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The 13th International Conference on Human–Computer Interaction,
HCI International 2009, was held in San Diego, California, USA, July 19–
24, 2009, jointly with the Symposium on Human Interface (Japan) 2009,
the 8th International Conference on Engineering Psychology and
Cognitive Ergonomics, the 5th International Conference on Universal
Access in Human–Computer Interaction, the Third International
Conference on Virtual and Mixed Reality, the Third International
Conference on Internationalization, Design and Global Development,
the Third International Conference on Online Communities and Social
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Computing, the 5th International Conference on Augmented Cognition,
the Second International Conference on Digital Human Modeling, and
the First International Conference on Human Centered Design. A total
of 4,348 individuals from academia, research institutes, industry and
governmental agencies from 73 countries submitted contributions, and
1,397 papers that were judged to be of high scientific quality were
included in the program. These papers - dress the latest research and
development efforts and highlight the human aspects of the design and
use of computing systems. The papers accepted for presentation
thoroughly cover the entire field of human–computer interaction,
addressing major advances in knowledge and effective use of
computers in a variety of application areas.
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Mark J.P. Wolf's study of imaginary worlds theorizes world-building
within and across media, including literature, comics, film, radio,
television, board games, video games, the Internet, and more. Building
Imaginary Worlds departs from prior approaches to imaginary worlds
that focused mainly on narrative, medium, or genre, and instead
considers imaginary worlds as dynamic entities in and of themselves.
Wolf argues that imaginary worlds-which are often transnarrative,
transmedial, and transauthorial in nature-are compelling objects of
inquiry for Media Studies. Chapters touch on:


