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KAITLYN BOWERS
Multimodality Across Classrooms
Emerald Group Publishing
Metaphor pervades discourse and may
govern how we think and act. But most
studies only discuss its verbal varieties.
This book examines metaphors drawing
on combinations of visuals, language,
gestures, sound, and music. Investigated
texts include advertising, political
cartoons, comics, ﬁlm, songs, and oral
communication. Where appropriate, the
inﬂuence of genre and cultural factors is
thematized.
Brave NUI World Routledge
"In this book, Vivek Kale makes an
important contribution to the theory and
practice of enterprise architecture ... this
book captures the breadth and depth of
information that a modern enterprise
architecture must address to eﬀectively
support an agile enterprise. This book
should have a place in every practicing
architect's library." —John D. McDowall,
Author of Complex Enterprise
Architecture Digital Transformation of
Enterprise Architecture is the ﬁrst book
to propose Enterprise Architecture (EA)
as the most important element (after
Business Models) for digital
transformation of enterprises. This book
makes digital transformation more
tangible by showing the rationale and
typical technologies associated with it,
and these technologies in turn reveal the
essence of digital transformation. This
book would be useful for analysts,

designers and developers of futureready agile application systems. This
book proposes that it is the perennial
quest for interoperability & portability,
scalability, availability, etc., that has
directed and driven the evolution of the
IT/IS industry in the past 50 years. It is
this very quest that has led to the
emergence of technologies like serviceoriented, cloud, and big data computing.
In addition to the conventional attributes
of EA like interoperability, scalability and
availability, this book identiﬁes
additional attributes of mobility,
ubiquity, security, analyticity, and
usability. This pragmatic book: Identiﬁes
three parts eﬀort for any digital
transformation: Business Models,
Enterprise Architectures and Enterprise
Processes. Describes eight attributes of
EA: interoperability, scalability,
availability, mobility, ubiquity, security,
analyticity, and usability. Explains the
corresponding technologies of serviceoriented, cloud, big data, context-aware,
Internet of Things (IoT), blockchain, soft,
and interactive computing. Briefs on
auxiliary technologies like integration,
virtualization, replication, spatiotemporal databases, embedded
systems, cryptography, data mining, and
interactive interfaces that are essential
for digital transformation of enterprise
architecture. Introduces interactive
interfaces like voice, gaze, gesture and
3D interfaces. Provides an overview of
blockchain computing, soft computing,
and customer interaction systems.
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Digital Transformation of Enterprise
Architecture proposes that to withstand
the disruptive digital storms of the
future, enterprises must bring about
digital transformation, i.e. a
transformation that aﬀects an
exponential change (ampliﬁcation or
attenuation) in any aspect of the
constituent attributes of EA. It proposes
that each of these technologies (serviceoriented, cloud, big data, context-aware,
IoT, blockchain, soft, and interactive
computing) bring about digital
transformation of the corresponding EA
attribute viz. interoperability, scalability,
availability, mobility, ubiquity, security,
analyticity, and usability.
Creating Multimodal, Cross-Device
Experiences Rosenfeld Media
Computing devices have become ever
more present in our everyday
environments, however embedding
these technologies into our routines has
remained a challenge. This book
explores the novel theory of peripheral
interaction to rectify this. This theory
examines how interactive systems can
be developed in such a way to allow
people to seamlessly interact with their
computer devices, but only focus on
them at relevant times, building on the
way in which people eﬀortlessly divide
their attention over several everyday
activities in day to day life. Capturing the
current state of the art within the ﬁeld,
this book explores the history and
foundational theories of peripheral
interaction, discusses novel interactive
styles suitable for peripheral interaction,
addresses diﬀerent application domains
which can beneﬁt from peripheral
interaction and presents visions of how
these developments can have a positive
impact on our future lives. As such, this
book’s aim is to contribute to research
and practice in ﬁelds such as human-
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computer interaction, ubiquitous
computing and Internet of Things, a view
on how interactive technology could be
redesigned to form a meaningful, yet
unobtrusive part of people’s everyday
lives. Peripheral Interaction will be highly
beneﬁcial to researchers and designers
alike in areas such as HCI, Ergonomics
and Interaction Design.
