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taç, A. E., Woźniak, P., Sárosi, Z.,

Fjeld, M. (2013). Tangible Tabletops
for Emergency Response: An Explo-
ratory Study. In Proc. of the Interna-
tional Conference on Multimedia, In-
teraction, Design and Innovation, MI-
DI ’13, S. 10:1–10:8.

Kurtenbach, G., Hulteen, E. (1990).
Gestures in Human-Computer Com-
munication. In B. Laurel, Herausge-
ber, The Art and Science of Interface
Design, S. 309–317. Addison-Wesley
Publishing Co., Reading, USA.

Kusiak, A. (2007). The university of io-
wa, innovation: The living laboratory

perspective. Computer-Aided Design
& Applications, 4(6):863–876.

Lam, H., Bertini, E., Isenberg, P., Plai-

sant, C., Carpendale, S. (2012). Em-
pirical Studies in Information Visua-
lization: Seven Scenarios. IEEE
Trans. Vis. Comput. Graph., 18(9):
1520–1536.

Lampe, S. (2012). Spatial Augmented
Reality: Untersuchungen zur Genau-
igkeit und Wahrnehmung Projektions-
basierter Augmented Reality Verfah-
ren. Master’s Thesis, Fakultät für In-
formatik, Univesität Magdeburg.

Landay, J. A., Myers, B. A. (1995). In-
teractive Sketching for the Early Sta-
ges of User Interface Design. In Proc.
of ACM CHI, S. 43–50.

Lang, P. J. (1980). Technology in men-
tal health care delivery systems, chap-
ter Behavioral treatment and bio-
behavioral assessment: computer app-
lications, S. 119–137. Norwood, NJ:
Ablex.

Langner, R., Brosz, J., Dachselt, R.,

Carpendale, S. (2010). PhysicsBox:
Playful Educational Tabletop Games.
In Proc. of ACM ITS, S. 273–274.

Langner, R., Augsburg, A., Dachselt,

R. (2014). CubeQuery: Tangible In-
terface for Creating and Manipulating
Database Queries. In Proc. of ACM
ITS.

Laschke, M., Hassenzahl, M., Meh-

nert, K. (2010). linked.: a relatedness
experience for boys. In Proc. of Nor-
diCHI, S. 839–844.

Lavery, D., Cockton, G., Atkinson, M.

P. (1997). Comparison of Evaluati-
on Methods Using Structured Usabi-
lity Problem Reports. Behaviour and
Information Technology, 16(4):246–
266.

Lavie, T., Tractinsky, N. (2004). Asses-
sing dimensions of perceived visual

Literaturverzeichnis 723



aesthetics of web sites. Int. J. Hum.-
Comput. Stud., 60(3):269–298.

LaViola, J., Bowman, D., Kruijff,

E., Poupyrev, I., Stuerzlinger,

W. (2009). 3d user interfaces: Design,
implementation, usability. Course at
ACM CHI, 2009.

Law, E. L.-C. (2011). The measurability
and predictability of user experience.
In Proc. of ACM Engineering Interac-
tive Computing Systems, S. 1–10.

Law, E. L.-C., Hvannberg, E.

T. (2002). Complementarity and
convergence of heuristic evaluation
and usability test: a case study of uni-
versal brokerage platform. In Proc. of
NordiCHI, S. 71–80.

Law, E. L.-C., Hvannberg, E.

T. (2004). Analysis of combinatorial
user effect in international usability
tests. In Proc. of ACM CHI, S. 9–16.

Law, E. L.-C., Roto, V., Hassenzahl,

M., Vermeeren, A. P. O., Kort,

J. (2009). Understanding, scoping and
defining user experience: a survey ap-
proach. In Proc. of ACM CHI, S. 719–
728.

Lawonn, K., Preim, B. (2015). Fea-
ture Lines for Illustrating Medical
Surface Models: Mathematical Back-
ground and Survey, chapter Visualiza-
tion in Medicine and Life Sciences III,
S. in print. Springer.

Lazar, J. (2005). Web Usability: A User-
Centered Design Approach. Addison
Wesley Pub.

Lee, B., Isenberg, P., Riche, N.H., Car-

pendale, S. (2012). Beyond Mou-
se and Keyboard: Expanding Design
Considerations for Information Visua-
lization Interactions. IEEE Trans. Vis.
Comput. Graph., 18(12):2689–2698.

Lee, C., Ghyme, S., Park, C., Wohn,

K. (1998). The Control of Avatar Mo-

tion Using Hand Gesture. In Proc. of
ACM VRST, S. 59–65.

Lee, J., Post, R., Ishii, H. (2011). Ze-
roN: Mid-air Tangible Interaction
Enabled by Computer Controlled Ma-
gnetic Levitation. In Proc. of ACM
UIST, S. 327–336.

Lee, J., Olwal, A., Ishii, H., Boulan-

ger, C. (2013). SpaceTop: Integrating
2D and Spatial 3D Interactions in a
See-through Desktop Environment. In
Proc. of ACM CHI, S. 189–192.

Lee, S. K., Buxton, W., Smith, K.

C. (1985). A Multi-touch Three Di-
mensional Touch-sensitive Tablet. In
Proc. of ACM CHI, S. 21–25.

Leiner, U., Honold, P. (2003). User in-
terfaces for mobile phones: New UI
challenges and solutions for small
mobile communication devices. In
Proc. of Human Factors in Telecom-
munication, S. 187–192.

Leiner, U., Preim, B., Ressel,

S. (1997). Entwicklung von 3D-
Widgets – Überblicksvortrag. In
Proc. of Simulation und Animation,
S. 171–188.

Leitner, J., Haller, M. (2011). Geckos:
combining magnets and pressure
images to enable new tangible-object
design and interaction. In Proc. of
ACM SIGCHI, S. 2985–2994.

Leitner, J., Haller, M., Yun, K.,

Woo, W., Sugimoto, M., Inami,

M. (2008). Incretable, a mixed reali-
ty tabletop game experience. In Proc.
of ACE, S. 9–16.

Leitner, J., Haller, M., Yun, K.,

Woo, W., Sugimoto, M., Inami,

M., Cheok, A. D., Been-Lirn, H.

D. (2010). Physical interfaces for ta-
bletop games. Comput. Entertain., 7
(4):61:1–61:21.

Lenz, E., Diefenbach, S., Hassenzahl,

M., Lienhard, S. (2012). Mo. shared

Literaturverzeichnis 724



music, shared moment. In Proc. of
NordiCHI, S. 736–741.

Lewis, C., Rieman, J. (1994). Task-
Centered User Interface Design - A
Practical Introduction. published by
the authors, available online.

Lewis, J. R. (2001). Evaluation of
Procedures for Adjusting Problem-
Discovery Rates Estimated From
Small Samples. International Jour-
nal of Human-Computer Interaction,
13(4):445–479.

Lewis, J. R. (2006). Handbook of Hu-
man Factors and Ergonomics, 3. Auf-
lage, chapter Usability Testing, S.
1275–1316. Lawrence Erlbaum.

Leykin, A., Tuceryan, M. (2004). Au-
tomatic Determination of Text Reada-
bility over Textured Backgrounds for
Augmented Reality Systems. In Proc.
of IEEE/ACM ISMAR, S. 224–230.

Li, W., Agrawala, M., Salesin,

D. (2004). Interactive image-based
exploded view diagrams. In Proc. of
Graphics Interface, S. 203–212.

Li, W., Agrawala, M., Curless, B., Sa-

lesin, D. (2008). Automated genera-
tion of interactive 3d exploded view
diagrams. ACM Trans. Graph., 27.

Liang, J., Green, M. (1994). JDCAD:
a highly interactive 3D modeling sys-
tem. Computer & Graphics, 18:499–
506.

Lin, J., Wu, Y., Huang, T.

S. (2000). Modeling the constraints
of human hand motion. In Proc.
of Workshop on Human Motion, S.
121–126.

Lindlbauer, D., Aoki, T., Höchtl, A.,

Uema, Y., Haller, M., Inami, M.,

Müller, J. (2014). A Collaborative
See-through Display Supporting On-
demand Privacy. In ACM SIGGRAPH
2014 Emerging Technologies, S. 1:1–
1:1.

Litosseliti, L. (2005). Using Focus
Groups In Research. Continuum.

Littmann, A., Schenk, A., Preim, B.

et al. (2003). Kombination von Bild-
analyse und physikalischer Simulati-
on für die Planung von Behandlungen
maligner Lebertumoren mittels laser-
induzierter Thermotherapie. In Proc.
of Bildverarbeitung für die Medizin,
S. 428–432.

Löffler, J., Polkehn, K., Hüttner,

J. (2013). Erfolgreiche Usability &
UX in Unternehmen: Thesen und
Erfolgsfaktoren zu Usability/UX-
Prozessen, Strategie und Chance. In
Proc. of German Chapter der UPA, S.
22–27.

Lopes, P., Baudisch, P. (2013). Muscle-
propelled Force Feedback: Bringing
Force Feedback to Mobile Devices. In
Proc. of ACM SIGCHI, S. 2577–2580.

Lotterbach, S. (2010). Formatives Usa-
bility Testing: Ziel, Rahmenbedingun-
gen, Ablauf und Ergebnisse. In Proc.
of German Chapter der UPA, S. 168–
174.

Löwgren, J. (2004). Animated use sket-
ches as design representations. inter-
actions, 11(6):22–27.

Lundström, C., Rydell, T., For-

sell, C., Persson, A., Ynnerman,

A. (2011). Multi-touch table system
for medical visualization: Application
to orthopedic surgery planning. IEEE
Trans. Vis. Comput. Graph., 17(12):
1775–1784.

Maass, S., Döllner, J. (2008). Seamless
Integration of Labels into Interactive
Virtual 3D Environments Using Para-
meterized Hulls. In Proc. of Compu-
tational Aesthetics, S. 33–40.

Macefield, R. (2009). How To Specify
the Participant Group Size for Usa-
bility Studies: A Practitioners Guide.

Literaturverzeichnis 725



Journal of Usability Studies, 5(1):34–
45.

Mackinlay, J. D., Card, S. K., Ro-

bertson, G. G. (1990). Rapid control-
led movement through a virtual 3D
workspace. In Proc. of ACM SIG-
GRAPH, S. 171–176.

Maes, P., Darrell, T., Blumberg, B.,

Pentland, A. (1995). The ALIVE
System: Full-body Interaction with
Autonomous Agents. In Proc. of
Computer Animation, S. 11–18.

Maguire, M. C. (1999). A review of
user-interface design guidelines for
public information kiosk systems. Int.
J. Hum.-Comput. Stud., 50(3):263–
286.

Mahatody, T., Sagar, M., Kolski,

C. (2010). State of the Art on the Co-
gnitive Walkthrough Method, Its Va-
riants and Evolutions. International
Journal of Human Computer Interac-
tion, 26(8):741–785.

Mahlke, S., Thüring, M. (2007). Study-
ing antecedents of emotional experi-
ences in interactive contexts. In Proc.
of ACM CHI, S. 915–918.

Manches, A., O’Malley,

C. (2012). Tangibles for learning: a
representational analysis of physical
manipulation. Personal Ubiquitous
Computing, 16(4):405–419.

Mann, S. (2013). Wearable Computing.
The Interaction Design Foundation,
Aarhus, Denmark.

Mantei, M. M., Teorey, T.

