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“ HCI is an emerging field in many parts of Asia 
Pacific region. It will take a while to build 
awareness of  the people about the importance 
of this field and build the HCI discipline itself. 
When people start to grasp the meaning of HCI, 
it will also take time to get this matured due 
readiness of the environment. The uniqueness 
and diversities of the Asia Pacific regions has 
influenced significantly the way HCI has grown. 
Direct application of the HCI principles taught 
in the Western countries will not always be the 
best solution to promote HCI in Asia Pacific. 
Good understanding and great empathy of 
our usersand all aspects around it significantly 
help how HCI grows its own identity in this 
region. The growth of HCI in this region is 
significantly influenced by the power of 
the local communities.”
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“ The importance of HCI is still 
increasing because it can 
fulfill human satisfaction and 
happiness with technologies. 
I am very proud of being 
a part of it.”
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“ Man is but a reed, the most feeble 
thing in nature but he is a creative 
reed. Creativity is one of the most 
essential nature of mankind, and 
computing can further enhance 
creative activities.”
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“Many accidents and disasters continuously
occur everywhere in the world, almost 
every week or every day, and thousands of 
people, full of dreams and hopes, suddenly 
lose their lives. We have some prestigious 
conferences in Asia in our research field 
this year. With our intelligence, I hope these 
events lead to the future happiness and 
well-being of people throughout the world.”
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“ More devices, 
more gadgets.”
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enables seamless 
collaboration across 
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“ Transdisciplinary research endeavours 
in HCI hold great potential to design 
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 oriented computing ptimization. ”
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information, which is becoming
more and more important in 
the era of Big Data.”
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He received his M.S. degree in Computer 
Science from KAIST and his Ph.D degree in 
Computer and Information Science from 
University of Pennsylvania.

KEYWORDS
Usability and accessibility in a multiple device 
based smart environment

“Come together, 
 work together and    
 enjoy together!”
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with s. y. lee, g. s. sukhatme, & 
g. j. kim (2005) 
Haptic Teleoperation of 
a Mobile Robot: A User 
Study
Presence 14(3): 345-365, 2005

with k. h. min, & i. k. lee (2003) 
Adaptive space 
decomposition for fast 
visualization of soft 
objects
Journal of Visualization and Computer 
Animation 14(1), 1-19, 2003

with s.h. shin, d.s. jo, c. s. 
cho, & g. j. kim (2002) 
Interaction for Large 
Display-based Data 
Visualization System
Proceedings of the HCI Conference 
2002, Korea

with n. g. kim, y. j. seo. g. j. 
kim, & w. t. woo (2002) 
Interactive Media System 
Exploiting 3D Vision and 
Photo-realistic Virtual 
Environment
Proceedings of the HCI Conference 
2002, Korea

with c. s. cho, g. j. kim, s. h. 
han, & h.c. yang (2002) 
BodyMetaphor : A 
Metaphor Inspired by 
Human Body Features 
Proceedings of the HCI Conference 
2002, Korea

with s. y. lee, g. s. sukhatme, & 
g. j. kim (2002) 
Haptic Control of a Mobile 
Robot : A User Study
Proceedings of the 2002 IEEE/
RSJ International Conference on 
Intelligent Robots and Systems(IROS), 
Lausanne, Switzerland 2002

with g. a. lee, & g. j. kim 
(2002) 
Modeling virtual object 
behavior within virtual 
environment
VRST 2002, 41-48, 2002

with j. y. chung, n. g. kim, & g. 
j. kim (2001) 
A Low Cost Real-Time 
Motion Tracking System 
for VR Application
Proceedings of the International 
Conference on Virtual Systems and 
Multimedia 2001, Berkeley, USA, 
October, 2001

with k. h. min, & i. k. lee (2001) 
Component-based 
polygonal approximation 
of soft objects
Computers & Graphics 25(2), 2001

with j. y. chung, s. m. baek, & g. 
j. kim (2001) 
Avatar Motion Adaptation 
Using Motion Prediction 
Proceedings of the HCI Conference 
2001, Korea, 2001

with n. g. kim, g. j. kim, i. k. lee, & s. 
h. lim (2000)
Multimodal Menu 
Presentation and 
Selection in Immersive 
Virtual Environments
Proceedings of VR 2000

with n. g. kim, & g. j. kim 
(2000)
Usability Testing of 
Menu Presentation and 
Selection in Virtual 
Environment
Proceedings of the HCI Conference 
2000, Korea

with k. h. min, & h. o. choi 
(1999) 
Skin Deformation for 
the Animation of Virtual 
Humans
International Journal of Virtual Reality, 
Vol. 2, 1999

