool includes topics such as
computer crime, information warfare, privacy, surveillance, intellectual property and
education. This encyclopedia is a useful tool for students, academics, and
professionals.
As more and more universities, schools, and corporate training organizations develop
technology plans to ensure technology will directly benefit learning and achievement,
the demand is increasing for an all-inclusive, authoritative reference source on the
infusion of technology into curriculums worldwide. The Encyclopedia of Information
Technology Curriculum Integration amasses a comprehensive resource of concepts,
methodologies, models, architectures, applications, enabling technologies, and best
practices for integrating technology into the curriculum at all levels of education.
Compiling 154 articles from over 125 of the world's leading experts on information
technology, this authoritative reference strives to supply innovative research aimed at
improving academic achievement, teaching and learning, and the application of
technology in schools and training environments.
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.
Using our moral and technical imaginations to create responsible innovations: theory,
method, and applications for value sensitive design. Implantable medical devices and
human dignity. Private and secure access to information. Engineering projects that
transform the Earth. Multigenerational information systems for international justice. How
should designers, engineers, architects, policy makers, and others design such
technology? Who should be involved and what values are implicated? In Value
Sensitive Design, Batya Friedman and David Hendry describe how both moral and
technical imagination can be brought to bear on the design of technology. With value
sensitive design, under development for more than two decades, Friedman and Hendry
bring together theory, methods, and applications for a design process that engages
human values at every stage. After presenting the theoretical foundations of value
sensitive design, which lead to a deep rethinking of technical design, Friedman and
Hendry explain seventeen methods, including stakeholder analysis, value scenarios,
and multilifespan timelines. Following this, experts from ten application domains report
on value sensitive design practice. Finally, Friedman and Hendry explore such open
questions as the need for deeper investigation of indirect stakeholders and further
method development. This definitive account of the state of the art in value sensitive
design is an essential resource for designers and researchers working in academia and
industry, students in design and computer science, and anyone working at the
intersection of technology and society.
Analyzes key critical HR variables and defines previously undiscovered issues in the
HR field.
Successful use of information and communication technologies depends on usable
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designs that do not require expensive training, accommodate the needs of diverse
users and are low cost. There is a growing demand and increasing pressure for
adopting innovative approaches to the design and delivery of education, hence, the use
of online learning (also called E-learning) as a mode of study. This is partly due to the
increasing number of learners and the limited resources available to meet a wide range
of various needs, backgrounds, expectations, skills, levels, ages, abilities and
disabilities. The advances of new technology and communications (WWW, Human
Computer Interaction and Multimedia) have made it possible to reach out to a bigger
audience around the globe. By focusing on the issues that have impact on the usability
of online learning programs and their implementation, Usability Evaluation of Online
Learning Programs specifically fills-in a gap in this area, which is particularly invaluable
to practitioners.

Encyclopedia of Human Computer InteractionIGI Global
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 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.
"This encyclopedia presents numerous experiences and insights, of professional
from around the world, on human computer interaction issues and
perspectives"--Provided by publisher.
The Encyclopedia of Human Behavior, Second Edition is an award-winning threevolume reference on human action and reaction, and the thoughts, feelings, and
physiological functions behind those actions. Presented alphabetically by title,
300 articles probe both enduring and exciting new topics in physiological
psychology, perception, personality, abnormal and clinical psychology, cognition
and learning, social psychology, developmental psychology, language, and
applied contexts. Written by leading scientists in these disciplines, every article
has been peer-reviewed to establish clarity, accuracy, and comprehensiveness.
The most comprehensive reference source to provide both depth and breadth to
the study of human behavior, the encyclopedia will again be a much-used
reference source. This set appeals to public, corporate, university and college
libraries, libraries in two-year colleges, and some secondary schools. Carefully
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crafted, well written, and thoroughly indexed, the encyclopedia helps
users—whether they are students just beginning formal study of the broad field or
specialists in a branch of psychology—understand the field and how and why
humans behave as we do. Named a 2013 Outstanding Academic Title by the
American Library Association's Choice publication Concise entries (ten pages on
average) provide foundational knowledge of the field Each article features
suggested further readings, a list of related websites, a 5-10 word glossary and a
definition paragraph, and cross-references to related articles in the encyclopedi
Newly expanded editorial board and a host of international contributors from the
United States, Australia, Belgium, Canada, France, Germany, Ireland, Israel,
Japan, Sweden, and the United Kingdom
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 Human-Computer Interaction explores the
many and diverse aspects of human-computer interaction while maintaining an
overall perspective regarding the value of human experience over technology.
Esta enciclopedia presenta numerosas experiencias y discernimientos de
profesionales de todo el mundo sobre discusiones y perspectivas de la la
interacción hombre-computadoras
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 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
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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.
