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ware engineering and applications development. Constantine has keynoted numerous
major international conferences and has taught in 20 countries around the world. He
is a prolific writer and a widely read columnist. Among his publications in both the
computer sciences and human sciences are over 150 articles and papers (see bibliogra-
phy) plus 17 books, including the award-winning Software for Use (Addison-Wesley,
1999), written with Lucy Lockwood; The Peopleware Papers (Prentice Hall, 2001);
and the software engineering classic, Structured Design (Prentice Hall, 1979), written
with Ed Yourdon. His books and papers have been translated into Chinese, Danish,
Dutch, German, Italian, Japanese, Portuguese, Russian, and Spanish. Constantine is
a professor in the Department of Mathematics and Engineering at the University of
Madeira, Funchal (Portugal) where he is also Director of LabUSE: the Laboratory for
Usage-centered Software Engineering. He also served on the faculty of the University
of Technology, Sydney (Australia), where he was Professor of Information Technol-
ogy. He is a graduate of the Massachusetts Institute of Technology, Sloan School of
Management.

Joélle Coutaz has been professor at UJF since 1973 and the founder (in 1990) and
head of the HCI research group (Ingénierie de 1’ Interaction Homme-Machine) at Lab-
oratoire d’Informaitque de Grenoble. In April 2007, she was elected to the SIGCHI
Academy for “leadership in the profession in Computer Human Interaction.” In June
2007, she received the Honorary Degree of Doctor of Science from the University of
Glasgow.

Adrien Coyette recently earned his Ph.D. in HCI at Université catholique de Louvain.
His thesis work won him the Brian Schackel 2007 award for the most outstanding
contribution with international impact in HCI. He is currently a member of the research
staff at UCL Unité de systemes d’information in Louvain School of Management.

Bertrand David is a Full Professor of Computer Science at the Ecole Centrale de
Lyon (ECL) in Lyon working in the area of human-computer interaction, cooperative
systems and wearable computer use in pervasive environments. He was cofounder and
director for 8 years of a multidisciplinary research lab ICTT, working on cooperative
systems design and evaluation. He is coeditor in chief of RIHM: Francophone Journal
of Human-Machine Interaction.

Alexander Deichman is a graduate student with the Human-Centered Software Engi-
neering Group, including the Usability and Empirical Studies Lab, in the Department
of Computer Science and Software Engineering at Concordia University. He holds a
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Bachelor of Engineering (Computer) from Concordia University, and is now pursuing
his studies in Human-Computer Interaction. His research interests lie in designing
novel tools that can support the UI design process. He is currently working on a
tool called P2P Mapper, which helps designers in building pattern-oriented designs
based on user specifications. Alex has been involved in a number of usability projects,
mostly for web-based and biomedical applications.

Michel C. Desmarais has been an associate professor of Computer Engineering at
Ecole Polytechnique de Montréal, Canada, since 2002. He was the head of the HCI
group at the Computer Research Institute of Montreal from 1990 to 1998, and was
manager of software engineering teams in a private software company for 4 years
afterwards. Besides user-centered engineering, his research interests are in artificial
Intelligence and user modeling. http://www.professeurs.polymtl.ca/
michel.desmarais/desmarais_michel c.html

Mohammad El-Ramly completed his Ph.D. studies at Alberta University (Canada).
He is a lecturer in Computer Science at the University of Leicester (UK). His research
activities include software systems evolution, maintenance, reverse engineering, and
reengineering. He is also investigating the applications of data mining to software
data.

Daniel Engleberg earned a master’s degree in cognitive sciences from the Univer-
sity of Michigan and bachelor of science from McGill University. He is a senior user
experiences and usability professional with Nuange Technogies, a Montreal-based IT
company. Daniel is active with the Usability Professional Association and has orga-
nized several workshops on HCI and Software Engineering Integration.

Houcine Ezzedine is a maitre de Conférences at the Université de Valenciennes. He
earned his Ph.D. in 1985 and his “Habilitation” in 2002 from the Université de Valenci-
ennes et du Hainaut-Cambrésis. He is the author of over 60 scientific publications and
an active member of the Laboratoire d’automatique de Mécanique et d’Informatique
industrielles et Humaines et au sein du groupe de recherche RAIHM : Raisonnement
Automatique et Interaction Homme-Machine.

Jean-Marie Favre is a Software Explorer and a Language Archaeologist practicing
XFOR. He serves as an Assistant Professor at UJF. His research work aims at (1) un-
derstanding phenomenon that arises during the long-term evolution of very large scale
software products, and (2) to improve software engineering techniques accordingly.

