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This three-volume set of CCD 2023, constitutes the refereed
proceedings of the 25th International Conference on Cross-Cultural
Design, CCD 2023, held as Part of the 24th International Conference,
HCI International 2023, which took place in July 2023 in Copenhagen,
Denmark. The total of 1578 papers and 396 posters included in the
HCII 2023 proceedings volumes was carefully reviewed and selected
from 7472 submissions. The papers of CCD 2023, Part II address topics
related to user experience design in emerging technologies, future-
focused design, as well as culturally-informed design of automated and
intelligent systems.


