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This lean, focused text concentrates on giving
students a clear understanding of database
fundamentals while providing a broad survey of all
the major topics of the field. The result is a text that
is easily covered in one semester, and that only
includes topics relevant to the database course. Mark
Gillenson, an associate editor of the Journal of
Database Management, has 15 years experience of
working with and teaching at IBM Corp. and 15 years
of teaching experience at the college level. He writes
in a clear, friendly style that progresses step-by-step
through all of the major database topics. Each
chapter begins with a story about a real company's
database application, and is packed with examples.
When students finish the text, they will be able to
immediately apply what they've learned in business.
"Rogers, Preece and Sharp are a bestselling author
team, acknowledged leaders and educators in their
field, with a strong global reputation.They bring
depth of scope to the subject, encompassing the
latest technologies and devices including facebook
and YouTube. Interaction Design offers a crossdisciplinary, practical and process-oriented approach
to Human Computer Interaction, showing not just
what principals ought to apply to Interaction Design,
but crucially how they can be applied. Motivating
examples are included to illustrate technical, social,
and ethical issues, making the book approachable
and adaptable for both Computer Science and nonComputer Science users. Interviews with key HCI
luminaries are included and provide an insight into
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current and future trends. The text comes with a
lively and highly interactive companion web site
containing a rich set of resources enabling students
to collaborate on experiments and designs, take part
in competitions, find resources and communicate
with others"-*Describes an agile process that works on large
projects *Ideal for hurried developers who want to
develop software in teams *Incorporates real-life
C#/.NET web project; can compare this with cases in
book
Programming Language Pragmatics, Fourth Edition,
is the most comprehensive programming language
textbook available today. It is distinguished and
acclaimed for its integrated treatment of language
design and implementation, with an emphasis on the
fundamental tradeoffs that continue to drive software
development. The book provides readers with a solid
foundation in the syntax, semantics, and pragmatics
of the full range of programming languages, from
traditional languages like C to the latest in
functional, scripting, and object-oriented
programming. This fourth edition has been heavily
revised throughout, with expanded coverage of type
systems and functional programming, a unified
treatment of polymorphism, highlights of the newest
language standards, and examples featuring the ARM
and x86 64-bit architectures. Updated coverage of the
latest developments in programming language
design, including C & C++11, Java 8, C# 5, Scala, Go,
Swift, Python 3, and HTML 5 Updated treatment of
functional programming, with extensive coverage of
OCaml New chapters devoted to type systems and
composite types Unified and updated treatment of
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polymorphism in all its forms New examples
featuring the ARM and x86 64-bit architectures
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.
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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
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.
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This bestselling professional reference has helped
over 100,000 engineers and scientists with the
success of their experiments. The new edition
includes more software examples taken from the
three most dominant programs in the field: Minitab,
JMP, and SAS. Additional material has also been
added in several chapters, including new
developments in robust design and factorial designs.
New examples and exercises are also presented to
illustrate the use of designed experiments in service
and transactional organizations. Engineers will be
able to apply this information to improve the quality
and efficiency of working systems.
Beyond Human - Computer Interaction
Privacy Enhancing Technologies
Interaction Design to Lead Us into Temptation
Research-based Web Design & Usability Guidelines
Common User Interface Design Don'ts and Dos
Evil by Design
Online Communities
Mobile User Experience Design for Life
Encyclopedia of Human Computer Interaction
Understanding Industrial Design
Beyond Human-computer Interaction, 3rd Edition
The Pocket Universal Principles of Design
Thoughtful Interaction Design
"Better read this book, or your design will be featured in Bloopers
II. Seriously, bloopers may be fun in Hollywood outtakes, but no
movie director would include them in the final film. So why do we
find so many bloopers in shipped software? Follow Jeff Johnson as
he leads the blooper patrol deep into enemy territory: he takes no
prisoners but reveals all the design stupidities that users have been
cursing over the years." -Jakob Nielsen Usability Guru, Nielsen
Norman Group "If you are a software developer, read this book,
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especially if you don't think you need it. Don't worry, it isn't filled
with abstract and useless theory--this is a book for doers, code
writers, and those in the front trenches. Buy it, read it, and take two
sections daily." -Don Norman President, UNext Learning Systems
hr align="CENTER" size="1" width="75%" GUI Bloopers looks at
user interface design bloopers from commercial software, Web
sites, and information appliances, explaining how intelligent, wellintentioned professionals made these dreadful mistakes--and how
you can avoid them. While equipping you with all the theory
needed to learn from these examples, GUI expert Jeff Johnson also
presents the reality of interface design in an entertaining, anecdotal,
and instructive way. This is an excellent, well-illustrated resource
for anyone whose work touches on usability issues, including
software engineers, Web site designers, managers of development
processes, QA professionals, and usability professionals. Features
Takes a learn-by-example approach that teaches you to avoid
common errors by asking the appropriate questions of your own
interface designs. Includes two complete war stories, drawn from
the author's personal experience, that describe in detail the
challenges faced by UI engineers. Covers bloopers in a wide range
of categories: GUI components, layout and appearance, text
messages, interaction strategies, Web site design, responsiveness
issues, management decision-making, and even more at www.GUIbloopers.com. Organized and formatted based on the results of its
own usability testing--so you can quickly find the information you
need, packaged in easily digested pieces.
