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Contextual Design - Hugh Beyer 1998
This is the only book that describes a complete approach to customercentered design, from customer data to system design. Readers will be
able to develop the work models that represent all aspects of customer
work practices.
Designing Interactive Digital Media - Nicholas V. Iuppa 1998
On digital technology
Programming Interactivity - Joshua Noble 2009-07-21
Make cool stuff. If you're a designer or artist without a lot of
programming experience, this book will teach you to work with 2D and
3D graphics, sound, physical interaction, and electronic circuitry to
create all sorts of interesting and compelling experiences -- online and
off. Programming Interactivity explains programming and electrical
engineering basics, and introduces three freely available tools created
specifically for artists and designers: Processing, a Java-based
programming language and environment for building projects on the
desktop, Web, or mobile phones Arduino, a system that integrates a
microcomputer prototyping board, IDE, and programming language for
creating your own hardware and controls OpenFrameworks, a coding
framework simplified for designers and artists, using the powerful C++
programming language BTW, you don't have to wait until you finish the
book to actually make something. You'll get working code samples you
can use right away, along with the background and technical information
you need to design, program, build, and troubleshoot your own projects.
The cutting edge design techniques and discussions with leading artists
and designers will give you the tools and inspiration to let your
imagination take flight.
Designing Interactions - Bill Moggridge 2007
Forty designers who have helped shaped human interaction with
technology are introduced in a collection of stories that charts the
history of entrepreneurial design development for technology.
Designing Interactive Systems - David Benyon 2005
Designing Interactive Systems: People, Activities, Contexts, Technologies
is an exciting, new, forward-looking textbook in Human Computer
Interaction (HCI). Authoritative in its coverage, this innovative book
takes a top-down approach, starting with what is familiar to students and
working down to theory/abstract underpinnings. This makes it suitable
for beginners with a less technical background as well as advanced
students of HCI and can be used at all stages of the curriculum for
courses in this dynamic field. The book focuses on and explores this
emerging discipline by bringing together the best practice and
experience from HCI and interaction design (ID). The approach takes
traditional human-centred concepts from HCI, but recognizes that we
have gone beyond computers and are concerned with designing
engaging interactions between people and a wide range of devices,
products and systems. New areas explored include information
appliances, supported cooperation and ubiquitous computing and
systems.
Interactive System Design - William M. Newman 1995
From multimedia workstations to hand-held PDAs, from VR headsets to
networked PCs - the modern computer is predominantly interactive.
Today's designers and software engineers need to adopt a user-centred
approach to system design. Newman and Lamming present a
comprehensive guide to modern design techniques using proven methods
and realistic applications.
Designing Data-Intensive Applications - Martin Kleppmann
2017-03-16
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Data is at the center of many challenges in system design today. Difficult
issues need to be figured out, such as scalability, consistency, reliability,
efficiency, and maintainability. In addition, we have an overwhelming
variety of tools, including relational databases, NoSQL datastores,
stream or batch processors, and message brokers. What are the right
choices for your application? How do you make sense of all these
buzzwords? In this practical and comprehensive guide, author Martin
Kleppmann helps you navigate this diverse landscape by examining the
pros and cons of various technologies for processing and storing data.
Software keeps changing, but the fundamental principles remain the
same. With this book, software engineers and architects will learn how to
apply those ideas in practice, and how to make full use of data in modern
applications. Peer under the hood of the systems you already use, and
learn how to use and operate them more effectively Make informed
decisions by identifying the strengths and weaknesses of different tools
Navigate the trade-offs around consistency, scalability, fault tolerance,
and complexity Understand the distributed systems research upon which
modern databases are built Peek behind the scenes of major online
services, and learn from their architectures
Designing the User Interface - Ben Shneiderman 2017-01-12
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
expectations for compelling user experiences. Provides a broad survey of
designing, implementing, managing, maintaining, training, and refining
the user interface of interactive systems. Describes practical techniques
and research-supported design guidelines for effective interface designs
Covers both professional applications (e.g. CAD/CAM, air traffic control)
and consumer examples (e.g. web services, e-government, mobile
devices, cell phones, digital cameras, games, MP3 players) Delivers
informative introductions to development methodologies, evaluation
techniques, and user-interface building tools. Supported by an extensive
array of current examples and figures illustrating good design principles
and practices. Includes dynamic, full-color presentation throughout.
Guides students who might be starting their first HCI design project
Accompanied by a Companion Website with additional practice
opportunities and informational resources for both students and
professors.
