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Confirm

Are you sure you want to cancel job 396628? Your account will be refunded for the
amount not yet completed.
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gta3.exe - Erreur d'application x|

L'instruction a "0x036d2131" emploie ['adresse mémoire
"0x036d2131", La mémoire ne peut pas étre "read",

Cliquez sur OK pour terminer le programme.
Cliquez sur Annuler pour déboguer e programme
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Avant (1999)
La fonctionnalité la plus utilisee était ...
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Avant (1999)

La fonctionnalité la plus utilisee était ... Recherche.
“Les utilisateurs n’arrivaient pas a naviguer sur le site.”
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Avant (1999)

La fonctionnalité la plus utilisee était ... Recherche.
“Les utilisateurs n’arrivaient pas a naviguer sur le site.”

La seconde fonctionnalité la plus utilisee était ...
Le bouton ‘HELP’.

“car le moteur de recherche était inefficace.”
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Avant (1999)

La fonctionnalité la plus utilisee était ... Recherche.
“Les utilisateurs n’arrivaient pas a naviguer sur le site.”

La seconde fonctionnalité la plus utilisee était ...
Le bouton ‘HELP’.

“car le moteur de recherche était inefficace.”

Apres
'utilisation du bouton ‘Help’ a
Les ventes ont
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Loi de Moore : les possibiliteés techniques
/ augmentent régulierement au cours du temps

Les capacités humaines stagnent
et les contextes d’usages se diversifient

———

1965 2011




Ok, I c’est

mais c’'est quoi”



L'1THM de | entre un
utilisateur et un systeme interactit

A Action

Interaction

Perception
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Comprendre le phénomene
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Open

Open Recent

Save

Save As

Save All
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Configure

Print

Close

Comprendre le phénomene
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without taking it out of your pocket
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Lumino (CHI'10)
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SideBySide:

Ad-hoc Multi-user Interaction
with Handheld Projectors




SideBySide:

Ad-hoc Multi-user Interaction
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Next Song

3 Gesture Sets




Next Song Volume +

3 Gesture Sets




Next Song Volume + Send message

3 Gesture Sets




ShoeSense [Bailly 2012]

Platform for Hand Gesture
.




® Shoes as a platform for
Interaction



® Shoes as a platform for
Interaction

Shoes as a platform for Hand
Gesture interaction
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Mobile Device Interaction




Mobile Device Interaction
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® GECKo: the GEsture Clustering toolKit (v1.0.4-2012.08)
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Outside chick selects cluster

&4 L 44 ah & 4444
ST RSEE A ST

LS

) 4D AP 4P M) ) & &9 & & &) &




““Open Location € Bookmark This Page Add-Ons @A

Open File Subscribe To This Page
(chIose Tab Bookmark All Tabs Pri \_ Check for Updates X {8C
.‘_- Info 3P

Edit _[Bookmarks History Windows __Tools Help
New Tab Show All Bookmarks Web Search
088
D ~ Downloads €D

TETRAT sorted Bookmarks L]J
Save Page As - 38S E Cle ] ite Browsing ¢ 38P
~ Page Infg : Recent History {38C
, Page Setup ' V “
" Print &P e o
D Optimizer Designer

Work OffLine #BW

A







Pourquoi étudier I'lHM?

C'est quoi I'lHM?
Comprendre / Innover / Guider
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CHI 2015 CHI'S IMPACT ATTENDING AUTHORS ORGANIZERS SPONSORING EXHIBITING RECRUITING

April 18 - 23, 2015

About Crossings »

CHI 2015

SEOUL-KOREA

1 34 days until CHI 2015 We ICO m e Champion Sponsors

For over 30 years, the CHI conference (pronounced ‘kai’) has attracted the world’s leading researchers | . l
NeWS and practitioners in the field of Human Computer Interaction (HCI) from businesses and universities to
share ground-breaking research and innovations related to how humans interact with digital G O L on N
3 December 2014 technologies. The Association for Computing Machinery's (ACM) CHI conference is the world's premiere
Accepted workshops are announced. conference on Human Factors in Computing Systems, presenting a highly selective showcase of the
very best advances across the disciplines of computer science, cognitive psychology, design, social G O gle
8 October 2014 science, human factors, artificial intelligence, graphics, visualization, multi-media design and other
SV lottery is now open for enroliment. disciplines.
2 August 2014 The theme for CHI 2015 is "Crossings": crossing borders, crossing boundaries, crossing disciplines, =. Mic rosof‘t
CFP is announced. crossing people and technology, crossing past and future, crossing physical and digital, crossing art and
science, ... crossing you and me.
25 April 2014 Cross into new territory by joining us in Seoul, Korea, one of the world's most dynamic cities and the NAVE R

