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Selektion, 341
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3D-Navigation, 241
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44,99, 125, 163, 217
AlgoBlock, 641, 654, 664
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Ambient assisted living, 36
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Ambient Interaction, 482
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Attentive User Interfaces, 482
AttrakDiff, 27, 71, 193, 195
Portfoliodarstellung, 194
Attributprofil, 193
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Autodesk Maya, 343, 412
Autostereoskopie, 286, 309, 312
Avatar, 279
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Curve, 616
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Destop-VR, 247

Dialog, 96

DiamondTouch, 554, 575, 594, 595
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Everywhere Interaction, 476, 620
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Fishtank-VR, 247
Fitnect, 518
Flachenlandmarke, 382
Flexible Machine Interface, 551
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FlyMouse, 294, 296, 431
FoldMe, 618
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offene Fragen, 63
Pilot-Test, 69
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Gestural User Interface, 480
Gesture Delimiter, 514, 525
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Google Glasses, 480, 481, 528
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Grolenabschitzung, 443, 445
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245, 315, 324, 383

Head-Tracking, 392
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Human-Robot Interaction, 690
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Immersions-Syndrom, 525
immersive VR-Systeme, 251, 288
implizite Navigationshinweise, 381
IncreTable, 659, 660, 664
inFORM, 688
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Informationsarchitektur, 118, 119
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multimodale, 605, 622
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553, 556, 607, 615, 627,
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multiple Displays, 624
transparente, 616
Interaktiver Schatten, 380
Internationalisierbarkeit, 96
Interview, 53, 55
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Gesprichsfiithrung, 64
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InTouch, 666
iPad, 545, 547, 558, 561, 570, 578
iPhone, 480, 485, 538, 545, 547, 552,
557, 588
IR ring, 595
ISOMETRICS-Fragebogen, 70
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Jack-Manipulator, 402
joy of use, 4
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Mobile Computing, 480
Mobile Interaktion, 480
Mobile User Interface, 480
Model-View-Controller, 637
montage constraint, 355, 362
Morpheus, 325
MudPad, 617
Multi-Display-Umgebung, 624
Multimodale Interaktion, 480
Multitouch, 480, 545, 546, 550, 567,

570, 601
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Multitouch-Gesten, 568, 576, 577
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375, 384, 396, 399, 454
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Neat, 567-571, 574, 578, 579, 606
nicht-dominante Hand, 280
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object mating, 359
Objektplatzierung, 339, 353, 354, 360,
366, 401
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Feinplatzierung, 354
Grobplatzierung, 354
Platzierung auf Trégerflichen,
356

snapping, 356
Therapieplanung, 360
uneingeschrinkte, 354

OctoPocus, 589, 590

Oculus Rift, 325

Offset Cursor, 584
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Open GL Performer, 256

Open GL Scenegraph, 256

Open Inventor, 232, 246, 256, 340

OpenGL, 252

Openlnventor, 368

Optisches Tracking, 533

OptiTrack, 532, 534
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Orientierung, 232, 237, 238, 274
Landmarke, 275
verschiedene Ebenen, 275
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Orientierungsebene, 358

Orientierungsgenauigkeit, 271
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Paddle, 618
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Panorama, 241

Parallax-Barriere, 309, 312

ParcTab, 475
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Perceptive Pixel, 478

Performance-Modell, 60, 78
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normatives, 79

Persona, 90-93
Ad-hoc-Personas, 91
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Anti-Personas, 91
Personal Digital Assistants, 545, 547,
552
Personal Information Management (PIM),
552
perspektivische Darstellung, 272
perspektivisches Sehen, 261, 263
Pervasive Computing, 483
Pfadlandmarke, 382
Phicons, 636
Phidgets, 147, 636, 643, 676
PhoneTouch, 624
physical computing, 129, 146, 250
PhysicsBox, 606, 611
physische Modelle, 83
Picking, 343, 344
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Playstation Vita, 582
PneUI, 688, 689
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Polarisierung, 308, 309
Posen, 488, 491, 495, 496, 499, 500,
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PrintScreen, 616
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Prozessmodellierung
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Quake, 256
QuickTime, 257, 258
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Raspberry Pi, 466

Raycasting, 344, 349, 351, 392, 431
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Reactable, 564, 652, 653, 680

reacTIVision, 643, 653, 676
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485, 568, 689

Reality-based Interaction, 484, 568

Recompose, 687, 688

Registrierung, 248

Remote Interaction, 622

Rendering, 251, 255, 263, 273
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Responsive Design, 94

Responsive Workbench, 242, 324

rigid body simulation, 351

RingMouse, 294, 296

Ripples, 587

Rockin’ Mouse, 290, 305
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Rope Revolution, 661, 666

