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Aimed at software developers, this book proposes the creation of a new profession of software design. The examples in the text
are updated to reflect new platforms along with additional case studies where appropriate.
An understanding of psychology—specifically the psychology behind how users behave and interact with digital interfaces—is
perhaps the single most valuable nondesign skill a designer can have. The most elegant design can fail if it forces users to
conform to the design rather than working within the "blueprint" of how humans perceive and process the world around them. This
practical guide explains how you can apply key principles in psychology to build products and experiences that are more intuitive
and human-centered. Author Jon Yablonski deconstructs familiar apps and experiences to provide clear examples of how UX
designers can build experiences that adapt to how users perceive and process digital interfaces. You’ll learn: How aesthetically
pleasing design creates positive responses The principles from psychology most useful for designers How these psychology
principles relate to UX heuristics Predictive models including Fitts’s law, Jakob’s law, and Hick’s law Ethical implications of using
psychology in design A framework for applying these principles
This book is intended to provide the reader with effective and practical tools for designing user interfaces. It integrates tactical and
strategic approaches, helping the programmer understand how the user comprehends their software.
Emotional DesignWhy We Love (or Hate) Everyday ThingsBasic Books
The 3-volume set LNCS 8510, 8511 and 8512 constitutes the refereed proceedings of the 16th International Conference on
Human-Computer Interaction, HCII 2014, held in Heraklion, Crete, Greece in June 2014. The total of 1476 papers and 220 posters
presented at the HCII 2014 conferences was carefully reviewed and selected from 4766 submissions. These papers address the
latest research and development efforts and highlight the human aspects of design and use of computing systems. 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.
Describes UX design methods, covering such topics as creating a proposal, user research, personas, search engine optimization,
site maps, wireframes, prototyping, and design testing.
Esta enciclopedia presenta numerosas experiencias y discernimientos de profesionales de todo el mundo sobre discusiones y
perspectivas de la la interacción hombre-computadoras
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
This book constitutes the refereed proceedings of the 9th International Conference on Design, User Experience, and Usability, DUXU 2020,
held as part of the 22nd International Conference on Human-Computer Interaction, HCII 2020, in Copenhagen, Denmark, in July 2020. The
conference was held virtually due to the COVID-19 pandemic. From a total of 6326 submissions, a total of 1439 papers and 238 posters has
been accepted for publication in the HCII 2020 proceedings. The 51 papers included in this volume were organized in topical sections on
interactions in public, urban and rural contexts; UX design for health and well-being; DUXU for creativity, learning and collaboration; DUXU
for culture and tourism.
Artists and creators in interactive art and interaction design have long been conducting research on human-machine interaction. Through
artistic, conceptual, social and critical projects, they have shown how interactive digital processes are essential elements for their artistic
creations. Resulting prototypes have often reached beyond the art arena into areas such as mobile computing, intelligent ambiences,
intelligent architecture, fashionable technologies, ubiquitous computing and pervasive gaming. Many of the early artist-developed interactive
technologies have influenced new design practices, products and services of today's media society. This book brings together key
theoreticians and practitioners of this field. It shows how historically relevant the issues of interaction and interface design are, as they can be
analyzed not only from an engineering point of view but from a social, artistic and conceptual, and even commercial angle as well.
The human-computer interactions are more and more present in our everyday life, and lead to many conceptual and methodological
problems for the designers and evaluators of interactive systems. This book is about Human-Computer Interaction in Transport domain, in
which the traveler becomes a user of information systems, particularly before and during the travel(s). This book will focus on traveler
information and personalized systems, using a human-centered design approach.
We design to elicit responses from people. We want them to buy something, read more, or take action of some kind. Designing without
understanding what makes people act the way they do is like exploring a new city without a map: results will be haphazard, confusing, and
inefficient. This book combines real science and research with practical examples to deliver a guide every designer needs. With it you’ll be
able to design more intuitive and engaging work for print, websites, applications, and products that matches the way people think, work, and
play. Learn to increase the effectiveness, conversion rates, and usability of your own design projects by finding the answers to questions
such as: What grabs and holds attention on a page or screen? What makes memories stick? What is more important, peripheral or central
vision? How can you predict the types of errors that people will make? What is the limit to someone’s social circle? How do you motivate
people to continue on to (the next step? What line length for text is best? Are some fonts better than others? These are just a few of the
questions that the book answers in its deep-dive exploration of what makes people tick.