Organizers page is updated. center of emerging trends in culture, technology and design. For those who create and evaluate new
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User Experience and Usability

Specific Application Areas

Interaction Beyond the Individual

Design

Interaction Using Specific Capabilities or Modalities
Understanding People: Theory, Concepts, Methods
Interaction Technigues and Devices

Technology, Systems and Engineering



User Experience & Usability

Approaches, practices, methods and tools that make
technology more useful, usable and desirable. The focus is on

usability of widely used technologies.

- Measuring the user experience on a large scale: user-
centered metrics for web applications

» Average task times in usability tests: what to report?

» Undo and erase events as indicators of usability problems



Specific Application Areas

User groups: older adults, children, families, people in

developing countries, and people impairments.

Application areas: education, health, home, sustainability,

ictdd, security, privacy and creativity.

. PointAssist for Older Adults: Analyzing Sub-Movement
Characteristics to Aid in Pointing Task

* Mobile-izing Health Workers in Rural India

- Family Story Play: Reading With Young Children (and

Elmo) Over a Distance
- Why is my Internet Slow? Making Network Speeds Visible




Interaction Beyond the
Individual

Human communication, collaboration, conflict, play, and
other activities supported or mediated by technologies.

- Enhancing Directed Content Sharing on the Web.

 Social Network Activity and Social Well-Being

» Using information scent to model the dynamic foraging
behavior of programmers in maintenance tasks

» Think different: Increasing online community
participation using uniqueness and group dissimilarity



Contribution to the design of interactive products, services, or

systems; or that advance knowledge of the human activity of
design as it relates to HCI.

Design approaches: participatory, user-centered, experience,
and service.

Design practices: interaction, industrial, experience,
Information, architecture, visual communication, and sensorial.
Design research issues: aesthetics, values, effects (such as
emotion), methods, practices, critique, and theory.

Design of computer games.

* Interactivity attributes: a new way of thinking and describing interactivity
- Empathy and experience in HCI

- G-nome surfer: a tabletop interface for collaborative exploration of genomic
data

- Feminist HCI: taking stock and outlining an agenda for design



Interaction using specific
Capabilities or Modalities

Capabilities, modalities, or technologies that have not yet been fully
exploited in standard interactions.

Novelty and their ability to extend user capabilities in powerful new ways
or to new contexts.

Multimodal, tangible, speech, auditory, physiological computing, brain-
computer interfaces, perception and vision-based systems, AR and
visualisation.

* Arole for haptics in mobile interaction: initial design using a handheld
tactile display prototype

» Sizing the horizon: the effects of chart size and layering on the
graphical perception of time series visualizations

» Musink: composing music through augmented drawing

 Skinput: appropriating the body as an input surface


http://doi.acm.org/10.1145/1518701.1518827

Understanding People: Theory,
Concepts, Methods

Improved understanding of people and interactional contexts for HCI
problems.

Qualitative/quantitative research.

Theories, concepts or methods.

 Blogging in a region of conflict: supporting transition to recovery

» The effects of diversity on group productivity and member
withdrawal in online volunteer groups

- The Case of the Disappearing Ox: Seeing Through Digital Images
to an Analysis of Ancient Texts

- Why it's quick to be square: modelling new and existing
hierarchical menu designs

- How does search behavior change as search becomes more

difficult?



Interaction lechnigues and
Device

New input or interaction techniques, or devices.

will be judged in part based on their novelty or on a
demonstrated improvement in an existing
interaction type of interest to the HCl community.

Sensors &actuators, mobile devices, 3D interaction,
(multi-)touch, tangible Ul, large display interaction.



Technology / Systems and
Engineering

Software and hardware technologies and systems that
enable and demonstrate novel interactive capabilities,
Languages, methods and tools for construction and
engineering of interactive systems.

scalability, reliability, interoperability, testing, and performance.
technical innovation and/or ability to connect, simplify or
enrich interactions, for example in intelligent interfaces and
mobile/ubiquitous computing.

» Prefab: implementing advanced behaviors using pixel-
based reverse engineering of interface structure

» The Design and Evaluation of an End-User-Deployable,
Whole House, Contactless Power Consumption Sensor


http://doi.acm.org/10.1145/1753326.1753554
http://doi.acm.org/10.1145/1753326.1753700