Multimodal Composition Parlor Press
LLC
Multimodality is an innovative approach
to representation, communication and
interaction which looks beyond language
to investigate the multitude of ways we
communicate: through images, sound
and music to gestures, body posture and
the use of space. The Routledge
Handbook of Multimodal Analysis,
Second Edition provides a
comprehensive research tool kit for
multimodal analysis, with thirty-four
chapters written by leading ﬁgures in the
ﬁeld on a wide range of theoretical and
methodological issues. This new edition
includes twelve new chapters on
theoretical and mathodological
developments, and multimodal research
on digitally mediated texts and
interaction. The Handbook includes
chapters on key themes within
multimodality such as technology,
culture, notions of identity, social justice
and power, and macro issues such as
literacy policy. Taking a broad look at
multimodality, the contributors engage
with how a variety of other theoretical
approaches have looked at multimodal
communication and representation,
including visual studies, anthropology,
conversation analysis, socio-cultural
theory, sociolinguistics, new literacy
studies, multimodal corpora studies,
critical discourse, semiotics and eyetracking. Detailed multimodal analysis
case studies are also included, along
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with an extensive updated glossary of
key terms, to support those new to
multimodality and to allow those already
engaged in multimodal research to
explore the fundamentals further. The
Routledge Handbook of Multimodal
Analysis is essential reading for
undergraduate and postgraduate
students as well as researchers involved
in the study of multimodal
communication. "
Calm Technology Saint Philip Street
Press
Esta enciclopedia presenta numerosas
experiencias y discernimientos de
profesionales de todo el mundo sobre
discusiones y perspectivas de la la
interacción hombre-computadoras
Advances in Usability, User Experience,
Wearable and Assistive Technology John
Wiley & Sons
As technology becomes deeply
integrated into every aspect of our lives,
we’ve begun to expect more emotionally
intelligent interactions. But smartphones
don’t know if we’re having a bad day,
and cars couldn’t care less about
compassion. Technology is developing
more IQ, but it still lacks EQ. In this book,
Pamela Pavliscak—design researcher
and advisor to Fortune 500
companies—explores new research
about emotion, new technology that
engages emotion, and new emotional
design practices. Drawing on her own
research and the latest thinking in
psychology, neuroscience, and
behavioral economics, Pamela shows
you how design can help promote
emotional well-being. You’ll learn: How
design has transformed emotion and
how tech is transforming it again New
principles for merging emotional
intelligence and design thinking How to
use a relationship model for framing
product interactions and personality
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Methods for blending well-being
interventions with design patterns How
emotional resonance can guide
designers toward ethical futures
Implications of emotionally intelligent
technology as it scales from micro- to
mega-emotional spheres
Multimodal Literacy Walter de Gruyter
Designing Across SensesA Multimodal
Approach to Product Design"O'Reilly
Media, Inc."
Encyclopedia of Human Computer
Interaction Routledge
The Handbook of Research on Teaching
Literacy Through the Communicative
and Visual Arts, Volume II brings
together state-of-the-art research and
practice on the evolving view of literacy
as encompassing not only reading,
writing, speaking, and listening, but also
the multiple ways through which
learners gain access to knowledge and
skills. It forefronts as central to literacy
education the visual, communicative,
and performative arts, and the extent to
which all of the technologies that have
vastly expanded the meanings and uses
of literacy originate and evolve through
the skills and interests of the young. A
project of the International Reading
Association, published and distributed by
Routledge/Taylor & Francis. Visit
http://www.reading.org for more
information about Internationl Reading
Associationbooks, membership, and
other services.
Faculty Development Programs and
Institutional Change O'Reilly Media
Synesthetic design strives to develop
products that systematically incorporate
all ﬁve senses. In future, the current
wealth of medical technical insights in
psychology, physiology, motor functions,
and neurology and the development of
innovative materials with astonishing
new properties will open up almost
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unlimited opportunities for the
designer’s creativity. Haverkamp brings
together for the ﬁrst time precisely those
aspects of this fundamental knowledge
that are speciﬁcally relevant for
designers. The result is a book that
oﬀers designers of all schools a clear and
well-organized practical handbook and a
solid foundation for their own designs.
Neosentience Springer Nature
Body and space refer to vital and
interrelated dimensions in the
experience of sounds and music. Sounds
have an overwhelming impact on
feelings of bodily presence and inform us
about the space we experience. Even in
situations where visual information is
artiﬁcial or blurred, such as in virtual
environments or certain genres of ﬁlm
and computer games, sounds may shape
our perceptions and lead to surprising
new experiences. This book discusses
recent developments in a range of
interdisciplinary ﬁelds, taking into
account the rapidly changing ways of
experiencing sounds and music, the
consequences for how we engage with
sonic events in daily life and the
technological advancements that oﬀer
insights into state-of-the-art methods
and future perspectives. Topics range
from the pleasures of being locked into
the beat of the music, perception–action
coupling and bodily resonance, and
aﬀordances of musical instruments, to
neural processing and cross-modal
experiences of space and pitch.
Applications of these ﬁndings are
discussed for movement soniﬁcation,
room acoustics, networked performance,
and for the spatial coordination of
movements in dance, computer gaming
and interactive artistic installations.