(1994)
Visualization of 
Information using Digital 
Computers
Proceedings of the IISF/ACMJ 
International Symposium on 
Computers as Our Better Partners, pp. 
176-178, Tokyo, Japan, Mar., 1994

with r. ledley (1977)
Molded Picture 
Representation of Whole 
Body Organs Generated 
from CT Scan Sequences
Proceedings of the First Annual 
Symposium on Computer 
Applications in Medical Care, 
Washington, DC, pp. 363-367, Oct., 
1977

with a. rosenfeld & j. strong 
(1969)
Noise Cleaning in Digital 
Pictures
Electronics and Aerospace System 
Convention (EASCON) Record 1969, 
pp. 264-273, October, 1969

Chanmo 
Park

Professor Chan-Mo Park was the 4th 
President of POSTECH, one of the best 
S&T universities in the world under 50 
years. Prof. Park served as a Special 
Advisor on S&T to the President of ROK 
and as the 1st President of NRF of Korea 
before he assumed a Chancellor position 
with Pyongyang University of Science 
& Technology (PUST) in October, 2010. 
Prof. Park received his B.S. degree from 
Seoul National University and M.S, Ph.D. 
and Honorary Doctor’s degrees from the 
University of Maryland, College Park. 
In 1995, he was elected as a Fellow by 
the Korean Academy of Sciences and 
Technology.
Dr. Park’s experience includes professorships 
in the CS Departments at the University of 
Maryland, College Park, KAIST, Korea, The 
Catholic University of America, Washington 
D.C. and POSTECH, Korea.  He has also 
served as a president of several professional 
societies in the U.S.A and Korea including 
KSEA in U.S.A. and Korea Computer 
Graphics Society. His major research 
interests are Digital Image Processing, 
Computer Graphics, Virtual Reality, and HCI. 
Dr. Park was decorated by the Republic of 
Korea with the National Order of Camellia 
and the Blue Stripes Order of Service Merit 
in 1986 and 2005, respectively for his 
contributions on information technology 
development in Korea and collaborations 
with DPRK on S&T. Prof. Park also received 
the International Alumnus Award from the 
University of Maryland, College Park in 
2009 for providing significant leadership to 
another country’s educational, cultural, and 
economic development.  

KEYWORDS
Biomedical image processing, Visualization of 
information, HCI in virtual environment, and 
Haptic control

“ Let us try our best to make 
the first CHI Conference in 
Asia as the best and most 
memorable conference of 
its kind! ”
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kilnam chon, & et al (2013)
A history of computer 
networking and the 
Internet
IEEE Communications Magazine, 
February 2013. 

kilnam chon, et al (2009)
ISPSG: Internet Service 
Provider-Separated 
Geographic-Based 
Addressing and Routing
Future Net II, Glocom, 2009.

joonbok lee & kilnam chon 
(2009)
Network-aware Overlay 
Multicast for Large Data  
Dissemination 
IEICE Transaction on Communications 
, Vol.E92-B,No.05,pp.-,May. 2009.

yusung kim, kilnam chon & 
lisong xu (2008) 
Adjusting the Aggregate 
Throughput of Parallel 
TCP Flows without Central 
Coordination 
IEICE Transactions, May 2008.

kilnam chon (2008) 
Future Internet and The 
Other Billions - Research 
Opportunity 
Proceedings of SAINT 2008, IEEE 
Press, 2008.

kilnam chon, et al (2007)
The origin and early 
development of the 
Internet and of the netizen
in W. Shrum, et al(Editor),  Past, 
present, and future of research in the 
informtion society, Springer, Spring 
2007, pp.47~62.

yusung kim, lisong xu, & kilnam 
chon (2007)
G-tcp to govern aggregate 
throughput of parallel TCP 
flows
IEEE INFOCOM 2007 POSTER, May 
2007.

