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Figure 1. We analyzed current practices of researching social acceptability in HCI. Common study settings include online surveys (left), e.g., collecting ratings of video prototypes [101], and field experiments with the researcher present (mid left, mid right), e.g., in public indoor locations [1] or
outdoors [68]. Only few studies simulate social context in laboratory experiments (right), e.g., using a model living room [114].

ABSTRACT

INTRODUCTION

With the increasing ubiquity of personal devices, social acceptability of human-machine interactions has gained relevance
and growing interest from the HCI community. Yet, there
are no best practices or established methods for evaluating
social acceptability. Design strategies for increasing social
acceptability have been described and employed, but so far
not been holistically appraised and evaluated. We offer a systematic literature analysis (N=69) of social acceptability in
HCI and contribute a better understanding of current research
practices, namely, methods employed, measures and design
strategies. Our review identified an unbalanced distribution of
study approaches, shortcomings in employed measures, and a
lack of interweaving between empirical and artifact-creating
approaches. The latter causes a discrepancy between design
recommendations based on user research, and design strategies
employed in artifact creation. Our survey lays the groundwork
for a more nuanced evaluation of social acceptability, the development of best practices, and a future research agenda.

Our interactions with technology are increasingly happening
in a social context. It may be co-located with others (e.g.,
spectators) or include shared interface usage. This may in turn
affect our social interactions and shape group dynamics. As a
result, social acceptability, as a core quality of human-machine
interactions [81], has become increasingly relevant with today’s interfaces and interaction paradigms. This trend falls
in line with the ongoing shift in HCI towards emotions [13],
experiences [39], values [14], and needs (so-called third wave
HCI, c.f., Bødker [12]), as social acceptability is an aspect of
technology use that is often emotionally charged and shaped
by societal needs and values.
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A lack of social acceptability can have a profound effect on the
user’s self- and external image [32], and affect the overall user
experience [128], as it may include the risk of stigmatization,
mis-perceptions and negative judgment through others [56, 91,
92, 111]. Consequently, there has been an increasing interest
in designing socially acceptable human-machine interactions
and interfaces [44, 89, 131]. Yet, the methodical knowledge
on designing, and evaluating social acceptability in HCI is
fragmented; evaluation methods, agreed-upon measures or
best practices are sparse [57]. Similarly, design strategies for
increasing an interface’s social acceptability have been employed and in parts empirically verified for individual interface
types, interaction paradigms, or application areas, but so far
not holistically appraised and evaluated.
In this paper, we contribute to establishing a grounded and
more refined view of social acceptability. We take an inventory
of current practices for studying and addressing social acceptability issues in HCI by conducting a structured literature
review (N=69) to answer the research question:

RQ: Which methods, measures and design strategies are
employed to evaluate, quantify, and influence the social
acceptability of human-machine interfaces?
Synthesizing current research practices (c.f., Figure 1) allows
to map established methods, criticize and compare employed
measures. It allows to identify shortcomings in the way research is conducted to propose opportunities for future work.
HCI has a long tradition of survey-style reflections of research
methodology [20, 34, 51, 52, 123] with the goal of exposing
trends and gaps. With the growing interest and recognition
in social acceptability reflected by recent (’19) work [9, 59,
108, 131, 137], it has reached the required level of maturity
(c.f., Wobbrock et al. [134]) and timeliness to both warrant and
require a survey perspective on employed research practices.
Yet, to the best of our knowledge, our present work is the first
to contribute an in-depth survey of the current perspective HCI
research takes on social acceptability.
We offer the following three contributions: First, we analyze
how the social acceptability of interactive systems has been
evaluated in HCI. We outline and discuss methods and measures in terms of their distribution, replicability, internal, external and ecological validity. Second, we provide an overview
of design strategies that have been employed to increase the
social acceptability of interactive systems. In particular, we
discuss to what extend they have been empirically confirmed.
Third, we identify methodical gaps concerning social acceptability in HCI, and discuss challenges and opportunities to
guide future research in this area.
SOCIAL ACCEPTABILITY

Albeit named as essential part of system acceptability early
on [81], there are only few conceptualization attempts of social acceptability in HCI so far [57, 77, 128]. In this section,
we collect explanations and descriptions from these and further prior work in HCI, and aggregate them into a working
definition of social acceptability.
The APA Dictionary of Psychology [120] defines social acceptance as “the absence of social disapproval”. This definition
by negation is also common in HCI, where social acceptability is often defined through its absence: “A socially acceptable
wearable is most notably marked by an absence of negative
reactions or judgments from others.” [49]. In an earlier work,
Toney et al. define the social weight of a human-machine
interaction as the “measure of the degradation of social interaction that occurs between the user and other people caused
by the use of that item of technology” [117]. In addition, prior
work describes social acceptability not only by negation, but
also as a reciprocal rather than an isolated, individual experience. This duality of social acceptance is grounded in a
well-established concept from sociology, Goffman’s theory
of impression management [32]. Following Goffman’s basic
premise that all public action is a performance [32], and that
performances are typically staged for an audience, it seems
self-evident that also human-machine interactions can involve
both, performer and spectator. As an individual will strive to
control and consciously shape the impression other persons
will form of them, this duality of performer/spectator roles

influences if, how and where human-machine interfaces will
be used. First highlighted by Brewster et al. [16], the consideration of this duality in the study of social acceptance in
HCI1 was formalized by Montero et al. [77] who describe
social acceptance using two dimensions: (a) The user’s social
acceptance, an internal effect of the interaction that will leave
the user with a subjective impression, and (b) the spectator’s
social acceptance, an external effect of the user’s interactions.
Spectators perceive the user’s interactions with the device and
gain an impression of the user. This duality between user
(performer) and others in their vicinity (spectators) is present
throughout prior work [1, 3, 7, 30, 56, 114, 132]. Thus we understand it as central to HCI’s current understanding of social
acceptability. In addition, social acceptance is not a one-time
decision between acceptable and unacceptable, but rather a
“user’s continuous decision process that is influenced by the
experiences gathered while performing” [128]. As a decision
process, social acceptance shows strong parallels to Davis’
well-known and broadly used Technology Acceptance Model
(TAM) [24], which describes the adoption of new technologies
by individuals influenced through two main factors: perceived
usefulness (PU) and perceived ease-of-use (PEOU). Although
TAM knows derivatives models (e.g., UTAUT) that add subjective norms and social influence (SI) [71, 121], they only
account for positive social influence, i.e., feedback encouraging the interaction. In contrast, social acceptance includes
both positive and negative social judgement [49] and is thus
only partially reflected in TAM/UTAUT.
We can describe the social acceptability of a human-machine
interaction as a process consisting of (1) the user’s performance and the impression it creates in terms of both the internal effect (c.f., user’s social acceptance) and the external
effect (c.f., spectator’s social acceptance). As the user would
want the interaction to be consistent with their self-image and
to receive positive feedback, they will (2) evaluate their internal impression along with a higher level interpretation of the
spectators’ feedback. Subsequently, they will (3) adjust their
interaction accordingly or cease interacting. In consequence,
we can specify a working definition of a human-machine interface’s social acceptability as follows.
Working Definition: A human-machine interface can be
considered socially acceptable, if its presence or the user’s
interactions with it are consistent with the user’s self-image
and external image, or alter them in a positive way. Humanmachine interfaces that cause a negative change to selfand external image show a lack of social acceptability.
It lies in the nature of this (iterative) process that it changes
over time: while the user gains more experience with the interaction, they might grow accustomed to previously unfamiliar
interactions or collect diverse and controversial feedback from
spectators. In addition, a user’s aspirations, i.e., the public
image of themselves they would like to convey, is also bound
to change. Last but not least, social and cultural expectations
may develop and change over time which shapes the (positive
or negative) feedback conveyed by different audiences.
1 Terms used mostly interchangeably [57], e.g., Brewster et al. [16]
use social acceptability; Montero et al. [77] social acceptance.