This book offers the first comprehensive yet critical overview of methods used to evaluate interaction between humans and social robots. It
reviews commonly used evaluation methods, and shows that they are not always suitable for this purpose. Using representative case studies,
the book identifies good and bad practices for evaluating human-robot interactions and proposes new standardized processes as well as
recommendations, carefully developed on the basis of intensive discussions between specialists in various HRI-related disciplines, e.g.
psychology, ethology, ergonomics, sociology, ethnography, robotics, and computer science. The book is the result of a close, long-standing
collaboration between the editors and the invited contributors, including, but not limited to, their inspiring discussions at the workshop on
Evaluation Methods Standardization for Human-Robot Interaction (EMSHRI), which have been organized yearly since 2015. By highlighting
and weighing good and bad practices in evaluation design for HRI, the book will stimulate the scientific community to search for better
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solutions, take advantages of interdisciplinary collaborations, and encourage the development of new standards to accommodate the growing
presence of robots in the day-to-day and social lives of human beings.
The authors of Thoughtful Interaction Design go beyond the usual technical concerns of usability and usefulness to consider interaction
design from a design perspective. The shaping of digital artifacts is a design process that influences the form and functions of workplaces,
schools, communication, and culture; the successful interaction designer must use both ethical and aesthetic judgment to create designs that
are appropriate to a given environment. This book is not a how-to manual, but a collection of tools for thought about interaction design.
Working with information technology—called by the authors "the material without qualities"—interaction designers create not a static object but
a dynamic pattern of interactivity. The design vision is closely linked to context and not simply focused on the technology. The authors' actionoriented and context-dependent design theory, drawing on design theorist Donald Schön's concept of the reflective practitioner, helps
designers deal with complex design challenges created by new technology and new knowledge. Their approach, based on a foundation of
thoughtfulness that acknowledges the designer's responsibility not only for the functional qualities of the design product but for the ethical and
aesthetic qualities as well, fills the need for a theory of interaction design that can increase and nurture design knowledge. From this
perspective they address the fundamental question of what kind of knowledge an aspiring designer needs, discussing the process of design,
the designer, design methods and techniques, the design product and its qualities, and conditions for interaction design.
We are extremely pleased to present a comprehensive book comprising a collection of research papers which is basically an outcome of the
Second IFIP TC 13.6 Working Group conference on Human Work Interaction Design, HWID2009. The conference was held in Pune, India
during October 7–8, 2009. It was hosted by the Centre for Development of Advanced Computing, India, and jointly organized with
Copenhagen Business School, Denmark; Aarhus University, Denmark; and Indian Institute of Technology, Guwahati, India. The theme of
HWID2009 was Usability in Social, C- tural and Organizational Contexts. The conference was held under the auspices of IFIP TC 13 on
Human–Computer Interaction. 1 Technical Committee TC13 on Human–Computer Interaction The committees under IFIP include the
Technical Committee TC13 on Human–Computer Interaction within which the work of this volume has been conducted. TC13 on
Human–Computer Interaction has as its aim to encourage theoretical and empirical human science research to promote the design and
evaluation of human-oriented ICT. Within TC13 there are different working groups concerned with different aspects of human– computer
interaction. The flagship event of TC13 is the bi-annual international conference called INTERACT at which both invited and contributed
papers are presented. Contributed papers are rigorously refereed and the rejection rate is high.