Presents a collection of articles on human-computer interaction, covering such
topics as applications, methods, hardware, and computers and society.
A theory of HCI that uses concepts from semiotics and computer science to focus
on the communication between designers and users during interaction. In The
Semiotic Engineering of Human-Computer Interaction, Clarisse Sieckenius de
Souza proposes an account of HCI that draws on concepts from semiotics and
computer science to investigate the relationship between user and designer.
Semiotics is the study of signs, and the essence of semiotic engineering is the
communication between designers and users at interaction time; designers must
somehow be present in the interface to tell users how to use the signs that make
up a system or program. This approach, which builds on--but goes further
than--the currently dominant user-centered approach, allows designers to
communicate their overall vision and therefore helps users understand
designs--rather than simply which icon to click. According to de Souza's account,
both designers and users are interlocutors in an overall communication process
that takes place through an interface of words, graphics, and behavior. Designers
must tell users what they mean by the artifact they have created, and users must
understand and respond to what they are being told. By coupling semiotic theory
and engineering, de Souza's approach to HCI design encompasses the
principles, the materials, the processes, and the possibilities for producing
meaningful interactive computer system discourse and achieves a broader
perspective than cognitive, ethnographic, or ergonomic approaches. De Souza
begins with a theoretical overview and detailed exposition of the semiotic
engineering account of HCI. She then shows how this approach can be applied
specifically to HCI evaluation and design of online help systems, customization
and end-user programming, and multiuser applications. Finally, she reflects on
the potential and opportunities for research in semiotic engineering.
Advances in network connectivity, power consumption, and physical size create
new possibilities for using interactive computing outdoors. However, moving
computing outdoors can drastically change the human outdoor experience. This
impact is felt in many kinds of outdoor activities such as citizen science, personal
recreation, search and rescue, informal education, and others. It is also felt
across outdoor settings that range from remote wilderness to crowded cities.
Understanding these effects can lead to ideas, designs and systems that
improve, rather than diminish, outdoor experiences. This book represents the
current results emerging from recent workshops focused on HCI outdoors and
held in conjunction with CHI, GROUP, UbiComp, and MobileHCI conferences.
Based on feedback at those workshops, and outreach to other leaders in the
field, the chapters collected were crafted to highlight methods and approaches for
understanding how technologies such as handhelds, wearables, and installed
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standalone devices impact individuals, groups, and even communities. These
findings frame new ways of thinking about HCI outdoors, explore logistical issues
associated with moving computing outdoors, and probe new experiences created
by involving computing in outdoor pursuits. Also important are the ways that
social media has influenced preparation, experience, and reflection related to
outdoor experiences. HCI Outdoors: Theory, Design, Methods and Applications
is of interest to HCI researchers, HCI practitioners, and outdoor enthusiasts who
want to shape future understanding and current practice related to technology in
every kind of outdoor experience.
For any organization to be successful, it must operate in such a manner that
knowledge and information, human resources, and technology are continually
taken into consideration and managed effectively. Business concepts are always
present regardless of the field or industry – in education, government, healthcare,
not-for-profit, engineering, hospitality/tourism, among others. Maintaining
organizational awareness and a strategic frame of mind is critical to meeting
goals, gaining competitive advantage, and ultimately ensuring sustainability. The
Encyclopedia of Organizational Knowledge, Administration, and Technology is an
inaugural five-volume publication that offers 193 completely new and previously
unpublished articles authored by leading experts on the latest concepts, issues,
challenges, innovations, and opportunities covering all aspects of modern
organizations. Moreover, it is comprised of content that highlights major
breakthroughs, discoveries, and authoritative research results as they pertain to
all aspects of organizational growth and development including methodologies
that can help companies thrive and analytical tools that assess an organization’s
internal health and performance. Insights are offered in key topics such as
organizational structure, strategic leadership, information technology
management, and business analytics, among others. The knowledge compiled in
this publication is designed for entrepreneurs, managers, executives, investors,
economic analysts, computer engineers, software programmers, human resource
departments, and other industry professionals seeking to understand the latest
tools to emerge from this field and who are looking to incorporate them in their
practice. Additionally, academicians, researchers, and students in fields that
include but are not limited to business, management science, organizational
development, entrepreneurship, sociology, corporate psychology, computer
science, and information technology will benefit from the research compiled
within this publication.