What is HCI?; Components of HCI; Interview with Terry
Winograd; Humans and technology: Humans; Interview with
Donald Norman; Cognitive frameworks for HCI; Perception and
representation; Attention and memory constraints; Knowledge and
mental models; Interface metaphors and conceptual models;
Learning in context; Social aspects; Organizational aspects;
Interview with Marlilyn Mantei; Humans and technology:
technology; Intervies with Ben Shneiderman; Input; Output;
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Interaction styles; Designing windowing systems; User support and
on-line information; Designing for collaborative work and virtual
environments; Interview with Roy Kalawsky; Interaction design:
methods and techniques; Interview with Tom Moran; Principles of
user-centred design; Methods for user-centred design; Requirements
gathering; Task analysis; Structured HCI design; Envisioning
design; Interaction design: support for designers; Interview with
Bill Verplank; Supporting Design; Guidelines: principles and rules;
standards and metrics; design rationale; Prototyping; Software
support; Interview with deborah hix; Interaction design: evaluation;
Interview with Brian Shackel; The role of evaluation; Usage data:
observations, monitoring, users'opinions; experiments and
benchmarking; Interpretive evaluation; Predictive evaluation;
Comparing methods; Glossary; Solutions to questins; References;
Index.
How to make customers feel good about doing what you want
Learn how companies make us feel good about doing what
theywant. Approaching persuasive design from the dark side, this
bookmelds psychology, marketing, and design concepts to show
whywe’re susceptible to certain persuasive techniques. Packedwith
examples from every nook and cranny of the web, it provideseasily
digestible and applicable patterns for putting these designtechniques
to work. Organized by the seven deadly sins, itincludes: Pride — use
social proof to position your product in linewith your visitors’
values Sloth — build a path of least resistance that leads userswhere
you want them to go Gluttony — escalate customers’ commitment
and useloss aversion to keep them there Anger — understand the
power of metaphysical argumentsand anonymity Envy — create a
culture of status around your product andfeed aspirational desires
Lust — turn desire into commitment by using emotion todefeat
rational behavior Greed — keep customers engaged by reinforcing
thebehaviors you desire Now you too can leverage human fallibility
to create powerfulpersuasive interfaces that people will love to use
— but willyou use your new knowledge for good or evil? Learn more
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on thecompanion website, evilbydesign.info.
The authors in this work focus on and explore human computer
interaction (HCI) by bringing together the best practice and
experience from HCI and interaction design.