Rotation, 365-367
Orientierungsaufgabe, 370

Routenwissen, 276

routinierte Benutzer, 87

SandScape, 645, 646, 666

SAP Web-Application-Guidelines, 228

SAS, 191
Schatten, 263
Schattenprojektion, 262, 272, 364
Schattenvolumina, 263
Schattierung, 262
Schnittebene, 399-401
achsen-parallele, 401
lokale, 402
schrige, 402
selektive, 402, 403
Schraffur, 274
Abstandscodierung, 268
Scrum, 99, 125
Sculpting-Metapher, 456
Sculptris, 411
See-through Displays
optisch, 335
videobasiert, 335
SeeReal Technolgies, 313
Selektion
egozentrische Perspektive, 344
eingebettete Objekte, 346
exozentrische Perspektive, 344
Feedback, 352
Greifen, 350, 351
Handles, 340-342, 366, 373
Metaphern, 344
Metrik, 345, 346, 348
multimodales Feedback, 352
Sichtkegel, 281, 346, 349, 351
Snapping, 347, 396
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Smartwatch, 465, 481, 558, 559, 620,
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snap dragging, 357-359
Snapping, 362, 568
soft keyboard, 391
Softwareentwicklung, 13
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Produktentwicklung, 11, 12
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SpaceMouse, 290, 292
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Tangibles, 630, 636, 638, 651, 658,
667, 669, 681, 682
aktuierte, 667, 685
Begriff, 636
Designaspekte, 673
formverinderliche, 688
Herausforderungen, 674
Nachteile, 679
transparente, 683
Trends, 680
Vorteile, 677
Task Load Index, 71
Tastaturkiirzel, 342
Tastatursteuerung, 387
Tastsinn, 233
TBAG, 256
Teddy, 416, 457
Teleportierung, 385
Testkriterien
Fehlerrate, 107
Zufriedenheit, 54
Texteingabe, 391
The Cube, 565
Theremin, 507
Throw and Tilt, 500, 501, 622
Tiefenabschwichung, 262, 263
Tiefenhinweis, 233, 255, 261, 262,
274, 380, 383, 414
Evaluierung, 271, 273
gestalterischer, 261, 270
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multiplikatives Modell, 284
partielle Verdeckung, 262
primérer, 261, 265
Tiefenkamera, 302
Tiefenkarte, 303
Tiefenwahrnehmung, 261
Token+Constraints, 647, 664, 665, 668
Tokens, 632, 647, 648, 653, 662, 664,
666, 668, 671, 674
Topobo, 654, 660—662, 664, 667
Touch-Erkennung:Projected Capacitan-
ce, 563
TouchWave, 613
tPad, 617
TPad Tablet, 617
Tracking, 477, 479, 482, 488, 528,
530, 532, 533, 537
magnetisch, 293
markerlos, 293, 533
optisch, 293, 533
Transparenz, 270
traveling, 238, 384, 386
Tretmiihle, 432, 433
Two-Axis Valuator, 369, 371

U3D, 258

Ubiquitous Computing, 461, 475, 483,
553,558, 621, 625, 627, 630,
635, 667

Unity, 256

Unreal, 256

Urban Planning Workbench (URP),
633, 638, 644, 664,672, 675

Usability, 4, 7, 12

Usability Engineering, 4, 7

Usability Labor, 60, 165, 166, 168,
191

Usability Professionals, 8

Usability Report, 193, 197-202

Usability-Tests

remote, 162

User Action Framework, UAF, 199

User Experience, 12, 14, 21, 250

User Experience Design, 4, 24-26,
29, 30
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User Interface Builder, 456

User Interface Description Language,
669

User Interface Toolkit, 96

User Researcher, 9, 45, 55-57, 61—
63, 81, 96, 102

UsER System, 42

User-centered Design, 598

V-COLLIDE, 356

Vertibles, 664, 682
Video-Prototyp, 125, 126
Videoplace, 507

Viewer, 252

Virtual Mirror, 380

Virtual Reality, 246, 479, 512

Virtual Reality Markup Language, VRML,

257,259, 387
Browser, 232
Virtual Sphere, 367
virtual stenting, 283
Virtual Trackball, 367, 368
virtuelle Badplanung, 452
virtuelle Endoskopie, 399, 425, 427-
429
Potenzialmethode, 428
virtuelle Fernbedienung, 390
virtuelle Hand, 281
Virtuelle Realitét, 473, 640
virtuelle Resektion, 422
virtuelle Welt, 240
virtueller Baukasten, 359
virtueller Pointer, 281
virtueller Windkanal, 299
virtuelles Fliegen, 385, 432
virtuelles Gehen, 431, 432
virtuelles Rontgen, 407
ViSTA Virtual Reality Toolkit, 260
Visual Prototype, 123
Visualization Toolkit, 369
visuelle Wahrnehmung, 232
Volume Lens, 406
Volume Rendering, 259
volumetrische Displays, 315

Wacom Cintiq, 562

Index

Walk-up-and-use, 595, 610

Wand-Display, 500, 501, 503, 505,
623, 624, 648, 682

wayfinding, 238, 384

Wearable User Interface, 481

Wearables, 691

Web3D-Technologie, 258

Webdesign, 51, 86, 94, 219, 220

WebGL, 258

Website Analysis and Measurement
Inventory, 190

Wii Balance Board, 432, 503, 504

Wii U GamePad, 561

Wiimote, 285, 287, 293, 299, 300,
302, 462, 466, 480, 500, 512,
515,517,520, 530, 535, 536,
661

WIMP, 464

Winkelmessung, 443, 448

Wireframe, 119, 122, 138, 141, 143,
146

Wissensmanagement, 205, 217, 220

within subjects design, 165, 353, 370

Wizard of Oz Prototyping, 126—128

Workflow-Management, 83

World in Minature, 282

X3D, 257-259

z-Space, 310
7800 3DVisor, 327
Zeichensprache, 493, 499
Zeigegerit
Abtastrate, 287
raumliche Auflosung, 287
Verzdgerung, 287
Zeigegesten, 475,491, 493, 507-509,
513,516, 526
Zustandsiibergangsdiagramm, 341