Gamification is becoming a common buzzword in business these days. In its
November 2012 press release, Gartner predicts that "by 2015, 40% of Global
1000 organizations will use gamification as the primary mechanism to transform
business operations." In the same report, they also predict that "by 2014, 80% of
current gamified applications will fail to meet business objectives, primarily due to
poor design." What is gamification? Does it belong in the workplace? Are there
design best practices that can increase the efficacy of enterprise gamification
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efforts? Janaki Kumar and Mario Herger answer these questions and more in this
book Gamification @ Work. They caution against taking a "chocolate covered
broccoli" approach of simply adding points and badges to business applications
and calling them gamified. They outline a methodology called Player Centered
Design which is a practical guide for user experience designers, product
managers and developers to incorporate the principles of gamification into their
business software. Player Centered Design involves the following five steps: 1.
Know your player 2. Identify the mission 3. Understand human motivation 4.
Apply mechanics 5. Manage, monitor and measure Kumar and Herger provide
examples of enterprise gamification, introduce legal and ethical considerations,
and provide pointers to other resources to continue your journey in designing
gamification that works! Keywords: Gamification, Enterprise Gamification,
Gamification of business software, enterprise software, business software, User
experience design, UX, Design, Engagement, Motivation.
With breadth and depth of coverage, the Encyclopedia of Computer Science and
Technology, Second Edition has a multi-disciplinary scope, drawing together
comprehensive coverage of the inter-related aspects of computer science and
technology. The topics covered in this encyclopedia include: General and
reference Hardware Computer systems organization Networks Software and its
engineering Theory of computation Mathematics of computing Information
systems Security and privacy Human-centered computing Computing
methodologies Applied computing Professional issues Leading figures in the
history of computer science The encyclopedia is structured according to the ACM
Computing Classification System (CCS), first published in 1988 but subsequently
revised in 2012. This classification system is the most comprehensive and is
considered the de facto ontological framework for the computing field. The
encyclopedia brings together the information and historical context that students,
practicing professionals, researchers, and academicians need to have a strong
and solid foundation in all aspects of computer science and technology.
An open access, peer-reviewed encyclopedia on human-computer interaction
and the design of interactive products and services like websites, household
objects, smartphones, computer software, aircraft cockpits, etc.
Cognetics and the locus of attention - Meanings, modes, monotony, and myths Quantification - Unification - Navigation and other aspects of humane interfaces Interface issues outside the user interface.
"This two volume set includes 213 entries with over 4,700 references to
additional works on gender and information technology"--Provided by publisher.
"This book offers a complete look into the field of cyber behavior, surveying case studies,
research, frameworks, techniques, technologies, and future developments relating to the way
people interact and behave online"--Provided by publisher.
The previous edition of the International Encyclopedia of Ergonomics and Human Factors
made history as the first unified source of reliable information drawn from many realms of
science and technology and created specifically with ergonomics professionals in mind. It was
also a winner of the Best Reference Award 2002 from the Engineering Libraries Division,
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American Society of Engineering Education, USA, and the Outstanding Academic Title 2002
from Choice Magazine. Not content to rest on his laurels, human factors and ergonomics
expert Professor Waldemar Karwowski has overhauled his standard-setting resource,
incorporating coverage of tried and true methods, fundamental principles, and major paradigm
shifts in philosophy, thought, and design. Demonstrating the truly interdisciplinary nature of this
field, these changes make the second edition even more comprehensive, more informative,
more, in a word, encyclopedic. Keeping the format popularized by the first edition, the new
edition has been completely revised and updated. Divided into 13 sections and organized
alphabetically within each section, the entries provide a clear and simple outline of the topics
as well as precise and practical information. The book reviews applications, tools, and
innovative concepts related to ergonomic research. Technical terms are defined (where
possible) within entries as well as in a glossary. Students and professionals will find this format
invaluable, whether they have ergonomics, engineering, computing, or psychology
backgrounds. Experts and researchers will also find it an excellent source of information on
areas beyond the range of their direct interests.
The Encyclopedia of electronic Human Resource Management is a comprehensive researchbased reference resource with about seventy entries on core e-HRM areas and key concepts.
From electronic selection to HR analytics, from e-HRM implementation to HRIS cultural
differences - each entry reflects the views of an expert in the field. Each entry provides a list of
references and further reading to enable the reader to gain a deeper awareness and
understanding of each topic. The book aims to formalize and up-date, to inform and connect
the different topics and scholars from the multiple disciplines, who conduct research into eHRM. This book will be useful for academic researchers, HR practitioners and students.
"This set of books represents a detailed compendium of authoritative, research-based entries
that define the contemporary state of knowledge on technology"--Provided by publisher.
INTERACT Conferences are an important platform for researchers and practitioners in the field
of human-computer interaction (HCI). This volume contains the Adjunct Proceedings to the
17th INTERACT Conference (2019). They consist of a series of selected papers from
workshops, the Student Design Consortium and the Doctoral Consortium.
"This book is a comprehensive and in-depth reference to the most recent developments in the
field covering theoretical developments, techniques, technologies, among others"--Provided by
publisher.
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