REVIEW METHOD AND PAPER SELECTION

Informed through the approach taken by prior literature reviews in HCI [43, 90, 107], we employed a process of browsing, screening, backward-chaining, and final appraisal.
Browsing

We used the ACM Digital Library (ACM-DL) as initial outlet
where we conducted a keyword search using variants of the
word combinations social acceptability and social acceptance,
including different grammar forms as in Figure 2. We conducted our search in Q1/2019 and limited it to publications
between 2000 and 2018, which yielded 164 entries in the
ACM-DL.
“query”: {(“social acceptability”; “social
unacceptability”; “social acceptance”; ”social
unacceptance”; “social nonacceptance”; “socially
acceptable”; “socially unacceptable”)}
“filter”: { Publication Date: (01/01/2000 TO
12/31/2018), ACM Content: DL }

on the TAM factors perceived ease-of-use, perceived usefulness without addressing (positive or negative) social influence.
The final set (N=69) included conference papers of varying
length (n=55) and extended abstracts (n=10) as well as journal
articles (n=4). A majority of papers was published at CHI
(n=20), followed by MobileHCI (n=10), UIST and TEI (n=4
each), and ICMI, and ASSETS (n=3 each).
Analysis and Synthesis

We identified 46 (67%) papers that presented a formal or informal evaluation or measurement of social acceptability (2a).
52 papers suggested or employed design strategies to increase
the social acceptability of an interaction or interface (2b). 29
papers contained both, user studies and design strategies (see
Figure 3 for an overview). Only 7 papers named concrete
design recommendations (2c).

Figure 2. Search query used for key phrase search in the ACM Full Text
Collection (matches “any field”); Publication years 2000-2018.

Figure 3. We analyzed the overall 69 papers for methods and measures
(46 papers) and for design strategies (52 papers).

Screening and Backward-chaining

We employed a strategy of clustering, and additional closed
coding for methods and measures, respectively open coding
for design strategies. We furthermore grouped all papers according to their research contribution based on [134], and
study type as defined and discussed by Kjeldskov et al. [51,
52]. For papers that contained multiple subsequent studies or
experiments, we only considered those that evaluated social
acceptability. Mixed method approaches or combinations are
counted for each study type.

All query results were screened according to 4 inclusion respectively exclusion criteria, namely: (1) the work is original,
peer-reviewed research; i.e., we excluded workshop proposals,
newsletter, commentaries and summaries, as well as student
theses. The work (2a) contains a formal or informal evaluation
or measurement of social acceptability, or (2b) names social
acceptability as design goal for a presented prototype or interface, or (2c) names design recommendations for socially
acceptable interfaces. (3) the work covers the social acceptability (from user and spectator perspective) of a user’s interaction
with a system, interface or technology; i.e., we excluded work
on virtual agents or (humanoid) robots. We explicitly did not
target autonomous systems that aim to achieve sociable or
socially acceptable behavior by adopting or mimicking (human) behavior. These include (humanoid) robots [116] or
autonomous cars [21]. For a survey in the context of social
robotics, we refer to Savela et al. [106].
Screening was conducted by the 1st and 2nd author separately based on the aforementioned criteria, paper titles and
abstracts and by skimming the full texts. Their 88% accordance indicates a substantial inter-rater agreement [62] with
κ = .72 (95% CI, .60 to .84). Discrepancies were discussed
on a per-paper basis, resulting in an initial set of 47 papers.
To account for publication venues not included in the ACMDL, we employed backward-chaining, i.e., we additionally
evaluated all papers referenced by the works selected in the previous step against the inclusion and exclusion criteria (snowballing principle). This yielded 23 additional papers.

In the following, we outline the results of this analysis, specifically, in terms if methods and measures (46 papers), and
design strategies (52 papers). We name and discuss benefits
and disadvantages of each method, particularly with regard to
ecological, internal, and external validity, as well as reliability, and applicability. We highlight that each of the analyzed
methods and study designs, despite having both advantages
and disadvantages, provides a valuable contribution that helps
to better understand social acceptability issues with humanmachine interfaces. Thus, instead of singling out flaws of individual studies, or designs, we aim for a more holistic view of
how social acceptability is addressed in current HCI research.
By mapping methods and design strategies this overview paper
provides a basis for identifying best practices.
In particular, we point out research gaps, both in terms of methodical contributions and study methods, and under-evaluated
aspects of socially (un)acceptable designs, that will allow for
a more nuanced view of study methods, and create a valuable
basis for future research.
Limitations

Final Appraisal

For final appraisal we considered again all resulting full texts.
At this stage, we excluded one paper ([82]) that contained
social acceptability in the abstract, but its remainder focused

The use of the ACM-DL as initial outlet may induce certain
limitations. Querying only titles and abstracts yielded only
20 publications (all included in the analysis). Thus, we expanded the scope of the query to include further fields. As also

noted by Pohl et al. [90] a query in the ACM-DL yields different results when applied to “full-text” respectively “any
field”. While we used the latter, similar to Pohl et al. [90],
we also did find no apparent evidence for a systematic bias
introduced through this procedure. However, persistence of
meta-data is indeed a common issue with digital libraries [73].
In consequence, a search query can yield slightly divergent
results depending on the time of search; for instance due to
adaptation of retrieval and ranking algorithms in the digital
libraries backend. For this reason, we employed backwardchaining to rule out systematic bias introduced through the
ACM-DL’s organization of meta-data.