J. (1988). Cost/benefit analysis
for incorporating human factors in
the software lifecycle. CACM, 31(4):
428–439.

Marcel, S. (2002). Gestures for Multi-
Model Interfaces: A Review. Tech-
nical Report, Idiap Research Institute,
Martigny, Switzerland.

Marcus, A. (2012). The Past 100 Years
of the Future: Human-Computer In-
teraction in Science-Fiction Movies
and Television. Aaron Marcus and As-
sociates, Inc.

Margolis, M. (2009). Arduino Koch-
buch. O’Reilly, Köln.

Marquardt, N., Kiemer, J., Green-

berg, S. (2010). What Caused That
Touch?: Expressive Interaction with
a Surface Through Fiduciary-tagged
Gloves. In Proc. of ACM ITS, S. 139–
142.

Marquardt, N., Hinckley, K., Green-

berg, S. (2012). Cross-device In-
teraction via Micro-mobility and F-
formations. In Proc. of ACM UIST, S.
13–22.

Marquardt, N., Hinckley, K., Green-

berg, S. (2012). Cross-device In-
teraction via Micro-mobility and F-
formations. In Proc. of ACM UIST, S.
13–22.

Marsden, G. (2008). New users, new
paradigms, new challenges. interac-
tions, 15(1):59–60.

Marshall, C., Rossman, G.

B. (1994). Designing Qualitative
Research. Sage, London.

Marshall, P. (2007). Do tangible interfa-
ces enhance learning? In Proc. of Tan-
gible and Embedded Interaction, TEI
’07, S. 163–170.

Marshall, P., Rogers, Y., Hornecker,

E. (2007). Are tangible interfaces re-
ally any better than other kinds of in-
terfaces? In Proc. of CHI’07 Work-
shop on Tangible User Interfaces in
Context & Theory.

Martin, F., Mikhak, B., Silverman,

B. (2000). Metacricket: a designer’s
kit for making computational devices.
IBM Syst. J., 39(3-4):795–815.

Masliah, M. R., Milgram,

P. (2000). Measuring the allocation

Literaturverzeichnis 726



of control in a 6 degree-of-freedom
docking experiment. In Proc. of ACM
CHI, S. 25–32.

Massie, T. H., Salisbury, J. K. (1994).
The PHANToM haptic interface: A
device for probing virtual objects. In
Proc. of the ASME Dynamic Systems
and Control Division, S. 295–301.

Matejka, J., Grossman, T., Lo, J.,

Fitzmaurice, G. (2009). The Design
and Evaluation of Multi-finger Mou-
se Emulation Techniques. In Proc. of
ACM CHI, S. 1073–1082.

Matsushita, N., Rekimoto,

J. (1997). HoloWall: Designing
a Finger, Hand, Body, and Object
Sensitive Wall. In Proc. of ACM
UIST, S. 209–210.

Matulic, F., Norrie, M.C. (2013). Pen
and Touch Gestural Environment for
Document Editing on Interactive Ta-
bletops. In Proc. of ACM ITS, S. 41–
50.

Maulsby, D., Greenberg, S., Mander,

R. (1993). Prototyping an intelligent
agent through Wizard of Oz. In Proc.
of INTERACT ’93 and ACM CHI ’93,
S. 277–284.

Mayhew, D. (1999). The Usability En-
gineering Lifecycle: A Practitioner’s
Handbook for User Interface Design.
Prentice Hall.

Mayhew, D. (2003). The Human Com-
puter Interaction Handbook, chapter
Requirements Specifications Within
the Usability Engineering Lifecycle,
S. 914–921. Lawrence Erlbaum.

Mazalek, A., van den Hoven,

E. (2009). Framing tangible interac-
tion frameworks. Artif. Intell. Eng.
Des. Anal. Manuf., 23(3):225–235.

McCarthy, J., Wright, P. (2007). Tech-
nology as Experience. Massachusetts
Institute of Technology.

McCrickard, D. S., Harrison, S., Wa-

hid, S., Branham, S. (2008). Putting
creativity first - inspiring with image-
based design rationale. In Proc. of
Workshop on Creativity and Rationa-
le.

McFarland, D. J., Wolpaw, J. R.

(2011). Brain-computer Interfaces for
Communication and Control. CACM,
54(5):60–66.

McNeill, D. (1992). Hand and Mind:
What Gestures Reveal about Thought.
The University of Chicago Press.

McNeill, D. (2000). Language and Ge-
sture. Cambridge University Press.

McNeill, D. (2005). Gesture and
Thought. University of Chicago
Press.

McNerney, T. S. (2004). From turtles
to Tangible Programming Bricks: ex-
plorations in physical language de-
sign. Personal Ubiquitous Compu-
ting, 8(5):326–337.

Mehta, N. (1982). A Flexible Human
Machine Interface. M.a.sc. thesis,
Department of Electrical Engineering,
University of Toronto.

Memmel, T. (2009). User interface spe-
cification for interactive software sys-
tems. PhD Thesis, Universität Kon-
stanz.

Memmel, T., Reiterer, H. (2008). User
Interface Entwicklung mit interakti-
ven Spezifikationen. In Proc. of
Mensch & Computer, S. 357–366.

Menk, C., Jundt, E., Koch,

R. (2011). Visualisation Techni-
ques for Using Spatial Augmented
Reality in the Design Process of a
Car. Computer Graphics Forum, 30
(8):2354–2366.

Merlo, M., Bachman, M. (2011). A
Rapid Prototyping Tool for Interacti-
ve Device Development. In Proc. of

Literaturverzeichnis 727



Human-computer Interaction: Part I,
HCII’11.

Merrill, D., Kalanithi, J., Maes,

P. (2007). Siftables: towards sensor
network user interfaces. In Proc. of
Tangible and Embedded Interaction,
TEI ’07, S. 75–78.

Meurer, J., Stein, M., Stevens,

G. (2013). Living Labs zur Gestal-
tung innovativer Mobilitätskonzepte
für ältere Menschen. In Proc. of
Workshopband der Mensch & Com-
puter, S. 95–102.

Mi, H., Sugimoto, M. (2011). HATs:
Interact Using Height-adjustable Tan-
gibles in Tabletop Interfaces. In Proc.
of ITS, S. 71–74.

Milgram, P., Takemura, H., Utsumi,

A., Kishino, F. (1995). Augmented
Reality: A class of displays on the
reality-virtuality continuum. In Proc.
of the SPIE Conference on Telema-
nipulator and Telepresence Technolo-
gies, SPIE, Vol. 2351, S. 282–292.

Miller, A. (1996). Integrating human
factors in customer support systems
development using a multi-level orga-
nisational approach. In Proc. of ACM
CHI, S. 368–375.

Millward, L. (2008). Research Methods
in Psychology, 4th edition, chapter Fo-
cus Groups, S. 411–438. Sage Publi-
cations, London.

Mine, M. R., Brooks, F., Sequin,

C. (1997). Moving objects in space:
exploiting proprioception in virtual-
environment interaction. In Proc. of
ACM SIGGRAPH, S. 19–26.

Minge, M., Riedel, M. (2013). meCUE
- Ein modularer Fragebogen zur Er-
fassung des Nutzererlebens. In Proc.
of Mensch & Computer, S. 89–98.

Mistry, P., Maes, P., Chang,

L. (2009). WUW - Wear Ur World: A
Wearable Gestural Interface. In Proc.

of CHI ’09 Extended Abstracts, S.
4111–4116.

Mitra, S., Acharya, T. (2007). Gesture
recognition: A survey. IEEE Trans. on
Systems, Man and Cybernetics - Part
C: Applications and Reviews, 37(3):
311–324.

Moehring, M., Froehlich, B. (2011).
Natural Interaction Metaphors for
Functional Validations of Virtual Car
Models. IEEE Trans. Vis. Comput.
Graph., 17(9):1195–1208.

Molich, R., Bevan, N., Curson, I., But-

ler, S., Kindlund, E. and Miller, D.,

Kirakowski, J. (1998). Comparative
evaluation of usability tests. In Proc.
of the Usability Professionals Asso-
ciation, S. 189–200.

Molich, R., Ede, M. R., Kaasgaard,

K., Karyukin, B. (2004). Comparati-
ve usability evaluation. Behaviour &
IT, 23(1):65–74.

Moll, J., Huang, Y., Sallnäs, E.-

L. (2010). Audio makes a difference
in haptic collaborative virtual environ-
ments. Interacting with Computers,
22(6):544–555.

Mönch, J., Mühler, K., Hansen, C.,

Oldhafer, K. J., Stavrou, G., Hillert,

C., Logge, C., Preim, B. (2013). The
LiverSurgeryTrainer: training of
computer-based planning in liver re-
section surgery. International Journal
of CARS, 8(5):809–818.

Mone, G. (2013). The Future is Flexible
Displays. Commun. ACM, 56(6):16–
17.

Morency, L.-P., Darrell, T. (2006).
Head Gesture Recognition in Intelli-
gent Interfaces: The Role of Context
in Improving Recognition. In Proc. of
IUI, S. 32–38.

Morris, D., Collett, P., Mash, P.,

O’Shaughnessy, M. (1979). Gestu-

Literaturverzeichnis 728



res: their Origins and Distribution.
Jonathan Cape.

Morris, M. R. (2012). Web on the wall:
Insights from a multimodal interacti-
on elicitation study. In Proc. of ACM
ITS, S. 95–104.

Morris, M. R., Huang, A., Paepcke,

A., Winograd, T. (2006). Cooperati-
ve Gestures: Multi-user Gestural In-
teractions for Co-located Groupware.
In Proc. of ACM CHI, S. 1201–1210.

Mörtl, A., Lawitzky, M., Kucukyil-

maz, A., Sezgin, M., Basdogan, C.,

Hirche, S. (2012). The role of roles:
Physical cooperation between humans
and robots. The International Journal
of Robotics Research, 31(13):1656–
1674.

Moscovich, T. (2009). Contact area in-
teraction with sliding widgets. In
Proc. of ACM UIST, S. 13–22.

Mueller, F., Gibbs, M. R., Vetere,

F. (2008). Taxonomy of Exertion Ga-
mes. In Proc. of OZCHI, S. 263–266.

Mühler, K., Preim, B. (2009). Auto-
matic Textual Annotation for Surgi-
cal Planning. In Proc. of Vision, Mo-
deling, and Visualization (VMV), S.
277–284.

Mühler, K., Tietjen, C., Ritter, F.,

Preim, B. (2010). The Medical Ex-
ploration Toolkit: An Efficient Sup-
port for Visual Computing in Surgical
Planning and Training. IEEE Trans.
Vis. Comput. Graph., 16(1)(1):133–
146.

Mühler, K., Neugebauer, M., Preim,

B. (2011). Interactive Medical Volu-
me Visualizations for Surgical Online
Applications. In Proc. of HCI Inter-
national Conference, volume 6768, S.
398–405.

Mulder, J. D. (2005). Menu Selection
in Desktop Virtual Reality. In Proc.

of Central European Multimedia and
Virtual Reality Conference.

Mulder, S., Yaar, Z. (2007). The User
Is Always Right: A Practical Guide to
Creating and Using Personas for the
Web. New Riders.

Mullenbach, J., Shultz, C., Piper,

A. M., Peshkin, M., Colgate, J.

E. (2013). Surface haptic interactions
with a tpad tablet. In Proc. of the Ad-
junct Publication of ACM UIST, S. 7–
8.

Müller, J., Schwarz, T., Butscher, S.,

Reiterer, H. (2014). Back to Tangi-
bility: A post-WIMP Perspective on
Control Room Design. In Proc. of
AVI, S. 57–64.