(2001) 
The Future of the Internet 
Digital Divide 
Communications of the ACM, Vol.44, 
No.3, March 2001,

(2001) 
NLM : network-based 
layered multicast 
for traffic control of 
heterogeneous network 
Computer Communications, Vol.24, 
2001.

(2000) 
Proactive web caching 
with cnmulative 
prefetching for large 
multimedia data 
Computer Networks and ISDN 
Systems, Vol.33, 2000.

(1999) 
Scalable Traffic Control 
Scheme for Interactive 
Multimedia Sessions
IEICE Transactions on 
Communications, Vol .E82-B, No.5, 
May 1999.

(1998) 
Hierarchical Session 
Management for Large 
Scale Sessions
Journal of Electrical Engineering and 
Information Science, Vol.3, No.5, 
October 1998.

(1996) 
Testing Methods for SDL 
Systems
Computer Networks and ISDN 
Systems, Vol.28, No.12, June 1996.

(1996) 
Internet Inroads
Communications of ACM, Vol.39, 
No.6,June 1996.

(1996) 
Necessity of Advanced 
Network covering Asia 
Pacific Area
BIT - Numerical Mathematics,Vol.28, 
No.12, December 1996.

Gilnam 
Jun

Dr. Chon received a Ph.D degree in 
Computer Science from UCLA and a 
BS degree in Engineering Science from 
Osaka University. He worked at Rockwell 
International as a distributed computer 
system designer in the late 60s, and at Jet 
Propulsion Laboratory as a member of the 
Technical Staff in the area of advanced 
mission control in the late 70s. He joined 
the Korea Institute of Electronics Technology 
in 1979 to work on computer systems 
development, and became a professor of 
Computer Science at the Korea Advanced 
Institute of Science and Technology 
(KAIST) in 1982. Dr. Chon has worked on 
networking systems, including the Internet, 
since the early 1980s. He founded and 
is the current chair of various regional 
Internet organizations such as Asia Pacific 
Networking Group (APNG), Asia Pacific 
Advanced Network (APAN), and Asia Pacific 
Top Level Domain Name Forum (APTLD). 
He is also the co-chair of the Coordination 
Committee of Intercontinental Research 
Networking (CCIRN). Dr. Chon developed 
the first Internet in Asia, called SDN in 1982, 
and organized the first Internet conference 
(PCCS) in 1985.
Dr. Chon is the recipient of various 
awards including Jon Postel Award in 
2011, World Technology Forum (in the area 
of communication technology) and the 
presidential awards on Internet development 
from the Korean government. Appropriately, 
he is also an avid mountain climber.

KEYWORDS
Internet, System Engineering, Human Computer 
Interaction

“HCI is an important area   
  Korea along many other 
  countries in Asia and the 
  rest of the world to focus.  
  CHI 2015 is a timely   
  event we welcome 
  to Seoul.”
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sang-su lee, jeonghun chae, 
hyunjeong kim, youn-kyung lim, 
& kun-pyo lee, (2013)
owards more natural 
digital content 
manipulation via user 
freehand gestural 
interaction in a living room
he 2013 ACM International Joint 
Conference on Pervasive and 
Ubiquitous Computing, Zurich, 
Switzerland, Switzerland, 2013.09.08 

seungwoo maeng, youn-kyung 
lim, & kun-pyo lee, (2012)
Interaction-Driven 
Design: A New Approach 
for Interactive Product 
Development
Designing Interactive Systems 
Conference 2012 (DIS 2012), 
Newcastle Upon Tyne, United 
Kingdom , United Kingdom, 2012.06.11

jung mi park, & kun-pyo lee, 
(2012) 
ENGAGING THE 
USER’S MEMORY OF 
EXPERIENCES IN DESIGN 
‘Dramatizing Product 
Experiences’
Bulletin of Japanese Society for 
Science of Design, vol.59 no.4, pp.29-
38, 2012.12