according to [51]), i.e., in controlled laboratory environments
involving one or more experimental conditions. All 16 lab
studies asked the participant to either interact with a prototype or device, or to act out some kind of interaction, e.g., a
gesture or voice command: “Participants watched a video of
an actor performing panning and zooming gestures in front
of a wall and then performed themselves the same gestures 3
times” [110]. Naturally, the increased level of control comes
at the cost of a decreased ecological validity [52]. In a controlled, less vivid laboratory setting, devices and interaction
styles might appear more salient than when tested in the field.
Field Experiments

METHODS & MEASURES

In this section, we only consider the 46 (68%) papers that contained a formal or informal evaluation of social acceptability,
all of which empirical, i.e., user studies. Of this subset of 46,
35 papers evaluated the user’s perspective, 17 the spectator’s
perspective; 14 included both, the user’s and the spectator’s
perspective. Only 8 papers evaluated general views, neither
explicitly user or observer. In the following, we detail on study
settings, procedures, and employed scales and measures.
Staging Experiments: Online, Lab & Field

As social context is typically mediated through location, we
first report on study settings and locations.
Surveys

Social acceptability largely depends on subjective perception
and individual opinions. Thus, it is not surprising that a popular way to evaluate social acceptability are surveys (n=16),
of which a large number were conducted online (n=11 online,
n=5 in the lab). We found a large variation in the number of
survey participants (M=254, SD=382): from 20 in [33] to 1200
in [92]. Only a small number of the analyzed surveys were
purely textual questionnaires [19, 33, 78, 80, 86]. The majority
of both surveys conducted online, and surveys administered
on-site, use videos (n=7), animations (n=2) or still imagery
(n=3) to present the (remote) participant with a fictive scenario
in which the interface would be used. Except in [29] where
remote participants were asked to try out gestural interaction
as shown in the videos contained in the online questionnaire,
participants in the analyzed studies were not explicitly encouraged to interact. In consequence, imagining themselves in
the user role, e.g., perfoming unfamiliar interactions, often
required guesswork by the participants. Although less severe,
this imaginary component, which requires the participants to
put themselves into a situation potentially never experienced
before, might also affect questionnaires completed from a
bystander perspective. While this lack of firsthand usage experiences has been criticized, e.g., by Ahlström et al. [1], there
are indicators that (crowdsourced) surveys can still be a viable
alternative to laboratory experiments when evaluating social
acceptability [4]. In addition, surveys administered online may
also allow for larger, and more regionally or culturally diverse
samples [64], and thus can support generalizability [28].
Lab Experiments

A large portion (n=16) of the user studies included in the analyzed paper set was conducted as lab experiments (defined

In order to increase ecological validity, another large portion
of studies (n=13) was conducted in natural settings, under controlled but realistic conditions with the researcher(s) present.
Following the classification of research methods by [51] these
studies would be classified as field experiments. A common
practice for field experiments on social acceptability seems
to be to choose highly frequented public locations as study
setting, such as shopping malls [1, 7], urban parks [7, 68],
cafés or restaurants [41, 65, 119], bus stops or public transport [76] and pavements at busy streets [68, 102, 132], but
also locations on campus, such as university atrium [4], or
university cafeteria [41, 87]. Lucero et al. [68] designed a
walking route that included a busy main road, an urban park,
crossing a bridge over a river, walking past a pub terrace, and
near a children’s playground. They argue that this allowed the
participants, with the researcher following a couple of meters
behind, to experience a range of casual audiences.
The choice of easily accessible public locations (e.g., cafés)
has a number of advantages, including convenience, naturalness, and a large casual audience. However, experimental
control is limited. In contrast to lab studies, busyness of places
might not be constant, having potential effects on replicability
and comparability. This is notable, as only very few papers
contain information about presence and number of casual bystanders and passers-by (e.g., Lucero et al. [68]).
Field Surveys

Only three of the analyzed papers presented field surveys,
which we define following Kjeldskov and Paay [51] as natural
setting research where data collection methods such as diaries,
log files, interviews etc. are used, instead of the researcher
being present in the field. For example, Häkkilä et al [36]
employed the Experience Sampling Method (c.f., Larson and
Csikszentmihalyi [63]) to evaluate a smart glasses prototype
in terms of privacy and social acceptability with regard to different contexts and interaction modalities. During a 5-day
diary study, participants were prompted per text message,
and asked to describe their current context (e.g., “Approximately how many people were around you? What was their
reaction?”) along with imagined uses of the smart glasses
device. On the first two days of the study, participants carried
a smart glasses prototype with them that they put on as soon
as possible when prompted. Williamson et al. [130] measured
participant’s interaction rates and subjective experience with
regard to sensory determined context and activity (walking,
using public transport) while interacting with a multimodal

RSS reader during their daily commute. Another work by the
same authors [129], participants were encouraged to play a
gesture-based mobile game in daily live while collecting usage
logs, and user-reported data on location and user experience.
While these methods are inevitably costly and time-consuming,
they also provide a high ecological validity, and are able to
uncover unanticipated motives, biases, and social acceptability
issues [52].
Creating User Involvement: Study Procedures

Social acceptability is to a large extent experiential, and an
aspect of social life that participants will typically be familiar
with. Creating different types of user involvement as part of
the study procedure can account for this.
Experimental Control and Stimuli

We found the analyzed studies to employ different stimuli and
forms of experimental control. 59% of user studies included
hands-on experiences (n=27) either with a prototype or off-the
shelf device, or by trying out an interaction method. In the
latter case, user interfaces were imagined, i.e., participants
were instructed to act out the interaction (e.g., gesture or voice
command) without a device or interface present. A small
number of studies also provided the opportunity to observe
other participants (n=5) while performing. Only one paper
(Monk et al. [76]) involved only the researcher interacting
with an interface. We further found that videos (n=14) have
been re-occuringly used as stimuli in both, online surveys
and lab experiments (here partially for instructory purpose).
However, the extend to which the videos are shot in a way
that depicts realistic interaction scenarios varied: while some
studies purposefully aimed for neutral videos, e.g., an actor
in front of a white wall [100, 110], others were shot to depict
scenarios as realistically as possible, e.g., at a bus stop [92] or
at varying locations, including a café, library, or street [105].
Co-creation and Discussion

Only a small number of papers actively involved their participants in the design process. Five papers presented guessabilitystyle elicitation studies (n=5), and three papers reported having
conducted focus groups (n=3). Except for where general HCI
research practices can be applied (c.f., Wobbrock et al. [133]
for elicitation studies) there is no established procedure on how
to co-create ideas for socially acceptable interactions or interfaces. Lee et al. [65] suggest: “To focus the study on social
acceptability, we further adapted typical elicitation methods.
To improve the ecological validity of the proposed actions, the
study was conducted in a busy public place – a coffee shop”.
This illustrates that there is no existing guidance or practice
on how to integrate the users’ (or bystanders’) views on social
acceptability more directly in the design process (yet).
Quantifying Social Acceptability: Scales & Measures