James Helms currently serves as a Software Engineer focused on usability and Ul
development for Digital Receiver Technology, Inc. Before that, he was responsible for
ensuring that Harmonia, Inc. maintained a rigorous usability engineering ethic. He is
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the Chair of the OASIS UIML standardization committee and served on the original
LiquidUI®) product development team. His research background includes the devel-
opment of a new usability engineering process model (the Wheel), in-depth analy-
sis of usability issues associated with deploying training documents and interfaces to
PDAs, and the field evaluation of a distributed, multiuser virtual science laboratory.
Mr. Helms received his master’s degree in Computer Science and Applications from
Virginia Tech in 2001.

Fei Huang is an M.Sc.; student majoring in usability engineering. She also has exper-
tise in databases and in accessibility engineering. Fei is a member of the USERLab of
the Computer Science Department, University of Saskatchewan.

Ebba Thora Hvannberg is a professor of computer science. She has a B.S. in com-
puter science from the University of Iceland, and an M.S. and a Ph.D. from Rensselaer
Polytechnic Institute, New York. Her research interests include human-computer in-
teraction and software engineering.

Homa Javahery is a researcher and project manager with the Human-Centered Soft-
ware Engineering Group, including the Usability and Empirical Studies Lab, in the
Department of Computer Science and Software Engineering at Concordia University.
She holds a Ph.D. in Computer Science (Human-Computer Interaction) from Concor-
dia University, and a Bachelor of Science degree from McGill University. She is com-
bining different design approaches from human sciences and engineering disciplines
to develop novel design frameworks which effectively address the user’s needs and ex-
periences. She has managed a number of large-scale usability studies and participated
in collaborative projects at the INRIA Research Institute in France and the Daimler-
Chrysler Research Institute in Germany. Her main areas of expertise are biomedical
applications and multiple user interfaces.

Christophe Kolski has been a professor in computer science at the Université de Va-
lenciennes et du Hainaut-Cambrésis since 1995. He earned his Ph.D. in 1989 and his
“habilitation” in 1995. He is the author of over 200 publications and a member of the
Laboratoire d’automatique de Mécanique et d’Informatique industrielles et Humaines
et au sein du groupe de recherche RAIHM : Raisonnement Automatique et Interaction
Homme-Machine.

Quentin Limbourg earned a Ph.D. in Management Sciences from the Management
School (IAG) of the University of Louvain (UCL). His dissertation topic was ‘“Multi-
path Development of User Interfaces.” Currently he is an IT consultant at the R&D
unit of SmalS-MvM, a Scientific collaborator at the Management School (IAG) of the
University of Louvain (UCL), as well as a temporary invited lecturer (only for 2005-
2006) at the Computer Science Department of the Université Libre de Bruxelles. His
is investigating the application of software engineering to user interface development
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including Model-Driven Architecture, Conceptual modeling and Languages for user
interface specification (e.g., UsiXML).

Martha J. Lindeman is president of Agile Interactions, Inc. in Columbus, Ohio. She
has over 20 years of experience in the design and evaluation of how people process
information in interactions with other people and technology.

Kris Luyten is working in the area of Human-Computer Interaction, focusing on ad-
vanced techniques and technologies that support the design, development, and deploy-
ment of traditional and non traditional user interfaces. These include context-sensitive,
collaborative, and embedded/ubiquitous user interfaces. He is Assistant Professor at
Hasselt University in Belgium and Adjunct group-leader HCI research group, Ex-
pertise Centre for Digital Media. He has authored and coauthored over 80 scientific
papers and has participated in 25 conference and workshops program committees.

Atif M. Memon is an Associate Professor in the Department of Computer Science,
University of Maryland. He received his B.S. in Computer Science in 1991 from the
University of Karachi, his M.S. in Computer Science in 1995 from the King Fahd
University of Petroleum and Minerals, and his Ph.D. in Computer Science from the
University of Pittsburgh. He was awarded a Gold Medal during his undergraduate ed-
ucation, and received fellowships from the Andrew Mellon Foundation for his Ph.D.
research. His research interests include program testing, software engineering, arti-
ficial intelligence, plan generation, reverse engineering, and program structures. He
is a member of the ACM and the IEEE Computer Society and serves on the editorial
boards of the Journal of Software Testing, Verification, and Reliability, The Open Soft-
ware Engineering Journal, and the Canadian Journal of Pure and Applied Sciences.
He has served on numerous National Science Foundation panels. He is currently serv-
ing on a National Academy of Sciences panel as an expert in the area of Computer
Science and Information Technology, for the Pakistan-U.S. Science and Technology
Cooperative Program, sponsored by the United States Agency for International Devel-
opment (USAID).