Learning About and Through Diﬀerent
Modalities Routledge
The fourth edition of the Handbook of
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Human Factors and Ergonomicshas been
completely revised and updated. This
includes allexisting third edition chapters
plus new chapters written to covernew
areas. These include the following
subjects: Managing low-back disorder
risk in the workplace Online interactivity
Neuroergonomics Oﬃce ergonomics
Social networking HF&E in motor vehicle
transportation User requirements Human
factors and ergonomics in aviation
Human factors in ambient intelligent
environments As with the earlier
editions, the main purpose of this
handbookis to serve the needs of the
human factors and
ergonomicsresearchers, practitioners,
and graduate students. Each chapter
hasa strong theory and scientiﬁc base,
but is heavily focused on realworld
applications. As such, a signiﬁcant
number of case studies,examples,
ﬁgures, and tables are included to aid in
theunderstanding and application of the
material covered.
Springer Nature
A student’s learning experience can be
enhanced through a multitude of
pedagogical strategies. This can be
accomplished by visually engaging
students in classroom activities. Visual
Imagery, Metadata, and Multimodal
Literacies Across the Curriculum is a
pivotal reference source that examines
the role of visual-based stimuli to create
meaningful learning in contemporary
classroom settings. Highlighting a range
of relevant topics such as writing
composition, data visualization, and
literature studies, this book is ideally
designed for educators, researchers,
professionals, and academics interested
in the application of visual imagery in
learning environments.
Virtual, Augmented and Mixed Reality IGI
Global
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This collection critically considers the
question of how learning and teaching
should be conceived, understood, and
approached in light of the changing
nature of learning scenarios and new
pedagogies in this current age of
multimodal digital texts, practices, and
communities. The book takes the
concept of digital artifacts as being
composed of multiple meaning-making
semiotic resources, such as visuals,
music, and design, as its point of
departure to explore how diverse
communities interact with these tools
and develop and explore their
understanding of digital practices in
learning contexts. The ﬁrst section of the
volume examines diﬀerent case studies
in which involved participants learn to
grapple with the introduction of digital
tools for learning in children’s early
years of schooling. The second section
extends the focus to secondary and
higher education settings as digital
learning tools grow more complex as do
students, parents, and teachers’
interactions with them and the
subsequent need for new pedagogies to
rethink these multimodal artifacts. A
ﬁnal section reﬂects on the implications
of new multimodal tools, technologies,
and pedagogies for teachers, such as on
teacher training and community building
among educators. In its in-depth look at
multimodal approaches to learning as
meaning-making in a digital world, this
book will be of interest to students and
scholars in multimodality, English
language teaching, digital
communication, and education.
Designing Natural User Interfaces
for Touch and Gesture Routledge
Communication is increasingly moving
beyond 'ways of seeing' to 'ways of
feeling'. This Open Access book provides
social design insights and implications
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for HCI research and design exploring
digitally mediated touch communication.
It oﬀers a socially orientated map to help
navigate the complex social landscape of
digitally mediated touch for
communication: from everyday touchscreens, tangibles, wearables, haptics
for virtual reality, to the tactile internet
of skin. Drawing on literature reviews,
new case-study vignettes, and
exemplars of digital touch, the book
examines the major social debates
provoked by digital touch, and
investigates social themes central to the
communicative potential and societal
consequences of digital touch: Communication environments,
capacities and practices - Norms
associations and expectations Presence, absence and connection Social imaginaries of digital touch Digital touch ethics and values The book
concludes with a discussion of the
signiﬁcance of social understanding and
methods in the context of
Interdisciplinary collaborations to
explore touch, towards the design of
digital touch communication, 'ways of
feeling', that are useable, appropriate,
ethical and socially aware. This work was
published by Saint Philip Street Press
pursuant to a Creative Commons license
permitting commercial use. All rights not
granted by the work's license are
retained by the author or authors.
Designing with Sound Peter Lang Pub
Incorporated
This collection explores the role of
individual faculty initiatives and
institutional faculty development
programs in supporting programmatic
adoption of multimodal composition
across diverse institutional contexts. The
volume speaks to the growing interest in
multimodal composition in university
classrooms as the digital media and
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technology landscape has evolved to
showcase the power and value of
employing multiple modes in educational
contexts. Drawing on case studies from
a range of institutions, the book is
divided into four parts, each addressing
the needs of diﬀerent stakeholders,
including scholars, instructors,
department chairs, curriculum designers,
administrators, and program directors:
faculty initiatives; curricular design and
pedagogies; faculty development
programs; and writing across disciplines.
Taken together, the 16 chapters make
the case for an integrated approach
bringing together insights from unique
faculty initiatives with institutional
faculty development programs in order
to eﬀectively execute, support, and
expand programmatic adoption of
multimodal composition. This book will
be of interest to scholars in multimodal
composition, rhetoric, communication
studies, education technology, media
studies, and instructional design, as well
as administrators supporting program
design and faculty development.
