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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 UI

development for Digital Receiver Technology, Inc. Before that, he was responsible for

ensuring that Harmonia, Inc. maintained a rigorous usability engineering ethic. He is



xxiv HUMAN-CENTERED SOFTWARE ENGINEERING, VOLUME II

the Chair of the OASIS UIML standardization committee and served on the original

LiquidUI R© 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-
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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
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