About Face 3 - Alan Cooper 2012-06-12
This completely updated volume presents the effective and practical
tools you need to design great desktop applications, Web 2.0 sites, and
mobile devices. You’ll learn the principles of good product behavior and
gain an understanding of Cooper’s Goal-Directed Design method, which
involves everything from conducting user research to defining your
product using personas and scenarios. Ultimately, you’ll acquire the
knowledge to design the best possible digital products and services.
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Interdisciplinary Interaction Design - James Pannafino 2012
"Interaction design has many dimensions to it. It addresses how people
deal with words, read images, explore physical space, think about time
and motion, and how actions and responses affect human behavior.
Various disciplines make up interaction design, such as industrial design,
cognitive psychology, user interface design and many others. It is my
hope that this book is a starting point for creating a visual language to
enhance the understanding of interdisciplinary theories within
interaction design. The book uses concise descriptions, visual metaphors
and comparative diagrams to explain each term's meaning. Many ideas in
this book are based on timeless principles that will function in varying
contexts"--Provided by author.
Research Methods in Human-Computer Interaction - Jonathan
Lazar 2017-04-28
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, CarnegieMellon 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 wellinformed 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 software developers and policymakers
Designing Collaborative Systems - Andy Crabtree 2006-05-11
An invaluable introduction to the new ‘ethnographic’ approach to
designing effective and user friendly collaborative and interactive
systems. Here, designers are shown how to analyse the social
circumstances in which a particular system will be used. Consisting of
four sections the book covers: the requirements problem; how to
describe and analyse cooperative work; the design process; and how to
evaluate systems supporting cooperative work. Practical examples are
provided throughout, based on the development case of a collaborative
library database system.
Voice Interaction Design - Randy Allen Harris 2004-12-31
From the voice on the phone, to the voice on the computer, to the voice
from the toaster, speech user interfaces are coming into the mainstream
and are here to stay forever. Soundly anchored in HCI, cognitive
psychology, linguistics, and social psychology, this supremely practical
book is loaded with examples, how-to advice, and design templates.
Drawing widely on decades of research—in lexicography, conversation
analysis, computational linguistics, and social psychology—author Randy
Allen Harris outlines the principles of how people use language
interactively, and illustrates every aspect of design work. In the first part
of the book, Harris provides a thorough conceptual basis of language in
all its relevant aspects, from speech sounds to conversational principles.
The second part takes you patiently through the entire process of
designing an interactive speech system: from team building to user
profiles, to agent design, scripting, and evaluation. This book provides
interaction designers with the knowledge and strategies to craft
language-based applications the way users will expect them to behave.
*Loaded with examples and practical synopses of the best practice. *An
ideal combination of conceptual base, practical illustrations, and "howto" advice—for design and for the entire design process. *Will bring
novice voice designers fully up to speed, and give experienced designers
a new understanding of the principles underlying human speech
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interaction, principles from which to improve voice interaction design.
Designing Interactive Systems - David Benyon 2013
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.
Laying the Foundations - Andrew Couldwell 2019-10-16
Laying the Foundations is a comprehensive guide to creating,
documenting, and maintaining design systems, and how to design
websites and products systematically. It's an ideal book for web
designers and product designers (of all levels) and especially design
teams. This is real talk about creating design systems and digital brand
guidelines. No jargon, no glossing over the hard realities, and no
company hat. Just good advice, experience, and practical tips. System
design is not a scary thing — this book aims to dispel that myth. It covers
what design systems are, why they are important, and how to get
stakeholder buy-in to create one. It introduces you to a simple model,
and two very different approaches to creating a design system. What's
unique about this book is its focus on the importance of brand in design
systems, web design, product design, and when creating documentation.
It's a comprehensive guide that’s simple to follow and easy on the eye.
Laws of UX - Jon Yablonski 2020-04-21
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
Interaction Design for Complex Problem Solving - Barbara Mirel
2004
This book presents a groundbreaking approach to interaction design for
complex problem solving applications.
End-User Privacy in Human-Computer Interaction - Giovanni Iachello
2007
Surveys the rich and diverse landscape of privacy in HCI and CSCW,
describing some of the legal foundations and historical aspects of
privacy, sketching out an overview of the body of knowledge with respect
to designing, implementing, and evaluating privacy-affecting systems,
and charting many directions for future work.