lee s.-s., kim s., jin b., choi e., 
kim b., jia x., kim d., & kun-pyo 
lee, (2010)
How users manipulate 
deformable displays as 
input devices
28th Annual CHI Conference on 
Human Factors in Computing 
Systems, CHI 2010, Atlanta, GA, 
United States, 2010.04.10

jung joo lee, & kun-pyo lee, 
(2009)
Facilitating Dynamics of 
Focus Group Interviews 
in East Asia: Evidence and 
Tools by Cross-Cultural 
Study
INTERNATIONAL JOURNAL OF 
DESIGN, vol.3 no.1, pp.17-28, 2009.04 

joon-sang baek, & kun-pyo lee 
(2008)
A Participatory design 
approach to information 
architecture design for 
children
CODESIGN-INTERNATIONAL 
JOURNAL OF COCREATION IN 
DESIGN AND THE ARTS, vol.4 no.3, 
pp.173-191, 2008.09

dong ying, & kun-pyo lee, 
(2008) 
A Cross-Cultural 
Comparative Study of 
Users Perceptions of a 
Webpage: With a Focus 
on the Cognitive Styles 
of Chinese, Koreans and 
Americans
INTERNATIONAL JOURNAL OF 
DESIGN, vol.2 no.2, pp.19-30, 2008.08

Kunpyo 
Lee

Kun-pyo Lee is Professor and Head of 
Department, Industrial Design, KAIST, S. 
Korea and Director of Human Centered 
Interaction Design Lab. He is also serving 
as President of International Association 
of Societies of Design Research. He was 
Executive Vice President and Head of 
Corporate Design Center of LG Electronics. 
His research interests include User 
Experience Design, User-Centered Design 
Methods, and Empowering Design.

KEYWORDS
user experience design, user centered design 
methods, cultural design, participatory design

“Without the curiosity of ‘Why?’   
  man can never be creative. 
 ‘Why’ breaks anything taken 
  for granted and is always 
  starting point at a ‘journey 
  of creativity’.”
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tao luo, younghwan pan, & 
jihong jeung, (2011)
A Taxonomy of 
Communication from 
Design Perspective
International Journal of Energy, 
Information and Communications, 
Vol. 2, Issue 2, May 2011

ying-wei toh, ji-hong jeung, & 
young-hwan pan, (2010)
A combined user research 
process for designing 
mobile AR guide in cultural 
heritage
Mixed and Augmented Reality 
(ISMAR-AMH), 2010

ying-wei toh, dong kyun kang, 
jihong jeung, & young hwan 
pan, (2009) 
Green-i: an interactive 
reusable brochure paper 
for eco-touring
SIGGRAPH ASIA 2009,

yongsoon choi, juyong kim, 
peter pan, & jihong jeung, 
(2008)
The considerable 
elements of the emotion 
expression using lights in 
apparel types
Mobility 2007, Pages 662-666

yongsoon choi, younghwan 
pan, & jihong jeung, (2007)
A study on the emotion 
expression using lights in 
apparel types
MobileHCI ‘2007, Pages 478-482

s ha, h jung, & y oh, (2006)
Method to analyze 
user behavior in home 
environment
Journal of Personal and Ubiquitous 
Computing archive Volume 10 Issue 
2-3, April 2006, Pages 110-121

Jihong 
Jeung 

Jihong Jeung is Professor of UX Track at 
SADI (Samsung art and design Institute). 
He was a Vice President of UX design at 
Samsung Electronics in Mobile Division in 
service application and wearable device. He 
was professor at Interaction Design Lab in 
Techno Design School, Kookmin University 
and president of HCI society of Korea. He 
was a visiting professor in Sun-yat San Univ. 
and guest professor GAFA, in China.