Müller, M. (2007). Information Retrie-
val for Music and Motion. Springer-
Verlag Berlin Heidelberg.

Müller, M., Heidelberger, B., Tesch-

ner, M., Gross, M. H. (2005). Mes-
hless deformations based on shape
matching. ACM Trans. Graph., 24(3):
471–478.

Müller-Tomfelde, C. (Hrsg.) (2010).
Tabletops - Horizontal Interactive
Displays. Human-Computer Interac-
tion Series. Springer.

Müller-Tomfelde, C., Fjeld, M. (2010).
Introduction: A Short History of Ta-
bletop Research, Technologies, and
Products. In Tabletops, S. 1–24.

Müller-Tomfelde, C., Wessels, A.,

Schremmer, C. (2008). Tilted ta-
bletops: In between horizontal and
vertical workspaces. In Proc. of ACM
ITS, S. 49–56.

Murugappan, S., Vinayak and Elm-

qvist, N., Ramani, K. (2012). Exten-
ded multitouch: Recovering touch po-
sture and differentiating users using a
depth camera. In Proc. of ACM UIST,
S. 487–496.

Literaturverzeichnis 729



Museth, K., Breen, D. E., Whitaker,

R. T., Barr, A. H. (2002). Level set
surface editing operators. In Proc. of
ACM SIGGRAPH, S. 330–338.

Myers, B., Hudson, S. E., Pausch,

R. (2000). Past, present, and future of
user interface software tools. ACM
Trans. on CHI, 7(1):3–28.

Myers, B. A. (1998). A brief history
of human-computer interaction tech-
nology. Interactions, 5(2):44–54.

Nacenta, M. A., Baudisch, P., Benko,

H., Wilson, A. (2009). Separability of
spatial manipulations in multi-touch
interfaces. In Proc. of Graphics Inter-
face, S. 175–182.

Nacenta, M. A., Kamber, Y., Qiang,

Y., Kristensson, P. O. (2013). Me-
morability of Pre-designed and User-
defined Gesture Sets. In Proc. of ACM
CHI, S. 1099–1108.

Nealen, A., Sorkine, O., Alexa, M.,

Cohen-Or, D. (2005). A sketch-based
interface for detail-preserving mesh
editing. ACM Trans. Graph., 24(3):
1142–1147.

Nealen, A., Igarashi, T., Sorkine, O.,

Alexa, M. (2007). FiberMesh: desi-
gning freeform surfaces with 3D cur-
ves. ACM Trans. Graph., 26(3):41.

Negroponte, N. (1970). The Architec-
ture Machine: Toward a More Human
Environment. The MIT Media Press,
Cambridge, USA.

Neumann, P., Isenberg, T., Carpen-

dale, S. (2007). NPR Lenses: Interac-
tive Tools for Non-photorealistic Li-
ne Drawings. In Proc. of Smart Gra-
phics, S. 10–22.

Neumuth, T., Durstewitz, N., Fischer,

M. et al. (2006). Structured Recor-
ding of Intraoperative Surgical Work-
flows. In Proc. of SPIE Medical Ima-
ging - PACS and Imaging Informatics.
SPIE: Bellingham.

Newman, W. M., Lamming, M. G.,

Lamming, M. (1995). Interactive
System Design. Addison-Wesley
Longman Publishing Co., Inc., Bo-
ston, MA, USA.

Ni, T., Bowman, D., Chen,

J. (2006). Increased display size
and resolution improve task perfor-
mance in Information-Rich Virtual
Environments. In Proc. of Graphics
Interface, S. 139–146.

Nielsen, J. (1993). Usability Enginee-
ring. Morgan Kaufman.

Nielsen, J. (1993). Noncommand User
Interfaces. CACM, 36(4):83–99.

Nielsen, J. (1997). The Computer
Science and Engineering Handbook,
chapter Usability Engineering, S.
1440–1460. CRC Press.

Nielsen, J., Levy, J. (1994). Measuring
usability: Preference vs. performance.
CACM, 37(4):66–75.

Nielsen, M., Stärring, M., Moesl, T.

B., Granum, E. (2004). A Procedu-
re for Developing Intuitive and Er-
gonomic Gesture Interfaces for HCI.
In Gesture-Based Communication in
Human-Computer Interaction, volu-
me 2915 of LNCS, S. 409–420. Sprin-
ger.

Niiyama, R., Yao, L., Ishii, H. (2013).
Weight and Volume Changing Device
with Liquid Metal Transfer. In Proc.
of Tangible, Embedded and Embodied
Interaction, TEI ’14, S. 49–52.

Nijboer, M., Gerl, M., Isenberg, T.

(2010). Exploring Frame Gestures for
Fluid Freehand Sketching. In Proc. of
Sketch Based Interfaces and Modeling
(SBM), S. 57–62.

Nørgaard, M., Hornbæk, K. (2006).
What do usability evaluators do in
practice?: an explorative study of
think-aloud testing. In Proc. of De-

Literaturverzeichnis 730



signing Interactive Systems (DIS), S.
209–218.

Norman, D. (2004). Ad-hoc perso-
nas & empathetic focus. (accessed:
30.11.2012, 2004.

Norman, D. A. (1998). The invisible
computer. MIT Press.

Norman, D. A. (1999). Affordance,
conventions, and design. interactions,
6(3):38–43.

Norman, D. A. (2010). Natural User In-
terfaces Are Not Natural. interacti-
ons, 17(3):6–10.

Norman, D. A., Draper, S. (1986). User
Centered System Design: New Per-
spectives on Human-Computer Inter-
action. L. Erlbaum Associates Inc.,
Hillsdale, NJ, USA.

Norman, D. A., Nielsen, J. (2010). Ge-
stural Interfaces: A Step Backward in
Usability. interactions, 17(5):46–49.

Nowacka, D., Ladha, K., Hammerla,

N.Y. et al. (2013). Touchbugs: Actua-
ted Tangibles on Multi-touch Tables.
In Proc. of ACM SIGCHI, S. 759–762.

Nowke, C., Schmidt, M., van Alba-

da, S. J., Eppler, J. M., Bakker, R.,

Diesrnann, M., Hentschel, B., Kuh-

len, T. (2013). VisNEST - Interacti-
ve analysis of neural activity data. In
Proc. of IEEE BioVis, S. 65–72.

Obendorf, H., Finck, M. (2007). Sze-
nariotechniken & agile softwareent-
wicklung. In Proc. of Mensch & Com-
puter, S. 19–28.

Odendahl, M., Finn, J., Wenger,

A. (2012). Arduino – Physical Com-
puting für Bastler, Designer und Ge-
eks. O’Reilly, Köln.

Oeltze-Jafra, S., Preim, B. (2014). Sur-
vey of Labeling Techniques in Me-
dical Visualizations. In Proc. of EG
Workshop on Visual Computing for
Biology and Medicine (VCBM), S.
79–88.

Ogawa, H., Ando, N., Onodera,

S. (2005). Smallconnection: desi-
gning of tangible communication
media over networks. In Proc. of
ACM Multimedia, S. 1073–1074.

Oh, J., Stuerzlinger, W. (2005). Mo-
ving objects with 2D input devices
in CAD systems and Desktop Virtual
Environments. In Proc. of Graphics
Interface, S. 195–202.

Oh, J., Stuerzlinger, W., Dadgari,

D. (2006). Group Selection Techni-
ques for Efficient 3D Modeling. In
Proc. of IEEE 3D UI, S. 95–102.

Oh, J.-Y., Stuerzlinger, W., Danahy,

J. (2006). SESAME: towards better
3D conceptual design systems. In
Proc. of Designing Interactive Sys-
tems, S. 80–89.

O’Hara, K., Harper, R., Mentis, H.,

Sellen, A., Taylor, A. (2013). On the
Naturalness of Touchless: Putting the
„Interaction“ Back into NUI. ACM
Trans. on CHI, 20(1):5:1–5:25.

O’Hara, K., Gonzalez, G., Sellen, A.

et al. (2014). Touchless Interaction in
Surgery. CACM, 57(1):70–77.

Ohly, S., Sonnentag, S., Niessen, C.,

Zapf, D. (2010). Diary studies in or-
ganizational research. an introduction
and some practical recommendations.
Journal of Personnel Psychology, 9
(2):79–93.

Okabe, M., Owada, S., Igarashi,

T. (2005). Interactive Design of Bota-
nical Trees using Freehand Sketches
and Example-based Editing. Compu-
ter Graphics Forum, 24(3):487–496.

Olafsdottir, H., Appert,

C. (2014). Multi-touch Gestures
for Discrete and Continuous Control.
In Proc. of AVI, S. 177–184.

Olberding, S., Wessely, M., Steim-

le, J. (2014). PrintScreen: Fabrica-
ting Highly Customizable Thin-film

Literaturverzeichnis 731



Touch-displays. In Proc. of ACM
UIST, S. 281–290.

Oldhafer, K. J., Preim, B., Dörge,

C., Peitgen, H.-O., Broelsch, C.

E. (2002). Akzeptanz einer computer-
gestützten Operationsplanung in der
Viszeralchirurgie - Ergebnisse einer
bundesweiten Befragung. Zentralblatt
für Chirurgie, 1(127):128–133.

Olwal, A., Feiner, S. (2003). The Flexi-
ble Pointer: An Interaction Technique
for Augmented and Virtual Reality. In
Prof. of ACM UIST, S. 81–82.

O’Malley, C., Stanton Fraser,

D. (2004). Literature Review in
Learning with Tangible Technologies.
Technology, 12:48.

Oppenheim, A. N. (2000). Ques-
tionnaire Design, Interviewing and
Attitude Measurement. Continuum,
London.

Oppl, S., Stary, C. (2012). Be-greifbare
Gestaltung von eLearning-Szenarien.
In B. Robben und H. Schelhowe, Her-
ausgeber, Be-greifbare Interaktionen
– Der allgegenwärtige Computer, S.
273–292, Bielefeld. Transcript.

Ortega, M., Redon, S., Coquillart,

S. (2007). A Six Degree-of-Freedom
God-Object Method for Haptic Dis-
play of Rigid Bodies with Surface
Properties. IEEE Trans. Vis. Comput.
Graph., 13(3):458–469.

Oster, N., Groenefeld, J., Kühner,

M. (2012). Anforderungen an HMIs
in industriellen Bereichen: Potenti-
al und Fallstricke bei der Erstellung
von maschinennahen Bedienoberflä-
chen. In Proc. of German Chapter der
UPA.

O’Sullivan, D., Igoe, T. (2004). Physi-
cal Computing: Sensing and Control-
ling the Physical World with Compu-
ters. Course Technology Press, Bo-
ston, MA, United States.

Otto, O., Roberts, D. J., Wolff,

R. (2006). A review on effective
closely-coupled collaboration using
immersive CVE’s. In Proc. of ACM
VRCIA, S. 145–154.

Oviatt, S. (1996). Multimodal Interfa-
ces for Dynamic Interactive Maps. In
Proc. of ACM CHI, S. 95–102.

Owada, S., Nielsen, F., Nakazawa,

K., Igarashi, T. (2003). A Sketching
Interface for Modeling the Internal
Structures of 3D Shapes. In Proc. of
Smart Graphics, S. 49–57.