As social acceptability is largely determined by the user’s
personal experience and how they subjectively perceive feedback from a present or imagined audience, it is not surprising
that the majority of studies is based on subjective-quantitative
(n=31), or subjective-qualitative (n=26) measures, where the
latter is typically obtained from qualitative interviews, or openended survey questions. Only five of the analyzed papers (all

of which focused on gestures) explored objective measures,
such as interaction rates [129, 130], or interaction parameters
such as duration, amplitude, or energy [102, 119, 127]. We
also found a small number of study designs, where nominal
data on social acceptability was collected, e.g., when participants had the choice to reject certain interaction areas or styles
for social or personal reasons [48].
While a majority of studies used self-defined questionnaires
(n=30), or made use of Rico et al.’s [102] audience-location
axes (n=15), we found only two papers that employed crossvalidated scales, namely the WEAR Scale [49] and the IPANAS-SF [122], a (international) 10-item scale assessing
positive and negative affects [115]. A questionnaire developed
by Profita et al. [92] was taken up by one other work [109]. In
the following, we go further into detail on how subjectively perceived social acceptability is quantified using questionnaires.
In particular, we discuss the use of single- or multi-item scales,
periphrases for socially acceptable, and the use of audience
and location as a proxy for social acceptability.
Single-/Multi-Item Scales and Periphrases

Direct inquiry, using a single-item scale is the simplest way to
approximate how socially acceptable a device or interaction
method is perceived: e.g, Kim et al. [50] ask “Social acceptance: is it acceptable to wear it in daily life?”. In [53] the
authors employ a combination of two items, namely comfort
(“How comfortable would you feel performing this gesture in
an everyday public setting, such as a busy sidewalk?”) and social acceptability (“How acceptable would it be to perform the
presented gesture in public?”) to assess both user’s and more
general/bystanders’ perspectives (5-pt. Kunin scale). Similarly, Pearson et al. [88] employ a 5-pt. Likert scale from 1
(“completely unacceptable”) to 5 (“completely acceptable”)
to determine how participants rated the social acceptability of
peeking at one’s own/another persons warch during face-toface conversations. These two examples are representative for
quantifying social acceptability on 5-pt. or 7-pt. Likert [67]
or Kunin scales [61]. But we also found studies to use other
types of response options, e.g., single- or multiple-choice answers. For example, Ronkainen et al [105] combined aspects
of desirability and willingness to use (“Would you use this
feature in your phone?”) in a single-choice question providing
different reasons for a yes/no decision. Similarly, Ahlström
et al. [1] employ multiple-choice options featuring a range of
reasons and impressions (e.g., “I thought it looked fancy”).
While questions asked this way yield only nominal data, and
thus have limited statistical power, they can help to better understand how users or observers feel about a given situation.
Nevertheless, the fixed number of response options, and the
way how they are phrased, might also introduce bias, and skew
the given answers towards the given responses [35].
As also illustrated by these examples, socially acceptable
human-machine interactions are often described or paraphrased using a range of adjectives that relate to impression
management, occasionally combined with aspects of perceived
usefulness or perceived utility. This approach can be beneficial, as it might be unclear, what socially acceptable means
to a user, and whether study participants understand social
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Table 1. Periphrases of social acceptability used in questionnaires. Brackets (*) indicate the use of a negation, e.g., ‘not weird’. Negatives (right) are used
more frequently than positive (left) or neutral (middle) adjectives which reflects the definition of social acceptability as absence of negative feedback.

acceptance the same way as the researchers. We provide an
overview of adjectives employed to paraphrase socially acceptable in Table 1. Many of those adjectives are loosely tied
to impression management, or how a user’s interactions might
be perceived by others. However, conceptualization attempts
(as discussed in [57]) are only sparsely present in the analyzed
set of papers. There is (so far) limited knowledge on how
individual adjectives or items might cohere, or relate to superordinate constructs. We find a strong focus on adjectives with
a negative connotation (e.g., weird, annoying), which reflects
social acceptance being typically defined through negation,
or an absence of negative judgment. We also found a similar
choice of adjectives to be used to replace socially acceptable
– socially unacceptable in rating scales (e.g., Likert scales).
Examples include e.g., embarrassed – comfortable, foolish –
sensible [122]. Similarly, semantic differentials, i.e., sets of
multiple, bipolar pairs of adjectives (c.f., [15, 75]) have been
used to measure the emotional response of participants, more
specifically their attitude towards an interaction with a device
in a certain situation or scenario [54, 56].
Summing up, in terms of single- or multi-item scales, there
is no agreed upon way to ask for social acceptability. Although there are questionnaires that have been re-used [92,
109], as well as sets of cross-validated items that have been
proposed [49, 122], evaluations largely depend on self-defined,
custom questionnaires. These practice induces a couple of potential issues, including low comparability and potential bias
or skew. In addition, questions are often phrased to exactly
match the to-be-evaluated prototype or interaction style. In
consequence, they are often not well transferable and do not
well generalize. The practice to use adjectives to paraphrase
social acceptability can be beneficial in terms of illustration,
but might induce the danger of a reduced reliability due to
untested selectivity/separation effects between adjectives if
used as single choice questions. It is furthermore unclear to
what extend the selection of used adjectives overlaps with
other constructs that might or might not correlate with social
acceptability, e.g., hedonic quality [38, 40]. These aspects
illustrate the difficulty of creating a set of questions/items that
provides a reliable and transferable measure of social acceptability. The use of audience-and-location axes to proxy social
acceptability, which we will discuss in the next section, seems
to be a popular way to circumvent this difficulty.