David Navarre is a Lecturer in Computer Science Human Computer Interaction and
Software Engineering at the University Toulouse 1. The main area of his research
activities is defining methods and techniques dedicated to real-time safety critical in-
teractive systems.

Nuno J. Nunes is an Associate Professor in the Mathematics and Engineering Depart-
ment of the University of Madeira where he lectures in the fields of software engi-
neering, programming languages and human-computer interaction. He holds a degree
in Software and Computer Engineering (LEIC) from the Instituto Superior Tecnico
(1994) of the Technical University of Lisbon, an MPhil in Software Engineering from
the University of Madeira (1997), and a Ph.D. (Doctor of Engineering Degree in Sys-
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tems and Computer Science) in Software Engineering from the University of Madeira
(2001). In 1993 and 1994 he worked at INESC in the areas of telematic systems
and services and advanced computer architecture.Since 1995 he shifted his research
interests to software engineering and human-computer interaction. He was involved
in the organization of several international conferences (IUI/CADUI2004, UML2004
and CAISE2005) and workshops (Wisdom99, Tupis00, DSV-IS2003). He is also the
leading author of the Wisdom (Whitewater Interactive System Development with Ob-
ject Models) lightweight software engineering method, a UML method specifically
tailored for small software developing companies. Currently his research interests in-
clude User-centered Development, User Interface Design, Object-Oriented Methods,
Agile Software Development, and Organizational Engineering. He is a member of the
ACM, SIGCHI, SIGSOFT, and the IEEE Computer Society.

Philippe Palanque is full professor of computer science, University of Toulouse III
(France). He is the Head of Master 2 Professional in HCI at Toulouse University.
His interests cover a broad range of topics at the intersection of HCI and software
engineering including critical safety systems.

Tamer Rafla holds a master’s degree in software engineering from Ecole Polytech-
nique de Montréal with his research nominated for the Best Thesis Award. His re-
search interests include HCI, requirements engineering, software architecture and soft-
ware process. He is currently working as a business consultant for a leading provider
of SAP consulting services. He is a member of the Usability Professionals Associa-
tion, the Worldwide Institute of Software Architects, and the Québec Order of Engi-
neers.

Pierre-N. Robillard is a full professor of software engineering at Ecole Polytechnique
de Montréal. He leads the Software Engineering Research Laboratory whose research
interests include software process, software cognition, software quality assurance and
software applications to bio-informatics. He contributed to over 120 research papers,
conference proceedings and three books on software engineering related topics. The
latest book is Software Engineering Process with the UPEDU, Addison-Wesley, 2003.
He is a licensed professional engineer in the province of Quebec and in Canada, and a
member of the IEEE, ACM, EACE, and CIPS.

Kinan Samaan received his master’s degree in “computer science for the society ser-
vice.” In 2002 he was awarded a Ph.D. in the area of adaptation of human-computer
interface and software engineering from the Ecole Centrale de Lyon (France). He
is currently the executive manager of Mamoun International Corporation—Aleppo
branch, an international institute of higher education.

Robbie Schaefer received his doctoral degree at Paderborn University in 2007, where
he has been working as a research assistant since 2001. There, he worked on sev-
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eral European projects with a focus on the challenges of user interface development
for ambient intelligence. During this time he has authored about 30 publications in
this field. His dissertation is titled "Model-Based Development of Multimodal and
Multi-Device User Interfaces in Context-Aware Environments.” He is active in the
standardization of the User Interface Markup Language and a member of the OASIS
UIML technical committee. Currently he works for Mettenmeier, a company which
focuses on geographical information systems and asset management for gas, water,
and electricity suppliers.

Kevin Schneider is Professor, Director of the Software Engineering Lab and Depart-
ment Head of the Computer Science Department, University of Saskatchewan. His
research investigates models, notations, and techniques to support collaborative soft-
ware evolution. He is an elected member of the IFIP working group 2.7/13.4 on user
interface engineering and the Prairie representative for the Canadian Association of
Computer Science.