Designing Inclusive Interactions contains the proceedings of the fifth Cambridge Workshop on Universal Access and Assistive Technology
(CWUAAT), incorporating the 8th Cambridge Workshop on Rehabilitation Robotics, held in Cambridge, England, in March 2010. It contains
contributions from an international group of leading researchers in the fields of Universal Access and Assistive Technology. This conference
will mainly focus on the following principal topics: 1. Designing assistive and rehabilitation technology for working and daily living
environments 2. Measuring inclusion for the design of products for work and daily living 3. Inclusive interaction design and new technologies
for inclusive design 4. Assembling new user data for inclusive design 5. The design of accessible and inclusive contexts: work and daily living
environments 6. Business advantages and applications of inclusive design 7. Legislation, standards and government awareness of inclusive
design
New in paperback, this book presents Dieter Rams' aesthetic philosophy through highlights from a forty-year career designing iconic
consumer products that enhance our daily lives. For decades, anyone who cared about product design looked to the Braun label when
choosing their appliances, radios, and other consumer items. Dieter Rams, the guiding force behind the Braun look, breaks down his design
principles and processes in this elegant new paperback edition. Enumerating each of his ten principles such as "good design is innovative";
"good design is aesthetic"; "good design is useful", etc., this bestselling book presents one hundred items that embody these guidelines.
Taken together, the images and texts offer the most comprehensive overview of Dieter Rams' work to date and will serve as both a reference
and an inspiration for anyone interested in how and why good design matters.
Covering key topics in the field such as technological innovation, human-centered sustainable engineering and manufacturing, and
manufacture at a global scale in a virtual world, this book addresses both advanced techniques and industrial applications of key research in
interactive design and manufacturing. Featuring the full papers presented at the 2014 Joint Conference on Mechanical Design Engineering
and Advanced Manufacturing, which took place in June 2014 in Toulouse, France, it presents recent research and industrial success stories
related to implementing interactive design and manufacturing solutions.
This three volume set LNCS 12779, 12780, and 12781 constitutes the refereed proceedings of the 10th International Conference on Design,
User Experience, and Usability, DUXU 2021, held as part of the 23rd International Conference, HCI International 2021, which took place in
July 2021. Due to COVID-19 pandemic the conference was held virtually. The total of 1276 papers and 241 posters included in the 39 HCII
2021 proceedings volumes was carefully reviewed and selected from 5222 submissions. The papers of DUXU 2021, Part I, are organized in
topical sections named: UX Design Methods and Techniques; Methods and Techniques for UX Research; Visual Languages and Information
Visualization; Design Education and Practice.
The essential interaction design guide, fully revised and updated for the mobile age About Face: The Essentials of Interaction Design, Fourth
Edition is the latest update to the book that shaped and evolved the landscape of interaction design. This comprehensive guide takes the
worldwide shift to smartphones and tablets into account. New information includes discussions on mobile apps, touch interfaces, screen size
considerations, and more. The new full-color interior and unique layout better illustrate modern design concepts. The interaction design
profession is blooming with the success of design-intensive companies, priming customers to expect "design" as a critical ingredient of
marketplace success. Consumers have little tolerance for websites, apps, and devices that don't live up to their expectations, and the
responding shift in business philosophy has become widespread. About Face is the book that brought interaction design out of the research
labs and into the everyday lexicon, and the updated Fourth Edition continues to lead the way with ideas and methods relevant to today's
design practitioners and developers. Updated information includes: Contemporary interface, interaction, and product design methods Design
for mobile platforms and consumer electronics State-of-the-art interface recommendations and up-to-date examples Updated Goal-Directed
Design methodology Designers and developers looking to remain relevant through the current shift in consumer technology habits will find
About Face to be a comprehensive, essential resource.
User experience (UX) design has traditionally been a deliverables-based practice, with wireframes, site maps, flow diagrams, and mockups.
But in today’s web-driven reality, orchestrating the entire design from the get-go no longer works. This hands-on book demonstrates Lean
UX, a deeply collaborative and cross-functional process that lets you strip away heavy deliverables in favor of building shared understanding
with the rest of the product team. Lean UX is the evolution of product design; refined through the real-world experiences of companies large
and small, these practices and principles help you maintain daily, continuous engagement with your teammates, rather than work in isolation.