Ways of Knowing in HCI - Judith S. Olson 2014-04-19
This textbook brings together both new and traditional research methods
in Human Computer Interaction (HCI). Research methods include
interviews and observations, ethnography, grounded theory and analysis
of digital traces of behavior. Readers will gain an understanding of the
type of knowledge each method provides, its disciplinary roots and how
each contributes to understanding users, user behavior and the context
of use. The background context, clear explanations and sample exercises
make this an ideal textbook for graduate students, as well as a valuable
reference for researchers and practitioners. 'It is an impressive
collection in terms of the level of detail and variety.' (M. Sasikumar, ACM
Computing Reviews #CR144066)
Designing Interfaces - Jenifer Tidwell 2005-11-21
Provides information on designing easy-to-use interfaces.
Atomic Habits - James Clear 2018-10-16
The #1 New York Times bestseller. Over 4 million copies sold! Tiny
Changes, Remarkable Results No matter your goals, Atomic Habits offers
a proven framework for improving--every day. James Clear, one of the
world's leading experts on habit formation, reveals practical strategies
that will teach you exactly how to form good habits, break bad ones, and
master the tiny behaviors that lead to remarkable results. If you're
having trouble changing your habits, the problem isn't you. The problem
is your system. Bad habits repeat themselves again and again not
because you don't want to change, but because you have the wrong
system for change. You do not rise to the level of your goals. You fall to
the level of your systems. Here, you'll get a proven system that can take
you to new heights. Clear is known for his ability to distill complex topics
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into simple behaviors that can be easily applied to daily life and work.
Here, he draws on the most proven ideas from biology, psychology, and
neuroscience to create an easy-to-understand guide for making good
habits inevitable and bad habits impossible. Along the way, readers will
be inspired and entertained with true stories from Olympic gold
medalists, award-winning artists, business leaders, life-saving physicians,
and star comedians who have used the science of small habits to master
their craft and vault to the top of their field. Learn how to: make time for
new habits (even when life gets crazy); overcome a lack of motivation
and willpower; design your environment to make success easier; get
back on track when you fall off course; ...and much more. Atomic Habits
will reshape the way you think about progress and success, and give you
the tools and strategies you need to transform your habits--whether you
are a team looking to win a championship, an organization hoping to
redefine an industry, or simply an individual who wishes to quit smoking,
lose weight, reduce stress, or achieve any other goal.
Designing with the Mind in Mind - Jeff Johnson 2013-12-17
In this completely updated and revised edition of Designing with the
Mind in Mind, Jeff Johnson provides you with just enough background in
perceptual and cognitive psychology that user interface (UI) design
guidelines make intuitive sense rather than being just a list or rules to
follow. Early UI practitioners were trained in cognitive psychology, and
developed UI design rules based on it. But as the field has evolved since
the first edition of this book, designers enter the field from many
disciplines. Practitioners today have enough experience in UI design that
they have been exposed to design rules, but it is essential that they
understand the psychology behind the rules in order to effectively apply
them. In this new edition, you'll find new chapters on human choice and
decision making, hand-eye coordination and attention, as well as new
examples, figures, and explanations throughout. Provides an essential
source for user interface design rules and how, when, and why to apply
them Arms designers with the science behind each design rule, allowing
them to make informed decisions in projects, and to explain those
decisions to others Equips readers with the knowledge to make educated
tradeoffs between competing rules, project deadlines, and budget
pressures Completely updated and revised, including additional coverage
on human choice and decision making, hand-eye coordination and
attention, and new mobile and touch-screen examples throughout
Make It So - Nathan Shedroff 2012-09-17
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.