Pangaro, G., Maynes-Aminzade, D.,

Ishii, H. (2002). The Actuated Work-
bench: Computer-controlled Actuati-
on in Tabletop Tangible Interfaces. In
Proc. of ACM UIST, S. 181–190.

Pastoor, S., Wöpking, M. (1997). 3-D
Displays: A Review of Current Tech-
nologies. DISPLAY, 17:100–110.

Paul, M., Rosenspies̈s, A., Herczeg,

M. (2013). UsER - Ein prozessorien-
tiertes Entwicklungssystem für Usabi-
lity Engineering. In Proc. of Mensch
& Computer, S. 181–190.

Pavlovic, V. I., Sharma, R., Huang,

T. S. (1997). Visual interpretation of
hand gestures for human-computer in-
teraction: a review. IEEE Trans. on
Pattern Analysis and Machine Intelli-
gence, 19(7):677–695.

Pearson, G., Weiser, M. (1986). Of Mo-
les and Men: The Design of Foot Con-
trols for Workstations. In Proc. of
ACM CHI, S. 333–339.

Pedersen, E. W., Hornbæk, K. (). mi-
xiTUI: a tangible sequencer for elec-
tronic live performances.

Pedersen, E. W., Hornbæk,

K. (2011). Tangible Bots: Interaction
with Active Tangibles in Tabletop
Interfaces. In Proc. of ACM SIGCHI,
S. 2975–2984.

Literaturverzeichnis 732



Pellacini, F., Tole, P., Greenberg,

D.P. (2002). A user interface for in-
teractive cinematic shadow design. In
Proc. of ACM SIGGRAPH, S. 563–
566.

Pellacini, F., Battaglia, F., Morley, R.

K., Finkelstein, A. (2007). Lighting
with paint. ACM Trans. Graph., 26.

Perlin, K., Paxia, S., Kollin, J.

S. (2000). An Autostereoscopic Dis-
play. In Proc. of ACM SIGGRAPH, S.
319–326.

Perry, R.N., Frisken Gibson,

S.F. (2001). Kizamu: a system
for sculpting digital characters. In
Proc. of ACM SIGGRAPH, S. 47–56.

Peschke, J., Göbel, F., Gründer, T.,

Keck, M., Kammer, D., Groh,

R. (2012). DepthTouch: An Elastic
Surface for Tangible Computing. In
Proc. of AVI, S. 770–771.

Peterka, T., Kooima, R. L., Sandin, D.

J., Johnson, A., Leigh, J., DeFan-

ti, T. A. (2008). Advances in the Dy-
nallax Solid-State Dynamic Parallax
Barrier Autostereoscopic Visualizati-
on Display System. IEEE Trans. Vis.
Comput. Graph., 14(3):487–499.

Petersik, A., Pflesser, B., Tie-

de, U., Höhne, K.-H., Leuwer,

R. (2003). Realistic haptic interacti-
on in volume sculpting for surgery
simulation. In Proc. of Surgery Simu-
lation and Soft Tissue Modeling, S.
194–202.

Petrie, H., Johnson, V., Strothotte, T.,

Raab, A., Michel, R., Reichert, L.,

Schalt, A. (1997). MoBIC: an aid to
increase the independent mobility of
blind travellers. British Journal of Vi-
sual Impairment, 15(2):63–66.

Petrovic, K., Göring, K., Kowalik,

P. (2012). Personas für Business Soft-
ware. In Proc. of Usability Professio-
nals, S. 59–65.

Picard, R. W. (1997). Affective Com-
puting. MIT Press, Cambridge, MA,
USA.

Pick, S., Hentschel, B., Tedjo-

Palczynski, I., Wolter, M., Kuhlen,

T. (2010). Automated Positioning
of Annotations in Immersive Vir-
tual Environments. In Proc. of
Joint Virtual Reality Conference of
EGVE/EuroVR/VEC, S. 1–8.

Pierce, J. S., Forsberg, A. S., Conway,

M. J., Hong, S., Zeleznik, R. C., Mi-

ne, M. R. (1997). Image plane inter-
action techniques in 3D immersive en-
vironments. In Proc. of the ACM I3D,
S. 39–43.

Pinelle, D., Gutwin, C. (2002). Group-
ware walkthrough: adding context to
groupware usability evaluation. In
Proc. of ACM CHI, S. 455–462.

Pinelle, D., Wong, N. (2008). Heuristic
evaluation for games: usability prin-
ciples for video game design. In Proc.
of ACM CHI, S. 1453–1462.

Piper, B., Ratti, C., Ishii, H. (2002). Il-
luminating clay: a 3-D tangible inter-
face for landscape analysis. In Proc.
of ACM SIGCHI, S. 355–362.

Pohl, K., Rupp, C. (2009). Basis-
wissen Requirements Engineering.
Dpunkt.Verlag.

Polson, P. G., Lewis, C., Rieman,

J., Wharton, C. (1992). Cognitive
walkthroughs: a method for theory-
based evaluation of user interfaces.
Int. J. Man-Mach. Stud., 36(5):741–
773.

Poltrock, S. E., Grudin, J. (1994). Or-
ganizational obstacles to interface
design and development: two
participant-observer studies. ACM
Trans. on CHI, 1(1):52–80.

Portigal, S. (2008). True Tales - Persona
non grata. Interactions, 15(1):72–73.

Literaturverzeichnis 733



Poslad, S. (2009). Ubiquitous Compu-
ting: Smart Devices, Environments
and Interactions. Wiley Publishing.

Potter, R. L., Weldon, L. J., Shneider-

man, B. (1988). Improving the Ac-
curacy of Touch Screens: An Experi-
mental Evaluation of Three Strategies.
In Proc. of ACM CHI, S. 27–32.

Poulin, P., Fournier, A. (1992). Lights
from highlights and shadows. In Proc.
of ACM I3D, S. 31–38.

Poupyrev, I., Billinghurst, M., Weg-

horst, S., Ichikawa, T. (1996). The
Go-Go Interaction Technique: Non-
linear Mapping for Direct Manipula-
tion in VR. In Proc. of ACM UIST, S.
79–80.

Poupyrev, I., Weghorst, S., Billing-

hurst, M., Ichikawa, T. (1998). Ego-
centric object manipulation in virtu-
al environments: empirical evaluation
of interaction techniques. Computer
Graphics Forum, 17(3):41–52.

Poupyrev, I., Nashida, T., Okabe,

M. (2007). Actuation and Tangi-
ble User Interfaces: The Vaucanson
Duck, Robots, and Shape Displays. In
Proc. of Tangible and Embedded In-
teraction, TEI ’07, S. 205–212.

Preim, B., Botha, C. (2013). Visual
Computing for Medicine. Morgan
Kaufmann Publishers.

Preim, B., Raab, A. (1998). Annotation
von topographisch komplizierten 3D-
Modellen. In Proc. of Simulation und
Visualisierung, S. 128–140.

Preim, B., Raab, A., Strothotte,

T. (1997). Coherent Zooming of
Illustrations with 3D-Graphics and
Text. In Proc. of Graphics Interface,
S. 105–113.

Preim, B., Tietjen, C., Spindler, W.,

Peitgen, H.-O. (2002). Integration of
Measurement Tools in Medical Visua-

lizations. In Proc. of IEEE Visualiza-
tion, S. 21–28.

Premaratne, P. (2014). Human Compu-
ter Interaction Using Hand Gestures.
Springer.

Price, S. (2008). A representation ap-
proach to conceptualizing tangible
learning environments. In Proc. of
Tangible and Embedded Interaction,
TEI ’08, S. 151–158.

Probst, K., Lindlbauer, D., Hal-

ler, M., Schwartz, B., Schrempf,

A. (2014). A Chair As Ubiquitous
Input Device: Exploring Semaphoric
Chair Gestures for Focused and Peri-
pheral Interaction. In Proc. of ACM
CHI, S. 4097–4106.

Pruitt, J., Grudin, J. (2003). Personas:
practice and theory. In Proc. of Desi-
gning for user experiences (DUX ’03),
S. 1–15.

Pschyrembel, W. (1993). Pschyrembel
– Medizinisches Wörterbuch. deGruy-
ter, 257. edition.

Pyryeskin, D., Hancock, M., Hoey,

J. (2012). Comparing Elicited Gestu-
res to Designer-created Gestures for
Selection Above a Multitouch Sur-
face. In Proc. of ACM ITS, S. 1–10.

Qualter, J., Sculli, F., Oliker, A. et

al. (2012). The BioDigital Human: A
Web-based 3D Platform for Medical
Visualization and Education. Studies
in health technology and informatics,
173:359–361.

Quek, F., McNeill, D., Bryll, R. et

al. (2002). Multimodal Human Dis-
course: Gesture and Speech. ACM
Trans. on CHI, 9(3):171–193.

Raab, A., Rüger, M. (1996). Interactive
visualisation of structures and relati-
ons in complex graphics. In Proc. of
3D Image Analysis and Synthesis, S.
125–132.

Literaturverzeichnis 734



Rädle, R., Jetter, H.-C., Butscher,

S., Reiterer, H. (2013). The Effect
of Egocentric Body Movements on
Users’ Navigation Performance and
Spatial Memory in Zoomable User In-
terfaces. In Proc. of ACM ITS, S. 23–
32.

Raffle, H. S., Parkes, A. J., Ishii,

H. (2004). Topobo: a constructive as-
sembly system with kinetic memory.
In Proc. of ACM SIGCHI, S. 647–654.

Ramachandran, M. (2011). Knowled-
ge Engineering for Software Develop-
ment Life Cycles: Support Technolo-
gies and Applications. IGI Global.

Ramakers, R., Vanacken, D., Luy-

ten, K., Coninx, K., Schöning,

J. (2012). Carpus: a non-intrusive user
identification technique for interactive
surfaces. In Proc. of ACM UIST, S.
35–44.

Ramakers, R., Schöning, J., Luyten,

K. (2014). Paddle: Highly Deforma-
ble Mobile Devices with Physical
Controls. In Proc. of ACM CHI, S.
2569–2578.

Ramey, J., Boren, T., Cuddihy, E., Du-

mas, J., Guan, Z., Van den Haak,

M. J., de Jong, M. D. T. (2006). Does
think aloud work?: how do we know?
In Proc. of CHI ’06 Extended Ab-
stracts, S. 45–48.

Rauschenberger, M., Hinderks, A.,

Thomaschewski, J. (2011). Benutze-
rerlebnis bei Unternehmenssoftware:
Ein Praxisbericht über die Umsetzung
attraktiver Unternehmenssoftware. In
Proc. of Usability Professionals, S.
158–162.

Razzaque, S. (2005). Redirected Wal-
king. PhD Thesis, University of North
Carolina at Chapel Hill.

Razzaque, S., Swapp, D., Slater,

M., Whitton, M. C., Steed,

A. (2002). Redirected walking in

place. In Proc. of the EG Workshop
on Virtual Environments, S. 123–130.

Read, J., MacFarlane, S., Casey,

C. (2002). Endurability, engagement
and expectations: Measuring child-
ren’s fun. In Proc. of Interaction De-
sign and Children, S. 189–198.

Redish, J., Wixon, D. (2003). The Hu-
man Computer Interaction Handbook,
chapter Task Analysis, S. 922–940.
Lawrence Erlbaum.