Audience-and-Location Axes

Although the use of location to describe social occasions as
a proxy measure for social acceptability of a human-machine
interaction had already been employed earlier [19], Rico’s and
Brewster’s “audience-and-location” axes, as first presented
2009/10 in [100, 101], were the most widely used quantitative measure for social acceptability in the pool of analyzed
papers (n=15). Their selection of audiences (alone, partner,
friends, family, strangers, and colleagues), and locations (at
home, while driving, as a passenger on a bus or train, on the
pavement or sidewalk, at a pub or restaurant, and at the workplace) has been taken up, employed, modified and extended
by numerous researchers. Depending on the evaluated interaction methods and evaluation context, some of them excluded
“while driving” [10, 44] or added locations, e.g., “museum”
and “shop” [1]. Other authors grouped audience and location
into plausible “social situations”, e.g., Home, family; Work,
colleagues [29, 110]. The questionnaire has been adapted
for different types of interactions including wearable devices
and sensing [10, 33], on-body or textile input [85, 93], and
employed in lab (n=6), online (n=5) and field (n=5).
At first, the audience-and-location axes were phrased as multiple choice questions: In which locations would you use this
gesture?, and Who would you perform this gesture in front
of?, respectively. This yielded binary ratings for each location/audience; results were then aggregated as scores (or
“acceptance rates”), typically calculated as a percentage of
positive responses [29, 44, 65, 101]. To increase explanatory
power, the questionnaire was later adapted by other researchers
using various Likert scales, e.g., 5-pt. [3, 4], or 10-pt. [10].
The audience-and-location axes have the advantage of a clear
discriminatory power, and are easy to understand (for both
researchers and participants) and easy to use. They provide
a very useful metric for an interaction’s overall social acceptability, based on the fundamental question “would the user
be willing to interact with the system?”. On the other hand,
they only provide a somewhat “absolute” measure of social
acceptability. Albeit the choice of independent variables (e.g.,
by evaluating different variants of an interaction) can provide
some indication, the measure itself does not provide insights
about what factors contribute to an interaction being more or
less socially accepted. In particular, audience-and-location

do not provide insights about the experience, or emotional
response, to the evaluated interactions.
In principle, “acceptability scores” could be compared across
multiple studies. However, this is not easily possible with
the present set of studies: different works compute scores
differently, e.g., as percentage of positive responses per location/audience [1, 101], or as the percentage of selected audiences/locations per experiment condition [65]. Moreover, only
few papers reported all obtained scores [29, 44, 85]. Instead,
most of the analyzed papers only reported selected scores (e.g.,
for one specific gesture), or used bar-chart representations to
illustrate relative scores (e.g., of different experiment conditions) without providing concrete numbers. In consequence,
comparability of scores is (so far) limited. Most notably, there
is – to the best of our knowledge – no work on the measuring
instrument itself. Albeit results seem to be consistent across
studies (noted by Freemann et al. [29]), the audience-andlocation axes are not (yet) validated in a strict sense. Also, it is
so-far unclear what constitutes an “acceptable” social acceptability score: while a low score indicates that an interaction
technique or interface will most likely have social acceptability issues in the field, it is unclear if a high score, although
promising, can predict or guarantee socially acceptable interaction in public; An uncertainty which is not unique to the
audience-and-location axes, but had, for instance, been noted
on the system usability scale, SUS [11].
DESIGN STRATEGIES

Improving social acceptability can motivate designing an interface or interaction technique in a specific way. Similarly,
certain design features can turn out to hinder or promote social acceptability. While not all of the analyzed N=69 papers
elaborate on how social acceptability can be influenced (either positively or negatively) through the design of interface
or interactions, we found design strategies to increase social
acceptability to be a re-occurring theme (n=52). Twenty-nine
papers discuss or present design strategies as a result of their
empirical research. Seven of them provide concrete design
recommendations or best practices [1, 3, 29, 56, 101, 111,
130], all of which empirically backed. In addition, we found
23 papers to employ design strategies to increase social acceptability in research prototypes (or modified consumer devices,
c.f., Profita et al. [95]). Surprisingly, only 9 of them evaluate
the effect of those strategies. In the following, we go into
detail on which design strategies were suggested or employed,
the contexts in which they were tested with users, and then
combine and discuss the results comprised by all 52 papers.
Subtlety, Unobtrusiveness & Avoiding Negative Attention

The most popular strategy to create socially acceptable humanmachine interactions is subtlety (n=32). In fact, as Pohl et
al. [90] note “[t]here is a common underlying assumption
that systems that are hard to detect by others increase social
acceptability”. While subtle can (in principle) be used to describe secretive or deceptive interactions [6, 90], the analyzed
set of papers displayed a general tendency towards unobtrusive, but visible and revealed interactions as opposed to hidden
interactions (c.f., Reeves et al. [98]). Choices of subtle (or

unobtrusive) interactions were prevalently motivated by the designer’s choice to “de-emphasize” [94], or the users’ desire to
“blend in” [55], “not draw attention” [85], or “not advertise”
device usage [94], as well as be non-disruptive. For example,
Paay et al. [87] found participants to be conscious about not
impairing others’ physical space while (gesturally) interacting
with large public displays, and to prefer techniques involving
smaller movements. Similarly, in the context of around-device
gestures, Ahlström et al. [1] showed that small gestures, and
gestures with a short duration were significantly more socially
acceptable than more expansive, and more time-consuming
gestures, as these avoid negative attention.
On the other hand, Rico et al. [101] also note that “the ability
to disguise [some] gestures as everyday activities appears to
make them more acceptable”. They exemplify foot tapping as
a gesture that despite requiring relatively high energy to complete (i.e., having a large movement amplitude), is perceived as
socially acceptable, due to its resemblance to tapping a rhythm
while listening to music. Similarly, trouser pockets were appropriated to make interactions with interactive textiles less
conspicuous and more natural [48]. Further elaborating on this
approach, Lee et al. [65] identify miniaturizing, obfuscating,
screening, camouflaging and re-purposing as design strategies
for subtle, socially acceptable hand-to-face (gestural) input,
and ask participants to come up with matching gestures. This
procedure also illustrates, that in the context of social acceptability, subtlety is often understood as a prerequisite rather
than a design strategy: “Participants were [..] instructed to
generate unobtrusive or subtle actions, suitable for use in the
public setting of the study”. We found 32 papers discussing
or employing subtlety as a design strategy, but only 18 (56%)
providing some (quantitative or qualitative) verification of the
strategy’s effect. In consequence, there is the risk that subtlety might be seen as universal remedy to social acceptability
issues – while effective in some, also in cases where it is not.
Avoiding Suggestiveness & Misinterpretation

As impression management is largely concerned with how
users expect to and want to be perceived by others, it becomes highly relevant how interaction techniques might be
interpreted when observed. In consequence, the potential of a
specific interaction to be misinterpreted can influence social
acceptability. There is a multitude of scenarios, where an interaction with a device might be mistaken as (non-verbal) communication targeted at bystanders, e.g., insults (c.f., Serrano et
al. [110]) or could (potentially) be misinterpreted in a way that
impairs the user’s public image, e.g., scratching (c.f., Weigel
et al. [127]) as sign of poor body hygiene. Prior research in
the area of gestural interaction confirmed, that commands that
(inherently) emphasize that they are directed towards a device,
are socially more acceptable than interactions that do not [29,
77, 101]. Rico et al. hypothesize: “[U]sers are more willing
to use a gesture if it provides visual cues that explain their
behavior” [101]. Making the interaction context, e.g., the
type of application or the user’s intention, clear and observable can further avoid misinterpretation and increase social
acceptability [53]. In the context of on-body and textile input,
suggestiveness of certain body-areas can cause an interaction
to be perceived as obscene or sexual. In the analyzed set of

papers we found groundwork providing body maps [26] as
well as indications for e.g., gestures or body-areas that might
be problematic [41, 48, 93], and reports of gender effects, e.g.,
different perceptions regarding the chest area [26, 93].
Accessory-like Shapes & Familiar Styles