Fundamentals of Data Visualization - Claus O. Wilke 2019-03-18
Effective visualization is the best way to communicate information from
the increasingly large and complex datasets in the natural and social
sciences. But with the increasing power of visualization software today,
scientists, engineers, and business analysts often have to navigate a
bewildering array of visualization choices and options. This practical
book takes you through many commonly encountered visualization
problems, and it provides guidelines on how to turn large datasets into
clear and compelling figures. What visualization type is best for the story
you want to tell? How do you make informative figures that are visually
pleasing? Author Claus O. Wilke teaches you the elements most critical
to successful data visualization. Explore the basic concepts of color as a
tool to highlight, distinguish, or represent a value Understand the
importance of redundant coding to ensure you provide key information in
multiple ways Use the book’s visualizations directory, a graphical guide
to commonly used types of data visualizations Get extensive examples of
good and bad figures Learn how to use figures in a document or report
and how employ them effectively to tell a compelling story
Readings in Human-Computer Interaction - Ronald M. Baecker
2014-06-28
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
designing-interactive-systems-a-comprehensive-guide-to-hci-and-interaction-design

concepts and results in the field and a comprehensive guide to the
research literature. Like the first edition, this book combines reprints of
key research papers and case studies with synthesizing survey material
and analysis by the editors. It is significantly reorganized, updated, and
enhanced; over 90% of the papers are new. An invaluable resource for
systems designers, cognitive scientists, computer scientists, managers,
and anyone concerned with the effectiveness of 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
The Handbook of Human-Machine Interaction - Guy A. Boy
2017-11-01
The Handbook of Human-Machine Interaction features 20 original
chapters and a conclusion focusing on human-machine interaction (HMI)
from analysis, design and evaluation perspectives. It offers a
comprehensive range of principles, methods, techniques and tools to
provide the reader with a clear knowledge of the current academic and
industry practice and debate that define the field. The text considers
physical, cognitive, social and emotional aspects and is illustrated by key
application domains such as aerospace, automotive, medicine and
defence. Above all, this volume is designed as a research guide that will
both inform readers on the basics of human-machine interaction from
academic and industrial perspectives and also provide a view ahead at
the means through which human-centered designers, including
engineers and human factors specialists, will attempt to design and
develop human-machine systems.
Handbook of Human-Computer Interaction - M.G. Helander 2014-06-28
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 informationprocessing 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.
Designing Gestural Interfaces - Dan Saffer 2008-11-21
If you want to get ahead in this new era of interaction design, this is the
reference you need. Nintendo's Wii and Apple's iPhone and iPod Touch
have made gestural interfaces popular, but until now there's been no
complete source of information about the technology. Designing Gestural
Interfaces provides you with essential information about kinesiology,
sensors, ergonomics, physical computing, touchscreen technology, and
new interface patterns -- all you need to know to augment your existing
skills in "traditional" web design, software, or product development.
Packed with informative illustrations and photos, this book helps you:
Get an overview of technologies surrounding touchscreens and
interactive environments Learn the process of designing gestural
interfaces, from documentation to prototyping to communicating to the
audience what the product does Examine current patterns and trends in
touchscreen and gestural design Learn about the techniques used by
practicing designers and developers today See how other designers have
solved interface challenges in the past Look at future trends in this
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rapidly evolving field Only six years ago, the gestural interfaces
introduced in the film Minority Report were science fiction. Now,
because of technological, social, and market forces, we see similar
interfaces deployed everywhere. Designing Gestural Interfaces will help
you enter this new world of possibilities.
Bringing Design to Software - Terry Winograd 1996
A software design manifesto; Designe of the conceptual model; The role
of the artist-designer; Design languages; The conumer spectrum; Action centered design; Keeping it simple; The designer's stance; Reflective
conversation with materials; Cultures of prototyping; Footholds for
design; Design as practiced; Organizational support for software design;
Design for people at work; Reflection; Bibliograpfy; Name index; Subject
index.
Understanding Industrial Design - Simon King 2016-01-20
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
Intelligent Computing for Interactive System Design - Parisa
Eslambolchilar 2021-02-25
Intelligent Computing for Interactive System Design provides a
comprehensive resource on what has become the dominant paradigm in
designing novel interaction methods, involving gestures, speech, text,
touch and brain-controlled interaction, embedded in innovative and
emerging human-computer interfaces. These interfaces support
ubiquitous interaction with applications and services running on
smartphones, wearables, in-vehicle systems, virtual and augmented
reality, robotic systems, the Internet of Things (IoT), and many other
domains that are now highly competitive, both in commercial and in
research contexts. This book presents the crucial theoretical foundations
needed by any student, researcher, or practitioner working on novel
interface design, with chapters on statistical methods, digital signal
processing (DSP), and machine learning (ML). These foundations are
followed by chapters that discuss case studies on smart cities, braincomputer interfaces, probabilistic mobile text entry, secure gestures,
personal context from mobile phones, adaptive touch interfaces, and
automotive user interfaces. The case studies chapters also highlight an
in-depth look at the practical application of DSP and ML methods used
for processing of touch, gesture, biometric, or embedded sensor inputs.