Ahmed Seffah is currently professor of Information and Software Technology at
Ecole Hoteliere Lausanne. He was previously an associate professor in the Depart-
ment of Computer Science and Software Engineering. From 2000 to 2008 he has
been the Concordia research chair on human-centered software engineering, a term he
coined. His research interests are at the intersection of human-computer interaction,
psychology, and software engineering, with an emphasis on usability and quality in
use metrics and measurement, human experiences modeling as well as patterns as a
vehicle for capturing and incorporating empirically valid best human-centric users and
developers’ experiences into software engineering processes. He is the cofounder of
the Usability and Empirical Studies Lab which provides an advanced facility to sup-
port research and development in the field of human-centered software. Dr. Seffah
is the vice chair of the IFIP working group on user-centered systems design method-
ologies and the cochair of the first working conference on Human-Centered Software
Engineering.

Jean-Sébastien Sottet is doing a Ph.D. in Computer Science under the supervision
of Gaélle Calvary and Jean-Marie Favre. He is exploring Model Driven Engineering
for plastic User Interfaces (UIs), i.e., Uls capable of adapting to their context of use
(“User, Platform, Environment”) while preserving usability.

Eleni Stroulia is an associate professor, Department of Computer Science (University
of Alberta, Canada). Her recent research focuses on two major themes: (a) soft-
ware understanding and reengineering and (b) reflective agent-based architectures for
service-oriented Web-based applications.

Mohamed Taleb is a Ph.D. candiate at Concordia University and Ecole de Technolo-
gie Superieure de Montreal. He has more than 15 years’ experience as a senior soft-
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ware engineer and HCI expert. His main interests include pattern driven, model based
and architecture-centric development approaches for interactive systems engineering.

Jean-Claude Tarby is a maitre de Conférences at the Université des Sciences et
Technologies de Lille. He earned his Ph.D. in computer science at the Université
de Toulouse. He is a member of Equipe NOCE at Laboratoire TRIGONE.

Franck Tarpin-Bernard is an Assistant Professor of Computer Science at the Na-
tional Institute of Applied Sciences (INSA) in Lyon working in the area of human-
computer interaction adaptation. He completed his Ph.D. in 1997 in the area of com-
puter supported-collaborative work and software engineering. In 2000, he cofounded
Scientific Brain Training, the current world-leader company of cognitive training soft-
ware.

Jon Titus is a Database Analyst for the Potash Corporation and a member of the
USERLab of the Computer Science Department, University of Saskatchewan.

Jean Vanderdonckt is a Full Professor in Computer Science at Université
catholique de Louvain (Belgium), Louvain School of Management (IAG-LSM)
where he leads the Belgian Laboratory of Computer-Human Interaction (BCHI,
http://www.isys.ucl.ac.be/bchi). This laboratory is conducting research, development,
and consulting services in the domain of user interface engineering, a domain that
is located midway between software engineering, human-computer interaction, and
usability engineering. Jean Vanderdonckt is the founder and the coordinator of
the UsiXML Consortium (www.usixml.org) that structures activities towards the
definition and the usage of UsiXML (User Interface eXtensible Markup Language)
as a common User Interface Description Language. He is the coordinator of HCI
activities within the Similar network of excellence (www.similar.cc, The European
research taskforce creating human-machine interfaces SIMILAR to human-human
communication). He is also a member of the European COST n°294 Action MAUSE
(www.cost294.org) on usability engineering. He is a senior member of IEEE, ACM,
and SIGCHI. He is a professor within the Faculty of Economical, Social and Political
Sciences (ESPO), School of Management (IAG), Universite Catholique de Louvain
La Neuve (Belgium). He also leads the BCHI Laboratory. He has coauthored and
edited several books and published over 100 publication in the fields of software
engineering and HCIL.

Jo Vermeulen is a researcher at the Expertise Centre for Digital Media (EDM), a re-
search institute of Hasselt University. He obtained his M.Sc. in computer science from
Hasselt University in 2005 and joined EDM. Jo has been working with the User Inter-
face Markup Language (UIML) since 2004, when he did an internship under the super-
vision of Kris Luyten to improve the open source Uiml.net renderer. For his M.Sc. the-
sis, he extended UIML with a declarative, platform-independent layout specification
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based on spatial constraints. He has been participating in the UIML Technical Com-
mittee since 2005. His research interests lie at the intersection of human-computer
interaction and ubiquitous computing. He is currently pursuing a Ph.D. in this topic.

Marco Winckler completed his Ph.D. studies in 2004, focusing on the navigation
modeling of complex Web applications. Since then, he has been a senior lecturer
at University Toulouse III. His current research mingles Human-Computer Interaction
methods and Software Engineering methods applied to the development of Web-based
interactive systems.

Allan Wolinski is a Web Developer for Point2 and a member of the USERLab of the
Computer Science Department, University of Saskatchewan.