This book shows you how to use Lean UX on your own projects. Get a tactical understanding of Lean UX—and how it changes the way teams
work together Frame a vision of the problem you’re solving and focus your team on the right outcomes Bring the designer’s tool kit to the
rest of your product team Break down the silos created by job titles and learn to trust your teammates Improve the quality and productivity of
your teams, and focus on validated experiences as opposed to deliverables/documents Learn how Lean UX integrates with Agile UX
Augmented reality (AR) and virtual reality (VR) provide flexibility in education and have become widely used for the promotion of multimedia
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learning. This use coincides with mobile devices becoming prevalent, VR devices becoming more affordable, and the creation of user-friendly
software that allows the development of AR/VR applications by non-experts. However, because the integration of AR and VR into education
is a fairly new practice that is only in its initial stage, these processes and outcomes need to be improved. Designing, Deploying, and
Evaluating Virtual and Augmented Reality in Education is an essential research book that presents current practices and procedures from
different technology-implementation stages (design, deployment, and evaluation) to help educators use AR/VR applications in their own
teaching practices. The book provides comprehensive information on AR and VR applications in different educational settings from various
perspectives including but not limited to mobile learning, formal/informal learning, and integration strategies with practical and/or theoretical
implications. Barriers and challenges to their implementation that are currently faced by educators are also addressed. This book is ideal for
academicians, instructors, curriculum designers, policymakers, instructional designers, researchers, education professionals, practitioners,
and students.
Many designers enjoy the interfaces seen in science fiction films and television shows. Freed from the rigorous constraints of designing for
real users, sci-fi production designers develop blue-sky interfaces that are inspiring, humorous, and even instructive. By carefully studying
these “outsider” user interfaces, designers can derive lessons that make their real-world designs more cutting edge and successful.
It’s the little things that turn a good digital product into a great one. With this practical book, you’ll learn how to design effective
microinteractions: the small details that exist inside and around features. How can users change a setting? How do they turn on mute, or
know they have a new email message? Through vivid, real-world examples from today’s devices and applications, author Dan Saffer walks
you through a microinteraction’s essential parts, then shows you how to use them in a mobile app, a web widget, and an appliance. You’ll
quickly discover how microinteractions can change a product from one that’s tolerated into one that’s treasured. Explore a
microinteraction’s structure: triggers, rules, feedback, modes, and loops Learn the types of triggers that initiate a microinteraction Create
simple rules that define how your microinteraction can be used Help users understand the rules with feedback, using graphics, sounds, and
vibrations Use modes to let users set preferences or modify a microinteraction Extend a microinteraction’s life with loops, such as “Get data
every 30 seconds”
The three-volume set LNCS 12762, 12763, and 12764 constitutes the refereed proceedings of the Human Computer Interaction thematic
area of the 23rd International Conference on Human-Computer Interaction, HCII 2021, which took place virtually in July 2021. The total of
1276 papers and 241 posters included in the 39 HCII 2021 proceedings volumes was carefully reviewed and selected from 5222
submissions. The 139 papers included in this HCI 2021 proceedings were organized in topical sections as follows: Part I, Theory, Methods
and Tools: HCI theory, education and practice; UX evaluation methods, techniques and tools; emotional and persuasive design; and
emotions and cognition in HCI Part II, Interaction Techniques and Novel Applications: Novel interaction techniques; human-robot interaction;
digital wellbeing; and HCI in surgery Part III, Design and User Experience Case Studies: Design case studies; user experience and
technology acceptance studies; and HCI, social distancing, information, communication and work
Why attractive things work better and other crucial insights into human-centered design Emotions are inseparable from how we humans think,
choose, and act. In Emotional Design, cognitive scientist Don Norman shows how the principles of human psychology apply to the invention
and design of new technologies and products. In The Design of Everyday Things, Norman made the definitive case for human-centered
design, showing that good design demanded that the user's must take precedence over a designer's aesthetic if anything, from light switches
to airplanes, was going to work as the user needed. In this book, he takes his thinking several steps farther, showing that successful design
must incorporate not just what users need, but must address our minds by attending to our visceral reactions, to our behavioral choices, and
to the stories we want the things in our lives to tell others about ourselves. Good human-centered design isn't just about making effective
tools that are straightforward to use; it's about making affective tools that mesh well with our emotions and help us express our identities and
support our social lives. From roller coasters to robots, sports cars to smart phones, attractive things work better. Whether designer or
consumer, user or inventor, this book is the definitive guide to making Norman's insights work for you.