Reetz, A., Gutwin, C. (2014). Making
Big Gestures: Effects of Gesture Si-
ze on Observability and Identification
for Co-located Group Awareness. In
Proc. of ACM CHI, S. 4087–4096.

Reitinger, B., Bornik, A., Beichel, R.,

Schmalstieg, D. (2006). Liver Surge-
ry Planning Using Virtual Reality. IE-
EE CGA, 26(6):36–47.

Rekimoto, J. (1996). Tilting Operations
for Small Screen Interfaces. In Proc.
of ACM UIST, S. 167–168.

Rekimoto, J. (2002). SmartSkin: An In-
frastructure for Freehand Manipulati-
on on Interactive Surfaces. In Proc. of
ACM CHI, S. 113–120.

Rekimoto, J., Matsushita,

N. (1997). Perceptual Surfaces: To-
wards a Human and Object Sensitive
Interactive Display, 1997.

Rekimoto, J., Nagao, K. (1995). The
World Through the Computer: Com-
puter Augmented Interaction with Re-
al World Environments. In Proc. of
ACM UIST, S. 29–36.

Rekimoto, J., Saitoh, M. (1999). Aug-
mented Surfaces: A Spatially Conti-
nuous Work Space for Hybrid Com-
puting Environments. In Proc. of
ACM CHI, S. 378–385.

Ren, G., O’Neill, E. (2013). Freehand
Gestural Text Entry for Interactive
TV. In Proc. of European Conference

Literaturverzeichnis 735



on Interactive TV and Video, S. 121–
130.

Rendl, C., Greindl, P., Haller, M.,

Zirkl, M., Stadlober, B., Hartmann,

P. (2012). PyzoFlex: Printed Piezo-
electric Pressure Sensing Foil. In
Proc. of ACM UIST, S. 509–518.

Rengger, R. (1991). Human-Aspects in
Computing: Design and Use of In-
teractive Systems and Work with Ter-
minals, chapter Indicators of usabili-
ty based on performance, S. 656–660.
Amsterdam: Elsevier.

Resnick, M., Martin, F., Sargent, R.,

Silverman, B. (1996). Programmable
bricks: toys to think with. IBM Syst.
J., 35(3-4):443–452.

Resnick, M., Martin, F., Berg, R. et

al. (1998). Digital manipulatives: new
toys to think with. In Proc. of ACM
SIGCHI, S. 281–287.

Richter, S., Holz, C., Baudisch,

P. (2012). Bootstrapper: Recognizing
Tabletop Users by Their Shoes. In
Proc. of ACM CHI, S. 1249–1252.

Rick, J., Marshall, P., Yuill,

N. (2011). Beyond one-size-fits-
all: how interactive tabletops support
collaborative learning. In Proc. of In-
teraction Design and Children (IDC),
S. 109–117.

Rico, J., Brewster, S. (2010). Usable
Gestures for Mobile Interfaces: Eva-
luating Social Acceptability. In Proc.
of ACM CHI, S. 887–896.

Riener, A. (2012). Gestural Interaction
in Vehicular Applications. Computer,
45(4):42–47.

Rittenbruch, M., Sorensen, A., Dono-

van, J., Polson, D., Docherty, M.,

Jones, J. (2013). The Cube: A Very
Large-scale Interactive Engagement
Space. In Proc. of ACM ITS, S. 1–10.

Ritter, F., Preim, B., Deussen, O., Stro-

thotte, T. (2000). Using a 3D Puzz-

le as a Metaphor for Learning Spatial
Relations. In Proc. of Graphics Inter-
face, S. 171–178.

Ritter, F., Hansen, C., Preim,

B., Dicken, V., Konrad-Verse,

O. (2006). Real-Time Illustration
of Vascular Structures for Surgery.
IEEE Trans. Vis. Comput. Graph., 12:
877–884.

Ritter, F., Hansen, C., Wilkens, K.,

Köhn, A., Peitgen, H.-O. (2009). Be-
nutzungsschnittstellen für den direk-
ten Zugriff auf 3D-Planungsdaten im
OP. i-com, 8(1):24–31.

Robben, B., Schelhowe, H. (2012). Be-
greifbare Interaktionen – Der allge-
genwärtige Computer: Touchscreens,
Wearables, Tangibles und Ubiquitous
Computing. Transcript, Bielefeld.

Roberts, D. J., Wolff, R., Otto, O.,

Steed, A. (2003). Constructing a ga-
zebo: Supporting team work in a tight-
ly coupled, distributed task in virtual
reality. Presence, 12(6):644–657.

Roberts, D. W., Strohbehn, J. W.,

Hatch, J. F., Murray, W., Kettenber-

ger, H. (1986). A frameless stereotac-
tic integration of computerized tomo-
graphic imaging and the operating mi-
croscope. Journal of Neurosurgery,
65:545–549.

Robertson, G. G., Mackinlay, J. D.,

Card, S. K. (1991). Cone Trees: ani-
mated 3D visualizations of hierarchi-
cal information. In Proc. of ACM CHI,
S. 189–194.

Robertson, G. G., Card, S. K.,

Mackinlay, J. D. (1993). Information
visualization using 3D interactive
animation. CACM, 36(4):57–71.

Robertson, S., Robertson,

J. (2006). Mastering the Requi-
rements Process. Addison-Wesley
Professional.

Literaturverzeichnis 736



Rogalla, O., Ehrenmann, M., Zoll-

ner, R., Becher, R., Dillmann,

R. (2002). Using gesture and speech
control for commanding a robot as-
sistant. In Proc. of IEEE Robot and
Human Interactive Communication,
S. 454–459.

Rogers, Y. (2012). HCI Theory: Clas-
sical, Modern, and Contemporary.
Morgan Claypool Publishers.

Rolland, J. P., Thompson, K. P., Urey,

H., Thomas, M. (2012). See-Through
Head Worn Display (HWD) Architec-
tures. In J. Chen, W. Cranton, und
M. Fihn, Herausgeber, Handbook of
Visual Display Technology, S. 2145–
2170. Springer.

Ropinski, T., Hinrichs,

K. (2004). Real-Time Rendering
of 3D Magic Lenses having arbitrary
convex Shapes. In Proc. of Win-
ter School on Computer Graphics
(WSCG), S. 379–386.

Ropinski, T., Steinicke, F., Hinrichs,

K. (2005). A constrained road-based
VR navigation technique for travel-
ling in 3D city models. In Proc. of
Augmented Tele-existence, ICAT ’05,
S. 228–235.

Rosenbaum, S. (2008). Maturing Usa-
bility, chapter The Future of Usability
Evaluation: Increasing Impact on Va-
lue, S. 344–378. Springer.

Rosenzweig, E. (1996). Design guideli-
nes for software products: a common
look and feel or a fantasy? interacti-
ons, 3(5):21–26.

Rössling, I., Cyrus, C., Dornheim, L.,

Boehm, A., Preim, B. (2010). Fast
and flexible distance measures for
treatment planning. International
Journal of CARS, 5(6):633–646.

Rössling, I., Dornheim, J., Dornheim,

L., Boehm, A., Preim, B. (2011). The
Tumor Therapy Manager - Design,

Refinement and Clinical Use of a
Software Product for ENT Surgery
Planning and Documentation. In
Proc. of IPCAI, S. 1–12.

Rosson, M. B., Carroll, J.

M. (2003). chapter Scenario-based
design, S. 1032–1050. L. Erlbaum
Associates Inc., Hillsdale, NJ, USA.

Rosson, M. B., Carroll, J.

M. (2002). Usability Enginee-
ring: Scenario-Based Development
of Human-Computer Interaction.
Morgan Kaufman.

Roth, V., Schmidt, P., Güldenring,

B. (2010). The IR Ring: Authentica-
ting Users’ Touches on a Multi-touch
Display. In Proc. of ACM UIST, S.
259–262.

Roudaut, A., Huot, S., Lecolinet,

E. (2008). TapTap and MagStick: Im-
proving One-handed Target Acquisiti-
on on Small Touch-screens. In Proc.
of AVI, S. 146–153.

Roudaut, A., Pohl, H., Baudisch,

P. (2011). Touch Input on Curved Sur-
faces. In Proc. of ACM CHI, S. 1011–
1020.

Roudaut, A., Rau, A., Sterz, C.,

Plauth, M., Lopes, P., Baudisch,

P. (2013). Gesture Output: Eyes-free
Output Using a Force Feedback Touch
Surface. In Proc. of ACM CHI, S.
2547–2556.

Rubin, J., Chisnell, D. (2008). Hand-
book of Usability Testing: How to
Plan, Design, and Conduct Effective
Tests, 2nd edition. Wiley Publishing.

Rubio, S., Diaz, E., Martin, J., Puente,

J. M. (2004). Evaluation of Subjecti-
ve Mental Workload: A Comparison
of SWAT, NASA-TLX, and Workload
Profile Methods. Applied Psychology,
53:61–86.

Ruddle, R. A. (2005). The Effect of
Trails on First-time and Subsequent

Literaturverzeichnis 737



Navigation in a Virtual Environment.
In Proc. of IEEE VR, S. 115–122.

Ruiz, J., Li, Y., Lank, E. (2011). User-
defined Motion Gestures for Mobile
Interaction. In Proc. of ACM CHI, S.
197–206.

Rummel, B. (2013). Bummler und
Schummler: wie effizient ist mein UI
wirklich? Bearbeitungszeiten analy-
sieren und verstehen mit Probability
Plots. In Proc. of German Chapter der
UPA, S. 60–65.

Rupp, C. (2009). die SOPHISTen:
Requirements-Engineering und
-Management: Professionelle, ite-
rative Anforderungsanalyse für die
Praxis. Dpunkt.Verlag.

Rupprecht, D., Blum, R., Bomsdorf,

B. (2012). Evaluation von Freihand-
gesten im Kontext einer virtuellen An-
probe. In Proc. of Mensch & Compu-
ter 2012, S. 373–376.

Russell, J. A., Weiss, A., Mendelsohn,

G. A. (1989). Affect Grid: A single-
item scale of pleasure and arousal.
Journal of Personality and Social Psy-
chology, 57(3):493–502.

Saffer, D. (2008). Designing Gestural
Interfaces. O’Reilly Media.

Saito, T., Takahashi, T. (1990). Com-
prehensible rendering of 3-D shapes.
In Proc. of ACM SIGGRAPH, S. 197–
206.

Salah, Z., Preim, B., Rose,

G. (2010). Prototype of an AR-Based
System for Enhanced Visualization
Functionality in Navigated Neuros-
urgery. In Proc. of Virtual Reality,
Digitales Engineering und virtuelle
Techniken, S. 329–336.

Sallnäs, E. L. (2005). Effects of Com-
munication Mode on Social Presence,
Virtual Presence, and Performance in
Collaborative Virtual Environments.
Presence, 14(4):434–449.

Salzman, T., Stachniak, S., Stürzlin-

ger, W. (2001). Unconstrained vs.
Constrained 3D Scene Manipulati-
on. In Proc. of the IFIP Inter-
national Conference on Engineering
for Human-Computer Interaction, S.
207–220.

Sangiorgi, U. (2012). Addressing Multi-
platform Collaborative Sketching. In
Proc. of ACM Symposium on Enginee-
ring Interactive Computing Systems,
S. 309–312.

Sangsuriyachot, N., Sugimoto,

M. (2012). Novel Interaction Tech-
niques Based on a Combination of
Hand and Foot Gestures in Tabletop
Environments. In Proc. of Asia Paci-
fic Conference on Computer Human
Interaction, S. 21–28.