KEYWORDS
HCI, UX design, interaction design, Mobile UX, 
Accessibility, Wearable, Health

“ Is it not pleasant to learn with 
a constant perseverance and 
application? Is it not delightful 
to have friends coming from 
distant quarters? Is he not a 
man of complete virtue, who 
feels no discomposure though 
men may take no note of him?”
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silpasuwanchai, c. & ren, x. 
(2015)
Designing Concurrent 
Full-Body Gestures for 
Intense Gameplay.
To appear in International Journal of 
Human Computer Studies (IJHCS). 

dim, nk &  ren, x. (2014)
Designing Motion Gesture 
Interfaces in Mobile 
Phones for Blind People, 
Journal of Computer 
Science and Technology
Vol.29, No.5, pp. 812-824, Springer.

kim, k. & ren, x. (2014)
Assisting Visually 
Impaired People to 
Acquire Targets on a Large 
Wall-Mounted Displays, 
Journal of Computer 
Science and Technology
Vol.29, No.5, pp. 825-836, Springer.

zhao, j., soukoreff, r.w., ren, 
x. & balakrishnana, r. (2014) 
A Model of Scrolling on 
Touch-Sensitive Displays,  
International Journal of 
Human-Computer Studies
Vol.72, No.12, pp. 805-821.

u, h., ren, x., tian, f., & wang, 
f. (2014)
Evaluation of Flick and 
Ring Scrolling on Touch-
based Smart Phones, 
International Journal 
of Human-Computer 
Interaction
Vol.30, No.8, pp. 643-653.Taylor & 
Francis.

tu, h. & ren, x. (2013)
Optimal Entry Size of 
Handwritten Chinese 
Characters in Touch-
based Mobile Phones, 
International Journal 
of Human-Computer 
Interaction
Vol. 29, No.1, pp. 1-12, Taylor & Francis.

sun, m., ren, x., zhai, s. & wang, 
f. (2013)
The Impact of Candidate 
Display Styles for 
Japanese and Chinese 
Characters on Input 
Efficiency, International 
Journal of Human-
Computer Studies
Vol.71, No.3, pp. 236-249, Elsevier Ltd..

tu, h., ren, x. & zhai, s. (2012)
A Comparative Evaluation 
of Finger and Pen Stroke 
Gestures
Proceedings of the ACM Conference 
on Human Factors in Computing 
Systems (CHI 2012, 5- 10 May 2012, 
Austin, Texas), ACM Press (ISTP, ACM), 
pp. 1287-1296.

xin, y., bi, x. & ren, x. (2011)
Acquiring and Pointing: 
An Empirical Study of Pen 
Tilt-Based Interaction
Proceedings of the ACM Conference 
on Human Factors in Computing 
Systems (CHI 2011, 7- 12 May 2011, 
Vancouver, Canada), ACM Press, pp. 
849-858.

wang, f. & ren, x. (2009)
Empirical Evaluation for 
Finger Input Properties in 
Multi-touch Interaction
Proceedings of the ACM Conference 
on Human Factors in Computing 
Systems (CHI 2009, 4- 9 April 2009, 
Boston, USA), ACM Press, pp. 1063-
1072.

zhang, x., ren, x., & zha, h. 
(2008)
Improving Eye Cursor’s 
Stability for Eye Pointing 
Tasks
Proceedings of the ACM Conference 
on Human Factors in Computing 
Systems (CHI 2008, 5- 10 April 2008, 
Florence, Italy), ACM Press, pp.525-
534.

ren, x., yin, j., zhao, s., & li, y. 
(2007)
The Adaptive Hybrid 
Cursor: A Pressure-
based Target Selection 
Technique for Pen-based 
User Interfaces
Proceedings of the eleventh IFIP TC13 
International Conference on Human-
Computer Interaction (INTERACT 
2007, September 10-14, 2007, Rio De 
Janeiro, Brazil), pp.310-323.

ren, x., kong, j. & jiang, q. 
(2005)
SH-Model: A model based 
on both system and human 
effects for pointing task 
evaluation
IPSJ Journal, Vol.46, No.5, pp.1343-
1353.

zhai, s., kong, j. & ren, x. 
(2004)
Speed-accuracy tradeoff 
in Fitts’ law tasks - on the 
equivalency of actual and 
nominal pointing precision
International Journal of Human-
Computer Studies, Vol.61, No.6, 
Elsevier Ltd., pp.823-856.

ren, x. & moriya, s. (2000)
Improving selection 
performance on pen-
based systems: A study of 
pen-based interaction for 
selection tasks
ACM Transactions on Computer 
Human Interaction (TOCHI), Vol.7, 
No.3, pp.384-416.

