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1 Introduction.

The seven-volume set CCIS 2114-2120 contains the extended
abstracts of the posters presented during the 26th International
Conference on Human-Computer Interaction, HCII 2024, held in
Washington, DC, USA, during June 29–July 4, 2024. The total of 1271
papers and 309 posters included in the HCII 2024 proceedings were
carefully reviewed and selected from 5108 submissions. The posters
presented in these seven volumes are organized in the following topical
sections: Part I: HCI Design Theories, Methods, Tools and Case Studies;
User Experience Evaluation Methods and Case Studies; Emotions in HCI;
Human Robot Interaction. Part II: Inclusive Designs and Applications;
Aging and Technology. Part III: eXtended Reality and the Metaverse;
Interacting with Cultural Heritage, Art and Creativity. Part IV: HCI in
Learning and Education; HCI in Games. Part V: HCI in Business and
Marketing; HCI in Mobility and Automated Driving; HCI in
Psychotherapy and Mental Health. Part VI: Interacting with the Web,
Social Media and Digital Services; Interaction in the Museum; HCI in
Healthcare. Part VII: AI Algorithms and Tools in HCI; Interacting with
Large Language Models and Generative AI; Interacting in Intelligent
Environments; HCI in Complex Industrial Environments. .