Peripheral Interaction Elsevier
"This book oﬀers a variety of
perspectives on multimodal user
interface design, describes a variety of
novel multimodal applications and
provides several experience reports with
experimental and industry-adopted
mobile multimodal applications"-Provided by publisher.
Human Computer Interaction
Handbook Intellect Books
Brave NUI World is the ﬁrst practical
guide for designing touch- and gesturebased user interfaces. Written by the
team from Microsoft that developed the
multi-touch, multi-user Surface®
tabletop product, it introduces the
reader to natural user interfaces (NUI). It
gives readers the necessary tools and
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information to integrate touch and
gesture practices into daily work,
presenting scenarios, problem solving,
metaphors, and techniques intended to
avoid making mistakes. This book
considers diverse user needs and
context, real world successes and
failures, and the future of NUI. It
presents thirty scenarios, giving
practitioners a multitude of
considerations for making informed
design decisions and helping to ensure
that missteps are never made again. The
book will be of value to game designers
as well as practitioners, researchers, and
students interested in learning about
user experience design, user interface
design, interaction design, software
design, human computer interaction,
human factors, information design, and
information architecture. Provides easyto-apply design guidance for the unique
challenge of creating touch- and
gesture-based user interfaces Considers
diverse user needs and context, real
world successes and failures, and a look
into the future of NUI Presents thirty
scenarios, giving practitioners a
multitude of considerations for making
informed design decisions and helping to
ensure that missteps are never made
again
Interdisciplinary Insights for Digital
Touch Communication Springer Nature
Communication is increasingly moving
beyond ‘ways of seeing’ to ‘ways of
feeling’. This Open Access book provides
social design insights and implications
for HCI research and design exploring
digitally mediated touch communication.
It oﬀers a socially orientated map to help
navigate the complex social landscape of
digitally mediated touch for
communication: from everyday touchscreens, tangibles, wearables, haptics
for virtual reality, to the tactile internet
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of skin. Drawing on literature reviews,
new case-study vignettes, and
exemplars of digital touch, the book
examines the major social debates
provoked by digital touch, and
investigates social themes central to the
communicative potential and societal
consequences of digital touch: ·
Communication environments,
capacities and practices · Norms
associations and expectations ·
Presence, absence and connection ·
Social imaginaries of digital touch ·
Digital touch ethics and values The book
concludes with a discussion of the
signiﬁcance of social understanding and
methods in the context of
Interdisciplinary collaborations to
explore touch, towards the design of
digital touch communication, ‘ways of
feeling’, that are useable, appropriate,
ethical and socially aware.
9th International Conference, VAMR
2017, Held as Part of HCI International
2017, Vancouver, BC, Canada, July 9-14,
2017, Proceedings Springer
Sound can profoundly impact how
people interact with your product. Welldesigned sounds can be exceptionally
eﬀective in conveying subtle
distinctions, emotion, urgency, and
information without adding visual clutter.
In this practical guide, Amber Case and
Aaron Day explain why sound design is
critical to the success of products,
environments, and experiences. Just as
visual designers have a set of
benchmarks and a design language to
guide their work, this book provides a
toolkit for the auditory experience,
improving collaboration for a wide
variety of stakeholders, from product
developers to composers, user
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experience designers to architects. You’ll
learn a complete process for designing,
prototyping, and testing sound. In two
parts, this guide includes: Past, present,
and upcoming advances in sound design
Principles for designing quieter products
Guidelines for intelligently adding and
removing sound in interactions When to
use voice interfaces, how to consider
personalities, and how to build a
knowledge map of queries Working with
brands to create unique and eﬀective
audio logos that will speak to your
customers Adding information using
soniﬁcation and generative audio
Multimodality in Mobile Computing and
Mobile Devices: Methods for Adaptable
Usability Routledge
&ltI>Multimodal Literacy challenges
dominant ideas around language,
learning, and representation. Using a
rich variety of examples, it shows the
range of representational and
communicational modes involved in
learning through image, animated
movement, writing, speech, gesture, or
gaze. The eﬀect of these modes on
learning is explored in diﬀerent sites
including formal learning across the
curriculum in primary, secondary, and
higher education classrooms, as well as
learning in the home. The notion of
literacy and learning as a primary
linguistic accomplishment is questioned
in favor of the multimodal character of
learning and literacy. By illustrating how
a range of modes contributes to the
shaping of knowledge and what it means
to be a learner, &ltI>Multimodal Literacy
provides a multimodal framework and
conceptual tools for a fundamental
rethinking of literacy and learning.
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