Xiangshi 
Ren 

Xiangshi REN is Professor in the School 
of Information, Director of the Center 
for Human-Engaged Computing at Kochi 
University of Technology in Japan.  He is 
founding president of the International 
Chinese Association of Computer Human 
Interaction (ICACHI).  He has been a 
visiting faculty researcher at IBM Research 
(Almaden), visiting professor at the 
University of Toronto, and visiting/guest/
chair professor at various universities in 
China.  He is a Senior Member of the ACM 
and a Senior Member of the IEEE.
Prof. Ren has been working on fundamental 
studies in the field of human-computer 
Interaction (HCI) for over twenty years.  
Prof. Ren’s works have been recognized 
in HCI flagship venues and journals.  He 
has received 30 grants (25 as principal 
investigator) from various institutions and 19 
awards for various achievements. 
Prof. Ren has presented talks at various 
institutions and international conferences.  
He often serves as a reviewer, associate 
editor, guest editor, program chair or 
program committee member.  Ten Ph.D. 
students have obtained their Ph.D. degrees 
under Prof. Ren’s direction.  His work, 
position, skills and affiliations form a 
significant nexus between West and East.

KEYWORDS
HCI, user interface design, interaction 
design, mobile computing, accessibility, 
human performance models, pen/eye/haptic/
gesture/game/multi-touch interaction, human 
engagement, human-engaged computing (HEC).

“ Over the past 30 years, Human-Computer 
Interaction (HCI) has had a prominent impact 
on research and industry.  However, in existing 
HCI paradigms, humans and computers remain 
loosely integrated and only partly synergized.  Our 
world also is faced with many problems, and many 
experts even wonder whether or not humanity 
can survive.  What can the HCI community do?  
We need the high efficiency of fully synergized 
interaction to help solve our world’s complex 
problems.  One of the new directions we proposed 
is “Human-Engaged Computing” (HEC) as a new 
lens through which to view HCI.  HEC addresses 
the need to more fully understand humans so as 
to achieve greater synergism between humans 
and technologies for higher efficiency.  To achieve 
such powerful synergy, we assert that human 
engagement is central and critical and remains 
undeveloped to date.  ”
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xiaojun bi, tom ouyang, & shumin 
zhai, (2014)
Both complete and 
correct?Multi-objective 
optimization of 
touchscreen keyboard
ACM SIGCHI 2014: 2297-2306

shumin zhai, & per ola 
kristensson (2012)
The word-gesture 
keyboard: reimagining 
keyboard interaction.
Commun. ACM 55(9): 91-101 

shumin zhai, per ola 
kristensson, caroline appert, 
tue haste andersen, & xiang 
cao. (2012)
Foundational Issues in 
Touch-Surface Stroke 
Gesture Design - An 
Integrative Review.
Foundations and Trends in Human-
Computer Interaction 5(2): 97-205

th andersen, & shumin zhai 
(2010) 
“Writing with music”: 
Exploring the use of 
auditory feedback in 
gesture interfaces
ACM Transactions on Applied 
Perception (TAP) 7 (3), 1-24

p qvarfordt, & shumin zhai 
(2005)
Conversing with the 
user based on eye-gaze 
patterns
Proceedings of the SIGCHI 2005, 221-
230.

po kristensson, & shumin zhai 
(2004)
SHARK 2: a large 
vocabulary shorthand 
writing system for pen-
based computers
Proceedings of the 17th annual 
ACM symposium on User interface 
software and Technology, 43-52

shumin zhai, & per ola 
kristensson (2003) 
Shorthand writing on 
stylus keyboard.
Proceedings of the ACM SIGCHI 
2003: 97-104

pa albinsson, & shumin zhai 
(2003) 
High precision touch 
screen interaction
Proceedings of the SIGCHI 2003, 105-
112.

j accot, & shumin zhai (2002) 
More than dotting the i’s--
-foundations for crossing-
based interfaces
Proceedings of the SIGCHI 2002, 73-
80.