Style of dress and impression management are tightly related. Similarly, wearable computing devices have traditionally aimed to emulate shape and styles of non-digital accessories. In consequence, the use of accessory-like shapes and
familiar styles has been recognized and discussed as technique
to increase social acceptability early on. Rekimoto et al. [99]
note: “In other words, we believe ’unobtrusiveness’ of input
devices is essential for them to be used in everyday situations.
One possible way to design such devices is to embed input
sensors to conventional wearable items, such as wristwatches
or clothing”. In our analysis, we found these design strategies
to be present in 12 papers of which half provided empirical
evidence for its effectiveness (50%, n=6).
The use of familiar styles resembling non-digital accessories
has been argued e.g., for (smart) glasses [42, 72], finger
rings [84] and smart watches [74] or wrist bands [83]. Dierk
et al. [25] explore hair as interactive material for inputs and
outputs. They argue that “[t]he surreptitious nature of the
interface allowed a user to take an action without offending
a friend or acquaintance” and report that participants “preferred the more subtle possibilities for technology embedded
in something as ubiquitous as hair”. This shows parallels to
the appropriation of familiar, and thus perceived less obtrusive
gestures [48, 65, 101], as discussed in the previous section.
In the context of assistive devices, resemblance to non-digital
accessories as well as non-assistive consumer devices has
been reported to minimize stigmata [111]. Nanayakkara et
al. motivate: “The finger-worn device [..] follows this design paradigm: it looks and offers the same affordances and
mode-of-use to both sighted and blind users in a self-sufficient
way” [79]. In this context the resemblance to consumer devices can also be understood as a kind of unobtrusiveness or
unconspiciousness, as it causes the device, and in consequence
its user, to stand out less [94].
Candidness, Transparency & Justification

The visibility of effects and manipulations, as formalized by
Reeves et al. [98], has been frequently linked to an interaction’s social acceptability. While, as discussed in the previous
sections, some prior work promotes inconspicuous, i.e., subtle or unobtrusive interactions, other researchers suggest to
provide some explanation along with the interaction. Ens et
al. [27] promoted the social acceptance of their prototypes
by making effects of the manipulations more observable, i.e.,
candid. While not as frequently employed as design strategy
as unobtrusiveness, with only 4 papers employing candid designs [27, 47, 89, 95], we found candidness to be backed by
multiple empirical studies (n=7).
Referring to Reeves et al.’s classification of interfaces along
the axes of hidden or revealed manipulations and effects (illustrated in Figure 4), interactions could be secretive, magical,
expressive or suspenseful [98]. Ens et al. hypothesize that

suspenseful interactions (revealed or amplified manipulations,
hidden effects) tend to be socially awkward [27]. This suggestion is backed by earlier findings: For example, Montero et
al. found magical (hidden manipulations, revealed or amplified effects) to be more socially acceptable than suspenseful
gestures [77]. A similar effect had been observed even earlier by Monk et al. who compared the annoyance caused by
overhearing a mobile phone call to overhearing a face-to-face
conversation: social acceptance decreases when only half of
the dialogue is audible [76]. Interestingly, the hypothesis
that candidness increases social acceptability holds from both
users’ and bystanders’s perspectives. Häkkilä et al. [36] report
that in their studies, participants indicated a desire for justification: they were concerned about “assumptions other people
might be drawing about the expected use of the device. Several
participants mentioned nearby people would think them doing
something unethical or forbidden”.
Most notably, the question “what is done?” respectively
“what is the purpose of the interaction?” has been shown to
have a significant effect on social acceptability as seen from
a bystander’s perspective [56, 92]. In addition, social acceptance can depend on utility, i.e., how helpful for the user the
device is expected to be [7, 92]. Profita et al. found that smart
glasses used by a visually impaired person were perceived
significantly more socially acceptable when the disability was
disclosed [92]. In addition they found that social acceptability was affected positively when it was communicated “how
the device was used”. More specifically, the interaction was
rated with a higher social acceptability when the device was
described as being used for an assistive purpose, and more
negatively when being used for a personal purpose, or when
no usage intention was specified. Similar effects have been described by Alharbi et al [5] and Ahmed et al. [2] in the context
of wearable cameras. While these two studies do not focus
on social acceptability and thus are not part of the analysis,
they also illustrate that aspects of justification intensify (as
suggested by Profita et al. [92]) where technologies are used
that may affect bystanders more directly, e.g., those involving
recording or sharing of information.
Finally, it has to be noted that a preference for candid or transparent design strategies does not necessarily imply that bystanders would be informed about all details of the interaction.
It is rather about providing bystanders with a broad notion of
what manipulations mean (as also suggested by Montero et
al. [77]). Nevertheless, how this could be achieved by design is
only sparsely covered in literature. Particularly the creation of
a balance between privacy [27] or stigmata [95, 111] and justification or bystander awareness [60] seems to be a challenge
for future research.
DISCUSSION

In this section, we reflect on our structured literature analysis,
and discuss the impact of current practice and distribution of
research and design approaches. We identify methodical gaps,
and argue for a shift in direction to better address these gaps.
For more User Involvement, Ethnography & Co-creation

Social acceptability arises everyday, with digital and nondigital objects and with established and novel human-computer

For Diversifying the Set of Methods

Figure 4. Interactions may hide or reveal manipulations and effects; Dimensions according to Reeves et al. [98]. Social interactions can be classified as magical, expressive, secretive and suspenseful. Interpretations
of “subtle” vary [90], but candid is typically expressive [27].