Thoroughly rewritten for today's web environment, this bestselling
book offers a fresh look at a fundamental topic of web site
development: navigation design. Amid all the changes to the Web
in the past decade, and all the hype about Web 2.0 and various
"rich" interactive technologies, the basic problems of creating a
good web navigation system remain. Designing Web Navigation
demonstrates that good navigation is not about technology-it's about
the ways people find information, and how you guide them. Ideal
for beginning to intermediate web designers, managers, other nondesigners, and web development pros looking for another
perspective, Designing Web Navigation offers basic design
principles, development techniques and practical advice, with realworld examples and essential concepts seamlessly folded in. How
does your web site serve your business objectives? How does it
meet a user's needs? You'll learn that navigation design touches
most other aspects of web site development. This book: Provides
the foundations of web navigation and offers a framework for
navigation design Paints a broad picture of web navigation and
basic human information behavior Demonstrates how navigation
reflects brand and affects site credibility Helps you understand the
problem you're trying to solve before you set out to design
Thoroughly reviews the mechanisms and different types of
navigation Explores "information scent" and "information shape"
Explains "persuasive" architecture and other design concepts
Covers special contexts, such as navigation design for web
applications Includes an entire chapter on tagging While Designing
Web Navigation focuses on creating navigation systems for large,
information-rich sites serving a business purpose, the principles and
techniques in the book also apply to small sites. Well researched
and cited, this book serves as an excellent reference on the topic, as
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well as a superb teaching guide. Each chapter ends with suggested
reading and a set of questions that offer exercises for experiencing
the concepts in action.
Although recent findings show the public increasingly interacting
with government Web sites, a common problem is that people can’t
find what they’re looking for. In other words, the sites lack
usability. The Research-Based Web Design and Usability
Guidelines aid in correcting this problem by providing the latest
Web design guidance from the research and other forms of
evidence. This unique publication has been updated from its earlier
version to include over 40 new or updated research guidelines,
bringing the total to 209. Primary audiences for the book are: Web
managers, designers, and all staff involved in the creation of Web
sites. Topics in the book include: home page design, page and site
navigation, graphics and images, effective Web content writing, and
search. A new section on usability testing guidance has been added.
Experts from across government, industry, and academia have
reviewed and contributed to the development of the Guidelines.
And, since their introduction in 2003, the Guidelines have been
widely used by government, private, and academic institutions to
improve Web design.
The purpose of the book is to set up a framework for discussions on
social and technical issues of online communities. Designing
usability and supporting sociability lays a solid foundation on which
online communities can grow and thrive. Intended for both students
and computer professionals, the book addresses the development of
new online communities as well as the improvement of existing
ones. It is divided into two parts - Getting Acquainted with Online
Communities and Developing Online Communities - along with a
preface and a concluding chapter which explores the future of
online communities. For sample chapters and other resources,
please check out the web site for the book at
www.ifsm.umbc.edu/onlinecommunities.
The Routledge Handbook of Language and Identity provides a clear
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and comprehensive survey of the field of language and identity
from an applied linguistics perspective. Forty-one chapters are
organised into five sections covering: theoretical perspectives
informing language and identity studies key issues for researchers
doing language and identity studies categories and dimensions of
identity identity in language learning contexts and among language
learners future directions for language and identity studies in
applied linguistics Written by specialists from around the world,
each chapter will introduce a topic in language and identity studies,
provide a concise and critical survey, in which the importance and
relevance to applied linguists is explained and include further
reading. The Routledge Handbook of Language and Identity is an
essential purchase for advanced undergraduate and postgraduate
students of Linguistics, Applied Linguistics and TESOL. Advisory
board: David Block (Institució Catalana de Recerca i Estudis
Avançats/ Universitat de Lleida, Spain); John Joseph (University of
Edinburgh); Bonny Norton (University of British Colombia,
Canada).
Agile Development with ICONIX Process
Interaction Design
Third International Workshop, PET 2003, Dresden, Germany,
March 26-28, 2003, Revised Papers
Human-Computer Interaction
Python Programming
Optimizing the User Experience
The Humane Interface
HCI Theory
What System Designers Need to Know about People
Classical, Modern, and Contemporary
From Theory to Applications
Fundamentals, Evolving Technologies, and Emerging Applications,
Third Edition
Don'ts and Do's for Software Developers and Web Designers
Winner of a 2013 CHOICE Outstanding Academic Title Award
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The third edition of a groundbreaking reference, The HumanComputer Interaction Handbook: Fundamentals, Evolving
Technologies, and Emerging Applications raises the bar for
handbooks in this field. It is the largest, most complete
compilation of HCI theories, principles, advances, case st
Foundations for Designing User-Centered Systems introduces
the fundamental human capabilities and characteristics that
influence how people use interactive technologies. Organized
into four main areas—anthropometrics, behaviour, cognition
and social factors—it covers basic research and considers the
practical implications of that research on system design.