shumin zhai, m hunter, & ba 
smith (2002) 
Performance optimization 
of virtual keyboards
Human–Computer Interaction 17 (2-
3), 229-269.

shumin zhai, m hunter, & ba 
smith (2000)
The Metropolis keyboard-
an exploration of 
quantitative techniques 
for virtual keyboard design 
Proceedings of the 13th annual ACM 
symposium on User interface software 
and Technology, 119-128

shumin zhai, c morimoto, & s 
ihde, (1999)
Manual and gaze input 
cascaded (MAGIC) 
pointing
Proceedings of the SIGCHI 1999, 246-
253.

a leganchuk, shumin zhai, & w 
buxton (1998)
Manual and cognitive 
benefits of two-handed 
input: an experimental 
study
ACM Transactions on Computer-
Human Interaction (TOCHI) 5 (4), 326-
359.

j accot, & shumin zhai, (1997)
Beyond Fitts’ law: models 
for trajectory-based HCI 
tasks
Proceedings of the ACM SIGCHI 1997, 
295-302

shumin zhai, w buxton, & p 
milgram (1994)
The “Silk Cursor”: 
investigating transparency 
for 3D target acquisition
Proceedings of the SIGCHI 1994, 459-
464.

Shumin 
Zhai 

Shumin Zhai is a Senior Staff Research 
Scientist at Google. He is interested in 
fundamental and practical aspects of 
human-computer interaction, particularly 
user interface design and development 
informed by scientific and technology 
insight. From 1996 to 2010 he was a 
Research Staff Member at the IBM Almaden 
Research Center where he led product 
innovations and foundational user interface 
research.  There, he originated and led the 
SHARK/ShapeWriter project that pioneered 
the touchscreen word-gesture keyboard 
paradigm, filing the first patents of this 
paradigm, publishing the first generation of 
scientific papers and dissertations (by his 
former Ph.D. student Per Ola Kristensson) of 
the area, publicly releasing the first word-
gesture keyboard in 2004 through IBM 
Alphaworks, and a top ranked (6th) iPhone 
app called ShapeWriter WritingPad. With his 
team and colleagues at Google he continues 
to lead the state of the art of smart mobile 
keyboards today. His publications have 
won the ACM UIST Lasting Impact Award 
and a IEEE Computer Society Best Paper 
Award. He regularly serves on academic 
boards and committees and is currently 
the Editor-in-Chief of ACM Transactions on 
Computer-Human Interaction. He has been 
a visiting professor and lectured at various 
universities in the US, Europe and China. 
Among the first after the Cultural Revolution 
to pass the competitive national entrance 
examination in 1977, he entered the Chinese 
university system and started his academic 
and research career in China after receiving 
his master’s degree in 1984. He left China 
in 1989 and earned his Ph.D. degree at the 
University of Toronto in 1995.  In 2006, he 
was named one of ACM’s inaugural class 
of Distinguished Scientists. In 2010 he was 
named ACM Fellow and Member of the CHI 
Academy. He is an adviser and founding 
honorary chair of the International Chinese 
Association of Computer-Human Interaction. 

KEYWORDS
Interaction Methods, Text Input, Human 
performance modelling, User Interface 
Technologies

“ Science, Innovation, 
Impact - how fortunate 
we are to be in a field 
full of opportunities to 
do them all.”
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In the Proceedings of ACM 
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system for tracking and 
monitoring of functional 
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“ Human-Computer Interaction (HCI) research 
has been developed in Asia Pacific for a 
long time. The diversity and uniqueness 
approaches of HCI research in Asia Pacific 
are across computing, engineering, social 
science and design areas.  The fruitful 
outcomes can be found in various journals 
and conference proceedings.  Regardless 
the boundaries among cultures, languages, 
disciplines and regions, CHI2015, first time 
in Asia, not only gathers HCI experts across 
the world to closely interact with Asian 
researchers but also provides opportunities 
for Asian HCI researchers working together.  
I hope CHI2015 attendees enjoy the versatile 
research topics presented in the conference 
and  ‘crossing’. ”