Routledge is now re-issuing this prestigious series of 204 volumes originally published between 1910 and 1965. The titles include works by
key figures such asC.G. Jung, Sigmund Freud, Jean Piaget, Otto Rank, James Hillman, Erich Fromm, Karen Horney and Susan Isaacs. Each
volume is available on its own, as part of a themed mini-set, or as part of a specially-priced 204-volume set. A brochure listing each title in the
"International Library of Psychology" series is available upon request.
The three-volume set LNCS 12181, 12182, and 12183 constitutes the refereed proceedings of the Human Computer Interaction thematic
area of the 22nd International Conference on Human-Computer Interaction, HCII 2020, which took place in Copenhagen, Denmark, in July
2020.* A total of 1439 papers and 238 posters have been accepted for publication in the HCII 2020 proceedings from a total of 6326
submissions. The 145 papers included in this HCI 2020 proceedings were organized in topical sections as follows: Part I: design theory,
methods and practice in HCI; understanding users; usability, user experience and quality; and images, visualization and aesthetics in HCI.
Part II: gesture-based interaction; speech, voice, conversation and emotions; multimodal interaction; and human robot interaction. Part III:
HCI for well-being and Eudaimonia; learning, culture and creativity; human values, ethics, transparency and trust; and HCI in complex
environments. *The conference was held virtually due to the COVID-19 pandemic.

Despite advances in technology and Internet-inspired trends, successful interactive design remains firmly rooted in the
principles of graphic design. Interactive Design 2 collects the best in graphic design from interactive environments
created over the past two years. 200 color illustrations are featured, including color reproductions of websites, CDROMs,
kiosks, and other interactive media. The accompanying text explores the cultural and financial implications of the Net.
Whether you’re designing consumer electronics, medical devices, enterprise Web apps, or new ways to check out at the
supermarket, today’s digitally-enabled products and services provide both great opportunities to deliver compelling user
experiences and great risks of driving your customers crazy with complicated, confusing technology. Designing
successful products and services in the digital age requires a multi-disciplinary team with expertise in interaction design,
visual design, industrial design, and other disciplines. It also takes the ability to come up with the big ideas that make a
desirable product or service, as well as the skill and perseverance to execute on the thousand small ideas that get your
design into the hands of users. It requires expertise in project management, user research, and consensus-building. This
comprehensive, full-color volume addresses all of these and more with detailed how-to information, real-life examples,
and exercises. Topics include assembling a design team, planning and conducting user research, analyzing your data
and turning it into personas, using scenarios to drive requirements definition and design, collaborating in design
meetings, evaluating and iterating your design, and documenting finished design in a way that works for engineers and
stakeholders alike.
This book will help you design media that engages, entertains, communicates and 'sticks' with the audience. Packed with
examples of groundbreaking interactive design, this book provides a solid introduction to the principles of interactive
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communication and detailed case studies from world-leading industry experts. The Fundamentals of Interactive Design
takes you step by step through each stage of the creative process – from inspiration to practical application of designing
interfaces and interactive experiences. With a visually engaging and exciting layout this book is an invaluable overview of
the state of the art and the ongoing evolution of digital design, from where it is now to where it's going in the future.
The perspectives and techniques used in human-computer interaction design, practice and research are broadening.