Applying what you learn from this book will help you to design
interactive systems that are more usable, more useful and more
effective. The authors have deliberately developed Foundations
for Designing User-Centered Systems to appeal to system
designers and developers, as well as to students who are taking
courses in system design and HCI. The book reflects the
authors’ backgrounds in computer science, cognitive science,
psychology and human factors. The material in the book is
based on their collective experience which adds up to almost 90
years of working in academia and both with, and within,
industry; covering domains that include aviation, consumer
Internet, defense, eCommerce, enterprise system design, health
care, and industrial process control.
A revision of the #1 text in the Human Computer Interaction
field, Interaction Design, the third edition is an ideal resource
for learning the interdisciplinary skills needed for interaction
design, human-computer interaction, information design, web
design and ubiquitous computing. The authors are
acknowledged leaders and educators in their field, with a strong
global reputation. They bring depth of scope to the subject in
this new edition, encompassing the latest technologies and
devices including social networking, Web 2.0 and mobile
devices. The third edition also adds, develops and updates cases,
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examples and questions to bring the book in line with the latest
in Human Computer Interaction. Interaction Design offers a
cross-disciplinary, practical and process-oriented approach to
Human Computer Interaction, showing not just what principles
ought to apply to Interaction Design, but crucially how they can
be applied. The book focuses on how to design interactive
products that enhance and extend the way people communicate,
interact and work. Motivating examples are included to
illustrate both technical, but also social and ethical issues,
making the book approachable and adaptable for both
Computer Science and non-Computer Science users. Interviews
with key HCI luminaries are included and provide an insight
into current and future trends. The book has an accompanying
website www.id-book.com which has been updated to include
resources to match the new edition. "The ebook version does
not provide access to the companion files."
Affect and emotion play an important role in our everyday
lives: They are present whatever we do, wherever we are, and
wherever we go, without us being aware of them for much of
the time. When it comes to interaction, be it with humans,
technology, or humans via technology, we suddenly become
more aware of emotion, either by seeing the other’s emotional
expression, or by not getting an emotional response while
anticipating one. Given this, it seems only sensible to explore
affect and emotion in human-computer interaction, to
investigate the underlying principles, to study the role they play,
to develop methods to quantify them, and to finally build
applications that make use of them. This is the research field for
which, over ten years ago, Rosalind Picard coined the phrase
"affective computing". The present book provides an account of
the latest work on a variety of aspects related to affect and
emotion in human-technology interaction. It covers theoretical
issues, user experience and design aspects as well as sensing
issues, and reports on a number of affective applications that
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have been developed in recent years.
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
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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-todate, 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, crossreferences 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.
Contextual design is a state-of-the-art approach to designing
products directly from an understanding of how the customer
works and what the customer needs. Based on a method
developed and taught by the authors, this is a practical, handson guide that articulates the underlying principles of contextual
design and shows how to use them to address different
problems, constraints, and organizational situations.
Esta enciclopedia presenta numerosas experiencias y
discernimientos de profesionales de todo el mundo sobre
discusiones y perspectivas de la la interacción hombrecomputadoras
GUI Bloopers 2.0, Second Edition, is the completely updated
and revised version of GUI Bloopers. It looks at user interface
design bloopers from commercial software, Web sites, Web
applications, and information appliances, explaining how
intelligent, well-intentioned professionals make these mistakes –
and how you can avoid them. GUI expert Jeff Johnson presents
the reality of interface design in an entertaining, anecdotal, and
instructive way while equipping readers with the minimum of
theory. This updated version reflects the bloopers that are
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common today, incorporating many comments and suggestions
from first edition readers. It covers bloopers in a wide range of
categories including GUI controls, graphic design and layout,
text messages, interaction strategies, Web site design –
including search, link, and navigation, responsiveness issues,
and management decision-making. Organized and formatted so
information needed is quickly found, the new edition features
call-outs for the examples and informative captions to enhance
quick knowledge building. This book is recommended for
software engineers, web designers, web application developers,
and interaction designers working on all kinds of products.