Saponas, T. Scott and Tan, D. S., Mor-

ris, D., Balakrishnan, R. and Tur-

ner, J., Landay, J. A. (2009). Enab-
ling Always-available Input with
Muscle-computer Interfaces. In Proc.
of ACM UIST, S. 167–176.

Sarodnick, F., Brau, H. (2011). Me-
thoden der Usability Evaluation: Wis-
senschaftliche Grundlagen und prak-
tische Anwendung. Huber, Bern, 2.
Auflage.

Sauer, J., Franke, H., Ruettinger,

B. (2008). Designing interactive con-
sumer products: Utility of paper pro-
totypes and effectiveness of enhanced
control labelling. Applied Ergono-
mics, 39(1):71–85.

Sauro, J., Lewis, J. R. (2009). Corre-
lations among prototypical usability
metrics: evidence for the construct of
usability. In Proc. of ACM CHI, S.
1609–1618.

Sauro, J., Lewis, J. R. (2012). Quan-
tifying the User Experience: Practical
Statistics for User Research. Morgan
Kaufmann.

Literaturverzeichnis 738



Sawyer, P., Flanders, A., Wixon, D.

R. (1996). Making a difference - the
impact of inspections. In Proc. of
ACM CHI, S. 376–382.

Schaffer, D., Zuo, Z., Greenberg, S.,

Bartram, L., Dill, J. and Dubs,

S., Roseman, M. (1996). Naviga-
ting hierarchically clustered networks
through fisheye and full-zoom me-
thods. ACM Trans. on CHI, 3:162–
188.

Schelhowe, H. (2012). Interaktionsde-
sign für reflexive Erfahrung – Digita-
le Medien für Bildung. In B. Rob-
ben und H. Schelhowe, Herausgeber,
Be-greifbare Interaktionen – Der all-
gegenwärtige Computer, S. 253–272,
Bielefeld. Transcript.

Scheurich, D., Stuerzlinger,

W. (2013). A One-Handed Multi-
touch Method for 3D Rotations. In
Proc. of INTERACT, S. 56–69.

Schlechtweg, S., Strothotte,

T. (2002). Non-photorealistic com-
puter graphics: modeling, rendering,
and animation. Morgan Kaufman.

(2014). Xpert.press. Springer Berlin
Heidelberg.

Schlömer, T., Poppinga, B., Henze, N.,

Boll, S. (2008). Gesture Recognition
with a Wii Controller. In Proc. of Tan-
gible and Embedded Interaction, TEI
’08, S. 11–14.

Schmettow, M. (2012). Sample size in
usability studies. CACM, 55(4):64–
70.

Schmidt, A., Churchill, E. (2012). In-
teraction Beyond the Keyboard. Com-
puter, 45(4):21–24.

Schmidt, A., Grasnick, A. (2002). Mul-
tiviewpoint autostereoscopic dispays
from 4D-Vision GmbH. In Proc.
SPIE, volume 4660, S. 212–221.

Schmidt, D., Chehimi, F., Rukzio, E.,

Gellersen, H. (2010). PhoneTouch: A

Technique for Direct Phone Interac-
tion on Surfaces. In Proc. of ACM
UIST, S. 13–16.

Schmidt, D., Chehimi, F., Rukzio, E.,

Gellersen, H. (2010). PhoneTouch: A
Technique for Direct Phone Interac-
tion on Surfaces. In Proc. of ACM
UIST, S. 13–16.

Schmidt, D., Ramakers, R., Pedersen,

E. W. et al. (2014). Kickables: Tan-
gibles for Feet. In Proc. of ACM SIG-
CHI, S. 3143–3152.

Schmidt, R., Wyvill, B., Sousa, M.

C., Jorge, J. A. (2005). ShapeShop:
sketch-based solid modeling with
BlobTrees. In Proc. of EG Workshop
on Sketch-Based Interfaces and Mo-
deling.

Schmidt, R., Singh, R., Balakrishnan,

R. (2008). Sketching and composing
widgets for 3d manipulation. Compu-
ter Graphics Forum, 27(2):301–310.

Schmidt, S., Nacenta, M. A., Dachselt,

R., Carpendale, S. (2010). A Set of
Multi-touch Graph Interaction Tech-
niques. In Proc. of ACM ITS, S. 113–
116.

Schmitz, M., Endres, C., Butz,

A. (2007). A Survey of Human-
computer Interaction Design in
Science Fiction Movies. In Proc. of
INTETAIN ’08, S. 7:1–7:10.

Schöning, J., Brandl, P., Daiber, F. et

al. (2008). Multi-Touch Surfaces: A
Technical Guide. Technical Report
TUM-I0833, TU München.

Schöning, J., Daiber, F., Krüger, A.,

Rohs, M. (2009). Using Hands and
Feet to Navigate and Manipulate Spa-
tial Data. In Proc. of CHI ’09 Exten-
ded Abstracts, S. 4663–4668.

Schöning, J., Krüger, A., Olivier,

P. (2009). Multi-Touch is Dead, Long
live Multi-touch. In Proc. of CHI

Literaturverzeichnis 739



Workshop on Multitouch and Surface
Computing, S. 7–11.

Schoor, W., von Tenspolde, H., Me-

cke, R., Preim, B. (2007). Chain-
Tube: Modellierung und Manipula-
tion von deformierbaren, schlauch-
ähnlichen Objekten in einer Virtual
Reality-Trainingsumgebung. In Proc.
of Simulation and Visualization, S.
29–42.

Schrammel, J., Lugmayr, M., Häm-

merle, F., Murtinger, M. and Tsche-

ligi, M. (2012). Flexible und erfolg-
reiche Implementierung eines User
Interface Styleguides basierend auf
DITA-Maps. In Proc. of Usability
Professionals, S. 141–145.

Schumacher, J., Feuerstein,

K. (2007). Living labs - a new
multi-stakeholder approach to user
integration. In Proc. of Interope-
rability of Enterprise Systems and
Applications.

Schumann, J., Strothotte, T., Laser, S.,

Raab, A (1996). Assessing the Ef-
fect of Non-Photorealistic Rendered
Images in CAD. In Proc. of ACM
CHI, S. 35–41.

Schwarz, T., Mueller, J., Butscher,

S., Reiterer, H. (2012). Holistic
Workspace – Neue Interaktionsfor-
men für die Leitwarte der Zukunft. In
Proc. of Useware.

Schwerdtfeger, B., Pustka, D., Hof-

hauser, A., Klinker, G. (2008). Using
laser projectors for augmented reality.
In Proc. of ACM VRST, S. 134–137.

Schwerdtner, A., Heidrich, H. (1998).
Dresden 3d display (d4d). In Proc. of
SPIE, S. 203–210.

Schwerdtner, A., Häussler, R., Leis-

ter, N. (2008). Large holographic dis-
plays for real-time applications. In
Proc. SPIE, volume 6912, S. 69120T–
69120T–8.

Scott, J., Dearman, D., Yatani, K.,

Truong, K. N. (2010). Sensing Foot
Gestures from the Pocket. In Proc. of
ACM UIST, S. 199–208.

Scott, S. D., Carpendale, S. (2010).
Theory of tabletop territoriality. In
C. Müller-Tomfelde, Herausgeber, Ta-
bletops - Horizontal Interactive Dis-
plays, Human-Computer Interaction
Series, S. 357–385. Springer.

Scott, S. D., Carpendale, M. S. T., Ink-

pen, K. M. (2004). Territoriality in
collaborative tabletop workspaces. In
Proc. CSCW, S. 294–303.

Sebe, N. (2009). Multimodal Interfaces:
Challenges and Perspectives. J. Am-
bient Intell. Smart Environ., 1(1):23–
30.

Serrano, M., Ens, B. M., Irani, P.

P. (2014). Exploring the Use of Hand-
to-face Input for Interacting with
Head-worn Displays. In Proc. of ACM
CHI, S. 3181–3190.

Shaer, O., Hornecker, E. (2010). Tan-
gible User Interfaces: Past, Present,
and Future Directions. Found. Trends
Hum.-Comput. Interact., 3(1–2):1–
137.

Shaer, O., Jacob, R. J. K. (2009). A
specification paradigm for the design
and implementation of tangible user
interfaces. ACM Trans. Comput.-
Hum. Interact., 16(4):20:1–20:39.

Shaer, O., Leland, N., Calvillo-Gamez,

E. H., Jacob, R. J. K. (2004). The
TAC paradigm: specifying tangible
user interfaces. Personal Ubiquitous
Computing, 8(5):359–369.

She, J., Crowcroft, J., Fu, H., Li,

F. (2014). Convergence of Interacti-
ve Displays with Smart Mobile Devi-
ces for Effective Advertising: A Sur-
vey. ACM Trans. Multimedia Comput.
Commun. Appl., 10(2):17:1–17:16.

Literaturverzeichnis 740



Shelly, G. B., Cashman, T. J., Herbert,

C. W. (2007). Alice 2.0: Introductory
Concepts and Techniques. Thomson
Course Technology.

Shinya, M., Forgue, M. C. (1995). Lay-
ing out objects with geometric and
physical constraints. The Visual Com-
puter, 11(4):188–201.

Shneiderman, B. (1983). Direct mani-
pulation: A step beyond programming
languages. IEEE Computer, 16(8):
57–69.

Shneiderman, B. (1997). Designing the
User Interface: Strategies for Effecti-
ve Human Computer Interaction. Ad-
dison Wesley, 3. Auflage.

Shneiderman, B., Plaisant,

C. (2009). Designing the User
Interface: Strategies for Effective Hu-
man Computer Interaction. Addison
Wesley, 5. Auflage.

Shoemake, K. (1992). ARCBALL: a
user interface for specifying three-
dimensional orientation using a mou-
se. In Proc. of Graphics interface, S.
151–156.

Sielhorst, T., Bichlmeier, C., Heining,

S., Navab, N. (2006). Depth percepti-
on a major issue in medical AR: Eva-
luation study by twenty surgeons. In
Proc. of Medical Image Computing
and Computer Assisted Intervention
(MICCAI), S. 364–372.

Sielhorst, T., Feuerstein, M., Navab,

N. (2008). Advanced Medical Dis-
plays: A Literature Review of Aug-
mented Reality. IEEE/OSA Journal of
Display Technology; Special Issue on
Medical Displays, 4(4):451–467.

Silpasuwanchai, C., Ren, X. (2014).
Jump and Shoot!: Prioritizing Prima-
ry and Alternative Body Gestures for
Intense Gameplay. In Proc. of ACM
CHI, S. 951–954.

Singh, M. (2004). Lightness constancy
through transparency: Internal consis-
tency in layered surface representati-
ons. Vision Research, 44:1827–1842.

Singh, M., Anderson, B. (2002). Per-
ceptual assignment of opacity to
translucent surfaces: The role of
image blur. Perception, 31:531–552.

Singh, M., Anderson, B. (2002). To-
ward a perceptual theory of transpa-
rency. Psychological Review, 109:
492–519.

Slater, M., Steed, A., Usoh,

M. (1995). The virtual treadmill:
a naturalistic metaphor for navigation
in immersive virtual environments. In
Proc. of the EG Workshop on Virtual
Environments, S. 135–148.

