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1 Introduction.

The three-volume set LNCS 12762, 12763, and 12764 constitutes the
refereed proceedings of the Human Computer Interaction thematic area
of the 23rd International Conference on Human-Computer Interaction,
HCII 2021, which took place virtually in July 2021.The total of 1276
papers and 241 posters included in the 39 HCII 2021 proceedings
volumes was carefully reviewed and selected from 5222 submissions.
The 139 papers included in this HCI 2021 proceedings were organized
in topical sections as follows:Part I, Theory, Methods and Tools: HCI
theory, education and practice; UX evaluation methods, techniques and
tools; emotional and persuasive design; and emotions and cognition in
HCIPart II, Interaction Techniques and Novel Applications: Novel
interaction techniques; human-robot interaction; digital wellbeing; and
HCI in surgeryPart III, Design and User Experience Case Studies: Design
case studies; user experience and technology acceptance studies; and
HCI, social distancing, information, communication and work