interfaces alike. Thus, we might expect users to be experts
in impression management and social acceptability. However, we found that only 8 of the analyzed papers (12%) actively involved participants in the design process (c.f., the
section on Co-creation and Discussion, and Figure 3). Only
one paper looked into existing practices (glancing at one others
watch, Pearson et al. [88]), albeit in a laboratory environment.
None employed ethnographic methods, e.g., observational
approaches in naturalistic settings. Instead, in the majority
of studies, participants were asked to rate a pre-defined set
of options (e.g., commands) or indicate how socially acceptable they perceived interacting with a research prototype. In
the latter case, we also see a tendency to focus on “successful” evaluations, i.e., utilizing user studies to show that a
specific interaction technique or research prototype meets social expectations or scores higher than a hypothesized “social
acceptability level”. While those summative evaluations are
important to assess an interface’s internal and external effects
under realistic conditions, they come late in the development
process where design-related social acceptability issues might
be costly to resolve. In contrast, elements of ethnography,
participatory design and co-creation can inform and shape
designs, as illustrated by examples of elicitation studies [65],
and focus groups [102, 131]. Their more formative approach
could contribute to design processes that consider social acceptability, alike user experience, from the beginning and not
as an afterthought. There is a significant body of work that
may serve as inspiration: participatory design methods have
been comprehensively used to design sociable robots [8, 66];
Social Impact Statements have been proposed as a tool to engage public participation, and to address potential negative
influences of computing on society and the self-image of individuals [112]. Research on Value Sensitive Design proposed
methods for eliciting the users’ values, and for addressing
the involved risk of unintentionally stating one’s own (the
researcher’s) values, as if they had been articulated by the
participants [14]. In summary, there is an existing knowledge
base that can be adapted and made use of to address social
acceptability issues in early development stages.
Gap 1: To date, social acceptability is only sparsely considered during early development stages. We need to increase
both user and bystander involvement and consider their
views on social acceptability earlier, during phases of requirement analysis, design and prototyping.

There is a bias towards study types with high levels of experimenter control, i.e., experimental settings where one or
more researchers are present at all times (c.f., Figure 1). More
precisely, social acceptability issues are commonly evaluated
in lab (n=14), or field experiments (n=13). Similar to Kjeldskov [52], we found different understandings of what constitutes a “field setting”, but most works opted for relatively
easy to control, confined settings with moderate throughput
of passers-by, and a range of casual audiences, such as cafés,
or university cafeterias. These locations, while offering a contextual (social) backdrop, provide only limited social context,
e.g., in terms of user-bystander relationships, and typically
cover only a section of potential usage scenarios.
In addition, survey-style research administered online or in
lab/classroom settings (n=15), is highly popular. There, participants typically rate pre-defined scenarios based on visual
stimuli, e.g., videos. Evaluation methods with low experimenter control, e.g., where participants exploratively try out
interfaces and record experiences during everyday activities
are much less common (field surveys, n=3). From our perspective, this constitutes a significant weak spot in today’s HCI
research on social acceptability. This also reflects in current
study approaches being frequently criticized for containing an
“imaginary” component, i.e., participants are asked to imagine how they would feel in a certain social situation, instead
of being in that situation. Complementing controlled experiments with studies in more naturalistic, unconstrained settings
would help to obtain a more comprehensive image, including
unanticipated social acceptability issues.
HCI literature and practice provides a rich fund of methods, including field trials where participants act as investigators [17],
cultural probes [31], various forms of technology probes [45]
and experience sampling [36, 63]; with collected data ranging
from system logs [130], user interviews, and observations or
video vignettes [104]. We should make good use of it!
Gap 2: To date, social acceptability is mostly evaluated
in highly to moderately controlled settings. We need to
show courage to tackle more naturalistic study settings and
embrace mixed method approaches more, where controlled
and unconstrained study settings can be complimentary.
For Closing the Loop

There is a mismatch between papers that present design strategies as results of empirical studies (n=29) and papers that
employ design strategies to enhance the social acceptability
of artifacts they create (n=23). In addition, only 9 of the latter
works confirm the effectiveness of the employed strategies
empirically. Ideally, results from the first group of papers
(empirical studies on social acceptability) would inform the
creation of artifacts (second group of papers). Then, created
artifacts would be empirically evaluated to supplement or confirm the assumptions made based on the initial set of empirical
results (in principle, what HCI and human-centered design is
best at [46]). Yet, in practice insights on what might improve
social acceptability are often overly simplified when fed back
into the creation of research prototypes: for example, subtlety

(or unobtrusiveness) is often equated with going unnoticed,
i.e., the use of secretive interactions or small devices. However, empirical work shows that, in fact, interactions that do
provide an explanation (c.f., Williamson et al. [132]) but (being subtle) do not call (negative) attention to it are likely to
be better acceptable than fully hidden and unnoticeable (e.g.,
suspenseful) interactions [76, 77]. In this context, subtlety
is rather understood as non-intrusive, or non-disruptive. In
addition, as noted by Pohl et al. [90] there are the still to be
investigated (social) costs of a secretive interaction being uncovered. Thus, creating interactions to be unnoticeable for
bystanders would not be an cure-all remedy in terms of social
acceptability, but would rather disregard aspects such as authenticity and honesty (justification), helpfulness (utility) and
the avoidance of misinterpretations that have been shown to
be relevant to social acceptability. Admittedly, there is limited
knowledge how this balance between different design strategies (e.g., unobtrusiveness and candidness) can be achieved
in practice, and a lack of best practices, and concrete ideas on
how those design strategies could and should be implemented.
These will have to be provided by future work.
Gap 3: To date, there is a gap between recommendations
for socially acceptable interface design based on empirical
studies, and design strategies employed in the creation of
prototypes. We need to bridge this gap by ideating concrete
designs that fulfill these requirements, and implement, test
and verify them in research prototypes.
For Measures beyond Audience & Location

There is a lack of established, standardized questionnaires that
measure different facets of social acceptability. We found 15
studies that used the audience-and-location axes originally
suggested by Rico and Brewster [100, 101]. While this may
indicate a consensus or local standard, audience-and-location
only measures social acceptability by proxy. Namely, whether
user’s would be willing to perform an interaction in front of a
certain audience or at a certain location. This approach allows
to efficiently compare different options, but lacks the ability to
directly pin-point issues: design aspects that positively or negatively affect social acceptability have to be backtracked from
the provided options. More precisely, the use of audienceand-location does provide a utile estimate of “total” social
acceptability, but does not split up into sub-concepts. In consequence, the measure’s ability to provide insights about what
could be improved about a design is limited. The development and use of (validated) subscales (c.f., NASA-TLX [37])
to capture different aspects of the experience could aid to
parse design-relevant aspects (e.g., product qualities) apart,
and provide clearer staring points for improvements.
So far, work on scale development and validated measures, as
e.g., by Kelly et al. [49], has not been re-used, evaluated, or
extended by other researchers. Instead, evaluations largely
depend on self-defined, custom questionnaires, which impairs comparability, and – potentially – validity. Our analysis showed that in questionnaires social acceptability is often
described or paraphrased using a wide range of different adjectives (see Table 1). There, we find parallels and overlaps
with existing measures and models: The set of adjectives in-