Updated to reflect the bloopers that are common today,
incorporating many comments and suggestions from first
edition readers Takes a learn-by-example approach that teaches
how to avoid common errors Covers bloopers in a wide range of
categories: GUI controls, graphic design and layout, text
messages, interaction strategies, Web site design -- including
search, link, and navigation, responsiveness issues, and
management decision-making Organized and formatted so
information needed is quickly found, the new edition features
call-outs for the examples and informative captions to enhance
quick knowledge building Hundreds of illustrations: both the
DOs and the DON'Ts for each topic covered, with checklists
and additional bloopers on www.gui-bloopers.com
Designing Interactive Systems
Principles for UX and Interaction Design
Designing Usability and Supporting Sociability
Beyond Human-Computer Interaction
People, Process, and Pragmatism
Foundations for Designing User-Centered Systems
Encyclopedia of the Sciences of Learning
150 Essential Tools for Architects, Artists, Designers,
Developers, Engineers, Inventors, and Makers
Programming Language Pragmatics
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Designing Web Navigation
It Capstone Project
Toward the Year 2000
There's Not an App for That

This book constitutes the thoroughly refereed postproceedings of the Third International Workshop on
Privacy Enhancing Technologies, PET 2002, held in
Dresden, Germany in March 2003. The 14 revised full
papers presented were carefully selected from 52
submissions during two rounds of reviewing and
improvement. Among the topics addressed are mixnetworks, generalized mixes, unlinkability, traffic analysis
prevention, face recognition, privacy legislation, Web
censorship, anonymous networking, personalized Webbased systems, and privacy in enterprises.
Theory is the bedrock of many sciences, providing a
rigorous method to advance knowledge, through testing
and falsifying hypotheses about observable phenomena. To
begin with, the nascent field of HCI followed the scientific
method borrowing theories from cognitive science to test
theories about user performance at the interface. But HCI
has emerged as an eclectic interdiscipline rather than a
well-defined science. It now covers all aspects of human
life, from birth to bereavement, through all manner of
computing, from device ecologies to nano-technology. It
comes as no surprise that the role of theory in HCI has also
greatly expanded from the early days of scientific testing
to include other functions such as describing, explaining,
critiquing, and as the basis for generating new designs. The
Page 16/27

Online Library Interaction Design 3rd Edition
Preece
book charts the theoretical developments in HCI, both past
and present, reflecting on how they have shaped the field.
It explores both the rhetoric and the reality: how theories
have been conceptualized, what was promised, how they
have been used and which has made the most impact in the
field -- and the reasons for this. Finally, it looks to the
future and asks whether theory will continue to have a role,
and, if so, what this might be. Table of Contents:
Introduction / The Backdrop to HCI Theory / The Role
and Contribution of Theory in HCI / Classical Theories /
Modern Theories / Contemporary Theory / Discussion /
Summary
This book is suitable for use in a university-level first
course in computing (CS1), as well as the increasingly
popular course known as CS0. It is difficult for many
students to master basic concepts in computer science and
programming. A large portion of the confusion can be
blamed on the complexity of the tools and materials that
are traditionally used to teach CS1 and CS2. This textbook
was written with a single overarching goal: to present the
core concepts of computer science as simply as possible
without being simplistic.
There’s Not an App for That will make your work stand
out from the crowd. It walks you through mobile
experiences, and teaches you to evaluate current UX
approaches, enabling you to think outside of the screen
and beyond the conventional. You’ll review diverse aspects
of mobile UX: the screens, the experience, how apps are
used, and why they’re used. You’ll find special sections on
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"challenging your approach", as well as a series of
questions you can use to critique and evaluate your own
designs. Whether the authors are discussing real-world
products in conjunction with suggested improvements,
showcasing how existing technologies can be put together
in unconventional ways, or even evaluating "far out"
mobile experiences of the future, you’ll find plenty of
practical pointers and action items to help you in your dayto-day work. Provides you with new and innovative ways
to think about mobile design Includes future mobile
interfaces and interactions, complete with real-world,
applied information that teaches you how today’s mobile
services can be improved Illustrates themes from existing
systems and apps to show clear paths of thought and
development, enabling you to better design for the future
The effectiveness of the user-computer interface has
become increasingly important as computer systems have
become useful tools for persons not trained in computer
science. In fact, the interface is often the most important
factor in the success or failure of any computer system.
