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This three-volume set LNCS 14789-14791 constitutes the thoroughly
refereed proceedings of the thematic area Human Interface and the
Management of Information, HIMI 2024, held as part of the 26th
International Conference on Human-Computer Interaction, HCI
International 2024 (HCII 2024), was held as a hybrid event in
Washington DC, USA, during June/July 2024. The total of 1271 papers
and 309 posters included in the HCII 2023 proceedings was carefully
reviewed and selected from 5108 submissions. The HIMI conference
addressed approaches and objectives of information and data design,
retrieval, presentation and visualization, management, and evaluation
in human computer interaction in a variety of application domains,
such as, for example, learning, work, decision, collaboration, medical
support, and service engineering, and much more.