Smith, G., Salzman, T., Stuerzlinger,

W. (2001). 3D scene manipulation
with 2D devices and constraints. In
Proc. of Graphics Interface, S. 135–
142.

Snibbe, S. S. (1995). A Direct Manipu-
lation Interface for 3D Computer Ani-
mation. Computer Graphics Forum,
14(3):271–284.

Snibbe, S. S., Herndon, K.P., Robbins,

D.C., Brookshire Conner, D., van

Dam, A. (1992). Using deformations
to explore 3D widget design. In Proc.
of ACM SIGGRAPH, S. 351–358.

Snyder, C. (2003). Paper Prototyping:
The Fast and Easy Way to Design and
Refine User Interfaces. Morgan Kauf-
mann.

Solovey, E., Schermerhorn, P.,

Scheutz, M., Sassaroli, A., Fanti-

ni, S., Jacob, R. (2012). Brainput:
Enhancing Interactive Systems with
Streaming FNIRS Brain Input. In
Proc. of ACM CHI, S. 2193–2202.

Sonnet, H. (2007). Embedding metada-
ta in computer graphics for interacti-
on. PhD Thesis.

Literaturverzeichnis 741



Špakov, O., Majaranta, P. (2012). En-
hanced Gaze Interaction Using Sim-
ple Head Gestures. In Proc. of ACM
UbiComp, S. 705–710.

Sonnet, H., Carpendale, S., Strothotte,

T. (2004). Integrating expanding an-
notations with a 3D explosion probe.
In Proc. of Advanced visual interfaces
(AVI), S. 63–70.

Spencer, R. (2000). The streamlined co-
gnitive walkthrough method, working
around social constraints encountered
in a software development company.
In Proc. of ACM CHI, S. 353–359.

Spindler, M., Dachselt, R. (2012). Die
Magische Dimension: Be-Greifbare
Interaktion auf und über Tabletops. i-
com, 11(2):5–11.

Spindler, M., Stellmach, S., Dachselt,

R. (2009). PaperLens: advanced ma-
gic lens interaction above the tabletop.
In Proc. of ITS, S. 69–76.

Spindler, M., Hauschild, M., Dachselt,

R. (2010). Towards Making Graphical
User Interface Palettes Tangible. In
Proc. of ACM ITS, S. 291–292.

Spindler, M., Tominski, C., Schu-

mann, H., Dachselt, R. (2010). Tan-
gible Views for Information Visuali-
zation. In Proc. of ITS, S. 157–166.

Spindler, M., Büschel, W., Dachselt,

R. (2012). Use your Head: Tangible
Windows for 3D Information Spaces
in a Tabletop Environment. In Proc.
of ITS, S. 245–254.

Spindler, M., Martsch, M., Dachselt,

R. (2012). Going Beyond the Surface:
Studying Multi-layer Interaction Abo-
ve the Tabletop. In Proc. of ACM CHI,
S. 1277–1286.

Spindler, M., Cheung, V., Dachselt,

R. (2013). Dynamic Tangible User In-
terface Palettes. In Human-Computer
Interaction – INTERACT 2013, volu-

me 8120 of LNCS, S. 159–176. Sprin-
ger.

Spindler, M., Büschel, W., Winkler, C.,

Dachselt, R. (2014). Tangible Dis-
plays for the Masses: Spatial Interacti-
on with Handheld Displays by Using
Consumer Depth Cameras. Personal
Ubiquitous Computing, 18(5):1213–
1225.

Spindler, M., Schuessler, M., Martsch,

M., Dachselt, R. (2014). Pinch-drag-
flick vs. Spatial Input: Rethinking
Zoom & Pan on Mobile Displays. In
Proc. of ACM CHI, S. 1113–1122.

Srinivasan, M. A., Basdogan,

C. (1997). Haptics in virtual en-
vironments: Taxonomy, research
status, and challenges. Computers &
Graphics, 21(4):393–404.

Stade, M., Reckin, R., Brandenburg,

S., Thüring, M. (2013). Usabili-
ty in KMU etablieren: Von schnel-
ler Problemlösung zu ressourcenori-
entiertem Usability Engineering. In
Proc. of Workshop-Band der Mensch
& Computer, S. 19–27.

Stannus, S., Rolf, D., Lucieer, A.,

Chinthammit, W. (2011). Gestural
Navigation in Google Earth. In Proc.
of OzCHI, S. 269–272.

Stanton, N. (2003). The Human
Computer Interaction Handbook,
chapter Human Error Identification
in Human-Computer Interaction, S.
371–383. Lawrence Erlbaum.

Steimle, J. (2012). Pen-and-Paper
User Interfaces – Integrating Printed
and Digital Documents. Human-
Computer Interaction Series. Sprin-
ger.

Steinicke, F., Ropinski, T., Hinrichs,

K. (2006). Object Selection In Virtual
Environments Using an Improved Vir-
tual Pointing Metaphor. Computer Vi-
sion and Graphics, 32:320–326.

Literaturverzeichnis 742



Steinicke, F., Bruder, G., Jerald, J.,

Frenz, H., Lappe, M. (2010). Esti-
mation of Detection Thresholds for
Redirected Walking Techniques. IE-
EE Trans. Vis. Comput. Graph., 16(1):
17–27.

Stellmach, S. (2013). Gaze-supported
Multimodal Interaction. Verlag Dr.
Hut.

Stellmach, S., Dachselt, R. (2012).
Look & Touch: Gaze-supported Tar-
get Acquisition. In Proc. of ACM CHI,
S. 2981–2990.

Stellmach, S., Dachselt, R. (2012). In-
vestigating Gaze-supported Multimo-
dal Pan and Zoom. In Proc. of the
Symposium on Eye Tracking Research
and Applications, ETRA ’12, S. 357–
360.

Stellmach, S., Dachselt, R. (2013). Still
Looking: Investigating Seamless
Gaze-supported Selection, Positio-
ning, and Manipulation of Distant
Targets. In Proc. of ACM CHI, S.
285–294.

Stellmach, S., Stober, S., Nürnberger,

A., Dachselt, R. (2011). Designing
Gaze-supported Multimodal Interac-
tions for the Exploration of Large
Image Collections. In Proc. of Novel
Gaze-Controlled Applications, S. 1:1–
1:8.

Stellmach, S., Jüttner, M., Ny-

welt, C., Schneider, J., Dachselt,

R. (2012). Investigating Freehand
Pan and Zoom. In Proc. of Mensch &
Computer, S. 303–312.

Stewart, C., Rohs, M., Kratz, S.,

Essl, G. (2010). Characteristics of
Pressure-based Input for Mobile De-
vices. In Proc. of ACM CHI, S. 801–
810.

Stewart, T., Trevis, D. (2003). The
Human Computer Interaction Hand-
book, chapter Guidelines, Standards

and Styleguides, S. 991–1005. La-
wrence Erlbaum.

Stoakley, R., Conway, M. J., Pausch,

R. (1995). Virtual Reality on a WIM:
Interactive Worlds in Miniature. In
Proc. of ACM CHI, S. 265–272.

Stollenberger, R.L., Milgram,

P. (1993). Effects of stereosco-
pic and rotational display of a
three-dimensional path-tracing task.
Human Factors, 35(18):483–499.

Strauss, P. S., Carey, R. (1992). An
object-oriented 3D graphics toolkit.
In Proc. of ACM SIGGRAPH, S. 341–
349.

Streitz, N. A., Geißler, J., Holmer, T.

et al. (1999). i-LAND: An interactive
Landscape for Creativity and Innova-
tion. In Proc. of ACM CHI, S. 120–
127.

Stuerzlinger, W., Wingrave, C.

A. (2011). The Value of Constraints
for 3D User Interfaces. In G. Brun-
nett, S. Coquillart, und G. Welch,
Herausgeber, Virtual Realities, S.
203–223. Springer.

Sturman, D. J., Zeltzer, D. (1993). A
Design Method for "Whole-
hand"Human-computer Interaction.
ACM Trans. Inf. Syst., 11(3):219–238.

Su, C.-H., Chan, L., Weng, C.-T., Li-

ang, R.-H., Cheng, K.-Y., Chen, B.-

Y. (2013). NailDisplay: Bringing an
Always Available Visual Display to
Fingertips. In Proc. of ACM CHI, S.
1461–1464.

Suchman, L. A. (1983). Office Pro-
cedure as Practical Action: Models
of Work and System Design. ACM
Trans. Inf. Syst., 1(4):320–328.

Suchman, L. A. (1988). Designing with
the user. ACM Trans. on Office Infor-
mation Systems, 6:173–183.

Sullivan, T., Norris, C., Peet, M., Solo-

way, E. (2000). When Kids Use the

Literaturverzeichnis 743



Web: A Naturalistic Comparison of
Children’s Navigation Behavior and
Subjective Preference on two Websi-
tes. In Proc. of Human Factors and
the Web.

Sutcliff, A. G. (2012). The Encyclope-
dia of Human-Computer Interaction,
2nd Ed., chapter Requirements Engi-
neering, S. 1006–1031. Aarhus, Den-
mark: The Interaction Design Founda-
tion.

Sutcliffe, A. G., Maiden, N. A. M., Mi-

nocha, S., Manuel, D. (1998). Sup-
porting Scenario-Based Requirements
Engineering. IEEE Trans. Software
Eng., 24(12):1072–1088.

Sutherland, I. E. (1963). Sketchpad, A
Man-Machine Graphical Communi-
cation System. In AFIPS Conference
Proceedings, volume 23, S. 629–636.

Sutherland, I. E. (1968). A head-
mounted three dimensional display. In
Proc. of Fall Joint Computer Confe-
rence, part I, AFIPS, S. 757–764.

Suzuki, H., Kato, H. (1993). Algo-
block: a tangible programming lan-
guage, a tool for collaborative lear-
ning. In Proc. of Eurologo, S. 297–
303.

Suzuki, H., Kato, H. (1995).
Interaction-level support for col-
laborative learning: AlgoBlock–an
open programming language. In
Proc. of CSCL, S. 349–355.

Swan II, J. E., Jones, A., Kolstad,

E., Livingston, M. A., Smallman,

H. S. (2007). Egocentric Depth Judg-
ments in Optical, See-Through Aug-
mented Reality. IEEE Trans. Vis.
Comput. Graph., 13:429–442.

Sy, D. (2007). Adapting Usability Inves-
tigations for Agile User-Centered De-
sign. Journal of Usability Studies, 2
(3):112–132.

Szalavari, Z., Gervautz, M. (1997).
The Personal Interaction Panel - a
Two-Handed Interface for Augmented
Reality. 16(3):335–346.

Tan, D. S., Nijholt, A. (2010). Brain-
Computer Interfaces – Applying our
Minds to Human-Computer Interacti-
on. Human-Computer Interaction Se-
ries. Springer-Verlag.

Tan, D. S., Robertson, G. G., Czerwin-

ski, M. (2001). Exploring 3D naviga-
tion: combining speed-coupled flying
with orbiting. In Proc. of ACM CHI,
S. 418–425.

Tatzgern, M., Kalkofen, D., Schmal-

stieg, D. (2010). Compact explosi-
on diagrams. In Proc. of Non-
Photorealistic Animation and Rende-
ring (NPAR), S. 17–26.

Teather, R. J., Stuerzlinger, W. (2007).
Guidelines for 3D positioning techni-
ques. In Proc. of Futureplay, S. 61–
68.

Templeton, J. F. (1994). The Focus
Group: A Strategic Guide to Organi-
zing, Conducting and Analyzing the
Focus Group Interview. McGraw-
Hill.