Dealing with the numerous subtly interrelated issues and
technical, behavioral, and aesthetic considerations
consumes a large and increasing share of development
time and a corresponding percentage of the total code for
any given application. A revision of one of the most
successful books on human-computer interaction, this
compilation gives students, researchers, and practitioners
an overview of the significant concepts and results in the
field and a comprehensive guide to the research literature.
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Like the first edition, this book combines reprints of key
research papers and case studies with synthesizing survey
material and analysis by the editors. It is significantly
reorganized, updated, and enhanced; over 90% of the
papers are new. An invaluable resource for systems
designers, cognitive scientists, computer scientists,
managers, and anyone concerned with the effectiveness of
user-computer interfaces, it is also designed for use as a
primary or supplementary text for graduate and advanced
undergraduate courses in human-computer interaction and
interface design. Human computer interaction--historical,
intellectual, and social Developing interactive systems,
including design, evaluation methods, and development
tools The interaction experience, through a variety of
sensory modalities including vision, touch, gesture,
audition, speech, and language Theories of information
processing and issues of human-computer fit and
adaptation
Hugely popular with students and professionals alike, this
practical and process-oriented book is an ideal resource for
learning the interdisciplinary skills needed for interaction
design, human-computer interaction, information design,
web design and ubiquitous computing. -Research Methods in Human-Computer Interaction is a
comprehensive guide to performing research and is
essential reading for both quantitative and qualitative
methods. Since the first edition was published in 2009, the
book has been adopted for use at leading universities
around the world, including Harvard University, CarnegiePage 19/27
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Mellon University, the University of Washington, the
University of Toronto, HiOA (Norway), KTH (Sweden),
Tel Aviv University (Israel), and many others. Chapters
cover a broad range of topics relevant to the collection and
analysis of HCI data, going beyond experimental design
and surveys, to cover ethnography, diaries, physiological
measurements, case studies, crowdsourcing, and other
essential elements in the well-informed HCI researcher's
toolkit. Continual technological evolution has led to an
explosion of new techniques and a need for this updated
2nd edition, to reflect the most recent research in the field
and newer trends in research methodology. This Research
Methods in HCI revision contains updates throughout,
including more detail on statistical tests, coding qualitative
data, and data collection via mobile devices and sensors.
Other new material covers performing research with
children, older adults, and people with cognitive
impairments. Comprehensive and updated guide to the
latest research methodologies and approaches, and now
available in EPUB3 format (choose any of the ePub or
Mobi formats after purchase of the eBook). Expanded
discussions of online datasets, crowdsourcing, statistical
tests, coding qualitative data, laws and regulations relating
to the use of human participants, and data collection via
mobile devices and sensors New material on performing
research with children, older adults, and people with
cognitive impairments, two new case studies from Google
and Yahoo!, and techniques for expanding the influence of
your research to reach non-researcher audiences, including
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software developers and policymakers
Even the smartest among us can feel inept as we fail to
figure out which light switch or oven burner to turn on, or
whether to push, pull, or slide a door. The fault, argues this
ingenious—even liberating—book, lies not in ourselves,
but in product design that ignores the needs of users and
the principles of cognitive psychology. The problems
range from ambiguous and hidden controls to arbitrary
relationships between controls and functions, coupled with
a lack of feedback or other assistance and unreasonable
demands on memorization. The Design of Everyday
Things shows that good, usable design is possible. The
rules are simple: make things visible, exploit natural
relationships that couple function and control, and make
intelligent use of constraints. The goal: guide the user
effortlessly to the right action on the right control at the
right time. In this entertaining and insightful analysis,
cognitive scientist Don Norman hails excellence of design
as the most important key to regaining the competitive
edge in influencing consumer behavior. Now fully
expanded and updated, with a new introduction by the
author, The Design of Everyday Things is a powerful
primer on how—and why—some products satisfy
customers while others only frustrate them.