A common theme throughout the case studies is ubiquitous support for
humans in their daily professional or personal activities. In addition, the
book provides walk-through examples of different DSP and ML
techniques and their use in interactive systems. Common terms are
defined, and information on practical resources is provided (e.g.,
software tools, data resources) for hands-on project work to develop and
evaluate multimodal and multi-sensor systems. In a series of in-chapter
commentary boxes, an expert on the legal and ethical issues explores the
emergent deep concerns of the professional community, on how DSP and
ML should be adopted and used in socially appropriate ways, to most
effectively advance human performance during ubiquitous interaction
with omnipresent computers. This carefully edited collection is written
by international experts and pioneers in the fields of DSP and ML. It
provides a textbook for students and a reference and technology
roadmap for developers and professionals working on interaction design
on emerging platforms.
Mobile Interaction Design - Matt Jones 2006-02-03
Mobile Interaction Design shifts the design perspective away from the
technology and concentrates on usability; in other words the book
concentrates on developing interfaces and devices with a great deal of
sensitivity to human needs, desires and capabilities. Presents key
interaction design ideas and successes in an accessible, relevant way
Exercises, case studies and study questions make this book ideal for
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students. Provides ideals and techniques which will enable designers to
create the next generation of effective mobile applications. Critiques
current mobile interaction design (bloopers) to help designers avoid
pitfalls. Design challenges and worked examples are given to reinforce
ideas. Discusses the new applications and gadgets requiring
knowledgeable and inspired thinking about usability and design. Authors
have extensive experience in mobile interaction design, research,
industry and teaching
The Humane Interface - Jef Raskin 2000
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.
Interaction Design - 2003
Encyclopedia of Human Computer Interaction - Ghaoui, Claude
2005-12-31
Esta enciclopedia presenta numerosas experiencias y discernimientos de
profesionales de todo el mundo sobre discusiones y perspectivas de la la
interacción hombre-computadoras
Designing Distributed Systems - Brendan Burns 2018-02-20
Without established design patterns to guide them, developers have had
to build distributed systems from scratch, and most of these systems are
very unique indeed. Today, the increasing use of containers has paved
the way for core distributed system patterns and reusable containerized
components. This practical guide presents a collection of repeatable,
generic patterns to help make the development of reliable distributed
systems far more approachable and efficient. Author Brendan
Burns—Director of Engineering at Microsoft Azure—demonstrates how
you can adapt existing software design patterns for designing and
building reliable distributed applications. Systems engineers and
application developers will learn how these long-established patterns
provide a common language and framework for dramatically increasing
the quality of your system. Understand how patterns and reusable
components enable the rapid development of reliable distributed systems
Use the side-car, adapter, and ambassador patterns to split your
application into a group of containers on a single machine Explore
loosely coupled multi-node distributed patterns for replication, scaling,
and communication between the components Learn distributed system
patterns for large-scale batch data processing covering work-queues,
event-based processing, and coordinated workflows
Foundations for Designing User-Centered Systems - Frank E. Ritter
2014-04-11
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.
Designing Interactive Systems - David Benyon 2014
Designing with the Body - Kristina Hook 2018-11-13
Interaction design that entails a qualitative shift from a symbolic,
language-oriented stance to an experiential stance that encompasses the
entire design and use cycle. With the rise of ubiquitous technology, datadriven design, and the Internet of Things, our interactions and interfaces
with technology are about to change dramatically, incorporating such
emerging technologies as shape-changing interfaces, wearables, and
movement-tracking apps. A successful interactive tool will allow the user
to engage in a smooth, embodied, interaction, creating an intimate
correspondence between users' actions and system response. And yet, as
Kristina Höök points out, current design methods emphasize symbolic,
language-oriented, and predominantly visual interactions. In Designing
with the Body, Höök proposes a qualitative shift in interaction design to
an experiential, felt, aesthetic stance that encompasses the entire design
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and use cycle. Höök calls this new approach soma design; it is a process
that reincorporates body and movement into a design regime that has
long privileged language and logic. Soma design offers an alternative to
the aggressive, rapid design processes that dominate commercial
interaction design; it allows (and requires) a slow, thoughtful process
that takes into account fundamental human values. She argues that this
new approach will yield better products and create healthier, more
sustainable companies. Höök outlines the theory underlying soma design
and describes motivations, methods, and tools. She offers examples of
soma design “encounters” and an account of her own design process.
She concludes with “A Soma Design Manifesto,” which challenges
interaction designers to “restart” their field—to focus on bodies and
perception rather than reasoning and intellect.
About Face - Alan Cooper 2014-09-02
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
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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 upto-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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