This book looks at emerging approaches which are likely to contribute to the discipline in near future. The emphasis is on
the social, cognitive, emotional, creative and active dimensions of the human actor. The underlying idea is that human
character rather than technology should determine the nature of interaction. The concept of "interaction design" covers
this broader range of concerns relevant to enabling quality design. Each chapter emphasizes alternative perspectives on
interaction and new concepts to help researchers and practitioners relate to alternative design approaches and
opportunities. Many of these new elements can be found to be successful and established in other fields, such as
information systems development and industrial design. This volume will be of considerable value to those seeking
innovative and developing perspectives upon both designing and ensuring effective interaction between humans and
technology.
Developing software systems which are easy to use while simultaneously increasing the productivity, performance and
satisfaction of users is still a major challenge in software engineering. Thus a large number of usability engineering
methods have been proposed to systematically develop software with high usability. A large number of studies indicate
that even basic usability engineering methods are not integrated in software development lifecycles practiced in industrial
settings. Yet problems in the adoption of methods by project teams are rarely examined. This book provides a new
perspective on the integration and adoption of usability engineering methods by software development teams. The
adoption of methods by project teams – contrary to popular belief – is not assured just because it is mandated by the
organization. This work argues that usability engineering methods can only be regarded as integrated in the software
development process of an organization when these methods are practiced and accepted by development teams. So far
no frameworks for examining the acceptance of methods by project teams and for exploiting such data for guiding project
teams in method deployment are available. To address this problem, this book presents an approach which consists of a
process meta-model for guiding project teams in the deployment of usability en- neering methods and a measurement
framework for measuring the acceptance of the deployed methods. The approach is called Adoption-Centric Usability
Engineering.
The four-volume set LNCS 11746–11749 constitutes the proceedings of the 17th IFIP TC 13 International Conference on
Human-Computer Interaction, INTERACT 2019, held in Paphos, Cyprus, in September 2019. The total of 111 full papers
presented together with 55 short papers and 48 other papers in these books was carefully reviewed and selected from
385 submissions. The contributions are organized in topical sections named: Part I: accessibility design principles;
assistive technology for cognition and neurodevelopment disorders; assistive technology for mobility and rehabilitation;
assistive technology for visually impaired; co-design and design methods; crowdsourcing and collaborative work; cyber
security and e-voting systems; design methods; design principles for safety/critical systems. Part II: e-commerce;
education and HCI curriculum I; education and HCI curriculum II; eye-gaze interaction; games and gamification; humanrobot interaction and 3D interaction; information visualization; information visualization and augmented reality; interaction
design for culture and development I. Part III: interaction design for culture and development II; interaction design for
culture and development III; interaction in public spaces; interaction techniques for writing and drawing; methods for user
studies; mobile HCI; personalization and recommender systems; pointing, touch, gesture and speech-based interaction
techniques; social networks and social media interaction. Part IV: user modelling and user studies; user experience;
users’ emotions, feelings and perception; virtual and augmented reality I; virtual and augmented reality II; wearable and
tangible interaction; courses; demonstrations and installations; industry case studies; interactive posters; panels;
workshops. The chapter ‘Experiencing Materialized Reading: Individuals’ Encounters with Books’ is open access under
a CC BY 4.0 license at link.springer.com. The chapter ‘What Is Beautiful Continues to Be Good: People Images and
Algorithmic Inferences on Physical Attractiveness’ is open access under a CC BY 4.0 license at link.springer.com.
With the coming flood of connected products, many UX and interaction designers are looking into hardware design, a
discipline largely unfamiliar to them. If you’re among those who want to blend digital and physical design concepts
successfully, this practical book helps you explore seven long-standing principles of industrial design. Two present and
former design directors at IDEO, the international design and innovation firm, use real-world examples to describe
industrial designs that are sensorial, simple, enduring, playful, thoughtful, sustainable, and beautiful. You’ll learn how to
approach, frame, and evaluate your designs as they extend beyond the screen and into the physical world. Sensorial:
create experiences that fully engage our human senses Simple: design simple products that provide overall clarity in
relation to their purpose Enduring: build products that wear well and live on as classics Playful: use playful design to go
beyond functionality and create emotional connections Thoughtful: observe people’s struggles and anticipate their needs
Sustainable: design products that reduce environmental impact Beautiful: elevate the experience of everyday products
through beauty
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