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1 INTRODUCTION

In 2023, our research delved into various themes within human-computer interaction (HCI). The exploration of
emerging technologies in HCI is still a central focus, investigating the profound impact of technology on user
experiences. In this process, we developed design considerations for novel technologies [9, 10]. Additionally, our papers
undertook user studies, evaluating the effectiveness of these technologies from diverse perspectives and within extreme

environments such as space habitats [14, 15].

1.1 Broader Implications of Technological Interventions on Society

Furthermore, our research offered insights into the broader implications of technological interventions on society,
emphasising the responsibility of designers to consider not only usability but also the broader social consequences of
their creations [1, 2]. In a larger study, we examined social reference cues’ role in reducing misinformation sharing on
social media through experimental studies [2]. In another smaller study, we assessed the impact of "Green Apps" on

community engagement for sustainable HCI, emphasising technology’s potential to foster environmental awareness [4].

1.2 Spatial exploration and gamification

Spatial exploration and gamification emerged as another thematic area within our research, as our SNF project supports
this area. We explored how spatial design and gamified elements contribute to user engagement and overall experience

in HCI [5]. This focus highlighted the potential for innovative approaches to enhance user interactions in virtual spaces.

1.3 Accessibility in Virtual Reality

Lastly, our papers addressed the theme of accessibility in virtual reality (VR) [3, 7, 11]. Recognising the importance of
ensuring technology is accessible to all, we provided recommendations for designing inclusive interfaces and promot-
ing diversity within the HCI research community. Lessons from Second Life inform accessibility considerations [3],
while inclusive design for children with ADHD [8]. Additional studies focus on emotion regulation in VR and fos-
tering intergenerational connectedness through smart toy bricks [6], collectively emphasising inclusivity in virtual
environments [12, 13].

In summary, our 2003 research papers contribute to the overarching themes of emerging technologies in HCI,
human-computer interaction and social impact, spatial exploration and gamification, accessibility and inclusivity in VR.
Collectively, these themes underscore the need for a comprehensive understanding of technology’s impact on human

experiences and the necessity of considering diverse perspectives in the design and development of interactive systems.
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