GUI Bloopers
A Comprehensive Guide to HCI, UX and Interaction
Design
An Introduction to Computer Science
Strategies for Effective Human-Computer Interaction
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Beyond Human-computer Interaction
Contextual Design
INTERACTION DESIGN
Readings in Human-Computer Interaction
Research Methods in Human-Computer Interaction
Designing the User Interface
Human Computer Interaction Handbook
New Directions for Designing Interactive Systems
Revised and Expanded Edition
This is the eBook of the printed book and may not
include any media, website access codes, or print
supplements that may come packaged with the
bound book. The much-anticipated fifth edition of
Designing the User Interface provides a
comprehensive, authoritative introduction to the
dynamic field of human-computer interaction
(HCI). Students and professionals learn practical
principles and guidelines needed to develop high
quality interface designs—ones that users can
understand, predict, and control. It covers
theoretical foundations, and design processes
such as expert reviews and usability testing.
Numerous examples of direct manipulation, menu
selection, and form fill-in give readers an
understanding of excellence in design The new
edition provides updates on current HCI topics
with balanced emphasis on mobile devices, Web,
and desktop platforms. It addresses the profound
changes brought by user-generated content of
text, photo, music, and video and the raised
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expectations for compelling user experiences.
Provides a broad survey of designing,
implementing, managing, maintaining, training,
and refining the user interface of interactive
systems. Describes practical techniques and
research-supported design guidelines for effective
interface designs Covers both professional
applications (e.g. CAD/CAM, air traffic control) and
consumer examples (e.g. web services, egovernment, mobile devices, cell phones, digital
cameras, games, MP3 players) Delivers
informative introductions to development
methodologies, evaluation techniques, and userinterface building tools. Supported by an
extensive array of current examples and figures
illustrating good design principles and practices.
Includes dynamic, full-color presentation
throughout. Guides students who might be
starting their first HCI design project
Accompanied by a Companion Website with
additional practice opportunities and
informational resources for both students and
professors.
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
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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' action-oriented
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.
A new edition of the #1 text in the human
computer Interaction field! Hugely popular with
students and professionals alike, the Fifth Edition
of Interaction Design is an ideal resource for
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learning the interdisciplinary skills needed for
interaction design, human-computer interaction,
information design, web design, and ubiquitous
computing. New to the fifth edition: a chapter on
data at scale, which covers developments in the
emerging fields of 'human data interaction' and
data analytics. The chapter demonstrates the
many ways organizations manipulate, analyze,
and act upon the masses of data being collected
with regards to human digital and physical
behaviors, the environment, and society at large.
Revised and updated throughout, this edition
offers a cross-disciplinary, practical, and processoriented, state-of-the-art introduction to the field,
showing not just what principles ought to apply to
interaction design, but crucially how they can be
applied. Explains how to use design and
evaluation techniques for developing successful
interactive technologies Demonstrates, through
many examples, the cognitive, social and
affective issues that underpin the design of these
technologies Provides thought-provoking design
dilemmas and interviews with expert designers
and researchers Uses a strong pedagogical
format to foster understanding and enjoyment An
accompanying website contains extensive
additional teaching and learning material
including slides for each chapter, comments on
chapter activities, and a number of in-depth case
studies written by researchers and designers.
The classic text, Interaction Design by Sharp,
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Preece and Rogers is back in a fantastic new 2nd
Edition! New to this edition: Completely updated
to include new chapters on Interfaces, Data
Gathering and Data Analysis and Interpretation,
the latest information from recent research
findings and new examples Now in full colour A
lively and highly interactive Web site that will
enable students to collaborate on experiments,
compete in design competitions, collaborate on
designs, find resources and communicate with
others A new practical and process-oriented
approach showing not just what principals ought
to apply, but crucially how they can be applied
"The best basis around for user-centered
interaction design, both as a primer for students
as an introduction to the field, and as a resource
for research practitioners to fall back on. It should
be labelled 'start here'."--Pieter Jan Stappers, IDStudioLab, Delft University of Technology.
This pocket edition of the bestselling design
reference book contains 150 essential principles.
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.
A Design Perspective on Information Technology
Beyond Human-Computer Interaction, Fourth
Edition
Design and Analysis of Experiments
The Design of Everyday Things
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GUI Bloopers 2.0
About Face
The Routledge Handbook of Language and
Identity
Fundamentals of Database Management Systems,
2nd Edition
The Essentials of Interaction Design
Defining Customer-centered Systems
Affect and Emotion in Human-Computer
Interaction
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