Teo, L., John, B. E. (2006). Compari-
sons of keystroke-level model predic-
tions to observed data. In Proc. of
CHI ’06 Extended Abstracts, S. 1421–
1426.

Teo, L., John, B. E., Blackmon, M.

H. (2012). CogTool-Explorer: a mo-
del of goal-directed user exploration
that considers information layout. In
Proc. of ACM CHI, S. 2479–2488.

Terrenghi, L., Kranz, M., Holleis, P.,

Schmidt, A. (2006). A cube to learn:
a tangible user interface for the design
of a learning appliance. Personal Ubi-
quitous Computing, 10(2-3):153–158.

Terrenghi, L., Kirk, D., Sellen, A.,

Izadi, S. (2007). Affordances for Ma-

Literaturverzeichnis 744



nipulation of Physical Versus Digi-
tal Media on Interactive Surfaces. In
Proc. of ACM CHI, S. 1157–1166.

Terrenghi, L., Kirk, D., Richter, H.,

Krämer, S., Hilliges, O., Butz,

A. (2008). Physical Handles at the In-
teractive Surface: Exploring Tangibi-
lity and Its Benefits. In Proc. of AVI,
S. 138–145.

Teschner, M., Kimmerle, S., Heidel-

berger, B. et al. (2005). Collision De-
tection for Deformable Objects. Com-
puter Graphics Forum, 24(1):61–81.

Thimbleby, H. (1990). User Interface
Design. Addison-Wesley.

Thorndyke, P. W., Hayes-Roth,

B. (1982). Differences in spatial
knowledge acquired from maps and
navigation. Cognitive Psychology,
14:560–589.

Thüring, M. (2013). Nutzererleben:
Komponenten, Phasen, Phänome-
ne. In Proc. of Workshop-Band der
Mensch & Computer, S. 113–120.

Tietjen, C., Preim, B., Hertel, I.,

Strauß, G. (2006). A Software-
Assistant for Pre-operative Planning
and Visualization of Neck Dissecti-
ons. In Proc. of Curac, S. 176–177.

Tognazzini, B. (1994). The &Ld-
quo;Starfire&Rdquo; Video Prototy-
pe Project: A Case History. In Proc.
of ACM CHI, S. 99–105.

Tominski, C., Gladisch, S., Kis-

ter, U., Dachselt, R., Schumann,

H. (2014). A Survey on Interactive
Lenses in Visualization. In EuroVis
State-of-the-Art Reports.

Troiano, G. M., Pedersen, E. W.,

Hornbæk, K. (2014). User-defined
Gestures for Elastic, Deformable Dis-
plays. In Proc. of AVI, S. 1–8.

Tullis, T., Alber, W. (2008). Measuring
the User Experience: Collecting, Ana-

lyzing, and Presenting Usability Me-
trics. Morgan Kaufmann.

Turk, M. (2014). Multimodal Interacti-
on: A Review. Pattern Recognition
Lett., 36:189–195.

Turquin, E., Wither, J., Boissieux, L.,

Cani, M.-P., Hughes, J.F. (2007). A
Sketch-Based Interface for Clothing
Virtual Characters. IEEE CGA, 27(1):
72–81.

Ulich, E. (2005). Arbeitspsychologie.
Schäffer-Poeschel Verlag; 6. Auflage.

Ullmer, B., Ishii, H. (1997). The meta-
DESK: models and prototypes for tan-
gible user interfaces. In Proc. of ACM
UIST, S. 223–232.

Ullmer, B., Ishii, H. (2000). Emerging
frameworks for tangible user interfa-
ces. IBM Syst. J., 39(3-4):915–931.

Ullmer, B., Ishii, H., Jacob, R. J.

K. (2003). Tangible Query Interfa-
ces: Physically Constrained Tokens
for Manipulating Database Queries.
In Proc. of Interact ’03, S. 279–286.

Ullmer, B., Ishii, H., Jacob, Robert J.

K. (2005). Token+constraint systems
for tangible interaction with digital
information. ACM Trans. Comput.-
Hum. Interact., 12(1):81–118.

Ullrich, D., Diefenbach, S. (2010). IN-
TUI. Exploring the Facets of Intuiti-
ve Interaction. In Proc. of Mensch
& Computer 2010, S. 251–260, Mün-
chen. Oldenbourg Verlag.

Underkoffler, J., Ishii, H. (1998). Illu-
minating light: an optical design tool
with a luminous-tangible interface. In
Proc. of ACM SIGCHI, S. 542–549.

Underkoffler, J., Ishii, H. (1999). Urp:
a luminous-tangible workbench for
urban planning and design. In Proc.
of ACM SIGCHI, S. 386–393.

Industry usability reporting

group (2001). Common industry
format for usability test reports

Literaturverzeichnis 745



(ANSI-NCITS 354-2001). NIST
Industry USability Reporting.

Usoh, M., Arthur, K., Whitton, M.

C., Bastos, R., Steed, A., Slater,

M., Brooks,Jr., F.P. (1999). Walking,
walking-in-place, flying, in virtual en-
vironments. In Proc. of ACM SIG-
GRAPH, S. 359–364.

Vaaraniemi, M., Treib, M., Wester-

mann, R. (2012). Temporally cohe-
rent real-time labeling of dynamic
scenes. In Proc. of Computing for
Geospatial Research and Applicati-
ons, S. 17:1–17:10.

Vaaraniemi, M., Freidank, M., Wes-

termann, R. (2013). Enhancing the
Visibility of Labels in 3D Navigati-
on Maps. In Proc. of Progress and
New Trends in 3D Geoinformation
Sciences, S. 23–40.

Valkov, D., Steinicke, F., Bruder, G.,

Hinrichs, K. (2010). A multi-touch
enabled human-transporter metaphor
for virtual 3D traveling. In Proc. of
IEEE 3D UI, S. 79–82.

Valkov, D., Mantler, A., Hinrichs,

K. (2013). Haptic Props: Semi-
actuated Tangible Props for Haptic In-
teraction on the Surface. In Proc. of
ACM UIST, S. 113–114.

van Beurden, M. H., Ijsselsteijn, W.

A., de Kort, Y. A. (2012). User Expe-
rience of Gesture Based Interfaces: A
Comparison with Traditional Interac-
tion Methods on Pragmatic and Hedo-
nic Qualities. In Proc. of Gesture and
Sign Language in Human-Computer
Interaction and Embodied Communi-
cation, S. 36–47.

van Dam, A. (1997). Post-WIMP User
Interfaces. CACM, 40(2):63–67.

van Dam, A., Laidlaw, D. H., Simpson,

R. S. (2002). Experiments in Immer-
sive Virtual Reality for Scientific Vi-

sualization. Computers & Graphics,
26(4):535–555.

Van der Lelie, C. (2006). The Value
of Storyboards in the Product Design
Process. Personal Ubiquitous Compu-
ting, 10(2-3):159–162.

van Lamsweerde, A. (2009). Requi-
rements Engineering: From System
Goals to UML Models to Software
Specifications. Wiley.

van Teylingen, R., Ribarsky, W., van

der Mast, C. (1997). Virtual Data Vi-
sualizer. IEEE Trans. Vis. Comput.
Graph., 3:65–74.

Vermeulen, J., Luyten, K., van den

Hoven, E., Coninx, K. (2013). Cros-
sing the Bridge over Norman’s Gulf of
Execution: Revealing Feedforward’s
True Identity. In Proc. of ACM CHI,
S. 1931–1940.

Vertegaal, R. (2003). Introduction to the
Special Issue on Attentive User Inter-
faces. CACM, 46(3):30–33.

Vertelney, L. (1989). Using Video to
Prototype User Interfaces. SIGCHI
Bulletin, 21(2):57–61.

Viega, J., Conway, M. J., Williams, G.,

Pausch, R. (1996). 3d magic lenses.
In Proc. of ACM UIST, S. 51–58.

Vinson, N. (1999). Design guidelines
for landmarks to support navigation in
virtual environments. In Proc. of ACM
CHI, S. 278–285.

Virzi, R. A. (1992). Refining the test
phase of usability evaluation: how
many subjects is enough? Human
Factors, 34(4):457–468.

Virzi, R. A., Sokolov, J. L., Karis,

D. (1996). Usability Problem Identi-
fication Using Both Low- and High-
Fidelity Prototypes. In Proc. of ACM
CHI, S. 236–243.

Vogel, D., Baudisch, P. (2007). Shift:
A Technique for Operating Pen-based

Literaturverzeichnis 746



Interfaces Using Touch. In Proc. of
ACM CHI, S. 657–666.

von Zadow, U., Daiber, F., Schö-

ning, J., Krüger, A. (2011). Geo-
Lens: Multi-User Interaction with
Rich Geographic Information. In
Proc. DEXIS Workshop at ITS, S. 16–
19.

von Zadow, U., Buron, S., Harms, T.,

Behringer, F., Sostmann, K., Dach-

selt, R. (2013). SimMed: Combining
Simulation and Interactive Tabletops
for Medical Education. In Proc. of
ACM CHI, S. 1469–1478.

von Zadow, U., Büschel, W., Lang-

ner, R., Dachselt, R. (2014). SleeD:
Using a Sleeve Display to Interact
with Touch-sensitive Display Walls.
In Proc. of ACM ITS, S. 129–138.

Vu, T., Baid, A., Gao, S. et

al. (2012). Distinguishing Users with
Capacitive Touch Communication. In
Proc. of Mobicom, S. 197–208.

Wachs, J. P., Stern, H. I., Edan, Y.,

Gillam, M., Handler, J., Feied, C.,

Smith, M. (2008). A Gesture-based
Tool for Sterile Browsing of Radio-
logy Images. Journal of the Ameri-
can Medical Informatics Association,
15(3):321–323.

Wachs, J. P., Kölsch, M., Stern, H.,

Edan, Y. (2011). Vision-based hand-
gesture applications. CACM, 54(2):
60–71.

Wachsmuth, I. (2008). Cognitive Inter-
action Technology: Humans, Robots,
and Max. In Proc. of Informatics Edu-
cation and Research for Knowledge-
Circulating Society (ICKS), S. 4–5.

Wagner, E., Piccoli, G. (2007). Moving
beyond user participation to achieve
successful is design. CACM, 50(12):
51–55.

Wagner, J., Nancel, M., Gustaf-

son, S. G., Huot, S., Mackay, W.

E. (2013). Body-centric Design Space
for Multi-surface Interaction. In Proc.
of ACM CHI, S. 1299–1308.

Wagner, P., Malisz, Z., Kopp,

S. (2014). Gesture and speech in
interaction: An overview. Speech
Communication, 57(0):209–232.

Wang, F., Ren, X. (2009). Empirical
Evaluation for Finger Input Properties
in Multi-touch Interaction. In Proc. of
ACM CHI, S. 1063–1072.

Wang, L., Zhao, Y., Mueller, K.,

Kaufman, A. E. (2005). The Ma-
gic Volume Lens: An Interactive Fo-
cus+Context Technique for Volume
Rendering. In Proc. of IEEE Visua-
lization, S. 47–54.

Wang, L., Teunissen, K., Tu, Y., Chen,

L., Zhang, P., Zhang, T., Heynde-

rickx, I. (2011). Crosstalk Evaluation
in Stereoscopic Displays. Journal of
Display Technology, 7(4):208–214.

Wang, R. Y., Popović, J. (2009). Real-
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