cludes aspects of perceived usefulness or perceived utility (as
e.g., in TAM [24]), as well as impression management and social norms (e.g., “inappropriate”, “impolite”, or “intrusive”).
We furthermore find overlaps with the previously discussed
design strategies (e.g., “noticeable”). Moreover, Table 1 illustrates how social acceptability measures fall into line with research on experienced qualities of human-machine interfaces:
“stylish”, and “fashionable” relate to prior work on aesthetics
and attractiveness [96], and notions such as “coolness” had
been researched comprehensively in the context of user experience [18, 97, 113]. These adjectives also show parallels
to the anchors used by Hassenzahl [38] to determine hedonic
quality-identification, e.g., isolating – integrating (HQI_1),
gaudy – classy (HQI_3), unpresentable – presentable (HQI_7).
This illustrates that our understanding of what makes up social
acceptability is still evolving. In consequence, developing a
measure that reflects the construct social acceptability most
adequately (i.e., has high validity) requires more than wellphrased items and suitable scales. It needs further communitywide discussion and conceptualization of social acceptability,
and a better understanding of individual factors that increase
and/or decrease social acceptability. Also, social acceptability
should not be viewed in isolation from other qualities and
affects connected to user experience. Instead, future work
should aim to determine where existing constructs overlap,
complement or contradict with social acceptability measures,
or also strive to identify social factors that act as hygienes or
motivators (c.f., Tuch and Hornbæk [118]). We believe that
our analysis of adjectives/items that are already in use can
provide a valuable starting point for these efforts.
Gap 4: To date, social acceptability is mostly measured in
a simplified, proxied fashion using audience and location.
We need to develop measures (e.g., questionnaires) that
differentiate design-relevant aspects of social acceptability,
and that allow to evaluate interfaces in a more diagnostic,
and problem-oriented way.
CONCLUSION

In this work, we reviewed papers on social acceptability in
HCI. During the nearly 20 years covered by our analysis, a significant amount of contributions to a better understanding of
social acceptability (and impression management) in HCI were
made. However, we also identified gaps in the distribution of
research approaches. In particular, ethnography, participatory
design and field research in naturalistic settings without the
researcher’s presence were only sparsely employed. Moreover,
we showed that the consideration of social acceptability is not
yet interwoven with the whole design process: results from
empirical work on social acceptability do not propagate to the
creation of socially acceptable designs or prototypes. Last but
not least, we discussed the current lack of established, standardized questionnaires quantifying social acceptability in a
non-proxied fashion, and highlight the need to develop differentiated and truly operational measures. We hope to inspire
more discussions about what constitutes social acceptability in
HCI [57, 58], what constructs it might comprise (e.g., “coolness” [18, 97]), and how design activities can be proactively
oriented toward influencing social acceptability.
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Shinichi Nagata, Jennifer Piatt, Casey Bennett, and
David Hakken. Steps Toward Participatory Design
of Social Robots. 2017. In: Proceedings of the
ACM/IEEE International Conference on HumanRobot Interaction (HRI’17). ACM Press, New York,
NY, USA, 244–253. DOI: http://dx.doi.org/10.
1145/2909824.3020237.
Rensis Likert. 1932. A Technique for the Measurement of Attitudes. ARCH PSYCHOL, 22(140), 5–
53.
Andrés Lucero and Akos Vetek. NotifEye: Using
Interactive Glasses to Deal with Notifications While
Walking in Public. 2014. In: Proceedings of the
Conference on Advances in Computer Entertainment Technology (ACE’14). ACM, New York, NY,
USA, 17:1–17:10. DOI: http://dx.doi.org/10.1145/
2663806.2663824.
Zhihan Lv, Alaa Halawani, Shengzhong Feng,
Shafiq Ur Réhman, and Haibo Li. 2015. Touch-less
Interactive Augmented Reality Game on Visionbased Wearable Device. PERS UBIQUIT COMPUT,
19(3-4), 551–567. DOI: http://dx.doi.org/10.1007/
s00779-015-0844-1.
Zhihan Lv, Alaa Halawani, Muhammad Sikandar
Lal Khan, Shafiq Ur Réhman, and Haibo Li. Finger
in Air: Touch-less Interaction on Smartphone. 2013.
In: Proceedings of the International Conference
on Mobile and Ubiquitous Multimedia (MUM’13).
ACM, New York, NY, USA, 16:1–16:4. DOI: http:
//dx.doi.org/10.1145/2541831.2541833.

[71]

[72]

[73]

[74]

[75]

[76]

[77]

[78]

[79]

Yogesh Malhotra and Dennis F. Galletta. Extending the Technology Acceptance Model to Account
for Social Influence: Theoretical Bases and Empirical Validation. 1999. In: Proceedings of the
Annual Hawaii International Conference on System Sciences (HICSS’99). IEEE Computer Society,
Washington, DC, USA, 1006–1019. DOI: http :
//dx.doi.org/10.1109/HICSS.1999.772658.
Katsutoshi Masai, Yuta Sugiura, Masa Ogata, Kai
Kunze, Masahiko Inami, and Maki Sugimoto. Facial
Expression Recognition in Daily Life by Embedded
Photo Reflective Sensors on Smart Eyewear. 2016.
In: Proceedings of the International Conference on
Intelligent User Interfaces (IUI’16). ACM, New
York, NY, USA, 317–326. DOI: http://dx.doi.org/
10.1145/2856767.2856770.
Alexa T. McCray and Marie E. Gallagher. May
2001. Principles for digital library development.
COMMUN ACM, 44(5), 48–54. DOI: 10 . 1145 /
374308.374339.
Roisin McNaney, Stephen Lindsay, Karim Ladha,
Cassim Ladha, Guy Schofield, Thomas Ploetz, Nils
Hammerla, Daniel Jackson, Richard Walker, Nick
Miller, and Patrick Olivier. Cueing for Drooling in
Parkinson’s Disease. 2011. In: Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems (CHI’11). ACM, New York, NY, 619–
622. DOI: http : / / dx . doi . org / 10 . 1145 / 1978942 .
1979030.
Albert Mehrabian and James A. Russell. An Approach to Environmental Psychology. The MIT
Press, 1974.
Andrew Monk, Jenni Carroll, Sarah Parker, and
Mark Blythe. 2004. Why Are Mobile Phones Annoying? BEHAV INFORM TECHNOL, 23(1),
33–41. DOI: http : / / dx . doi . org / 10 . 1080 /
01449290310001638496.
Calkin S. Montero, Jason Alexander, Mark T. Marshall, and Sriram Subramanian. Would you do that?:
Understanding Social Acceptance of Gestural Interfaces. 2010. In: Proceedings of the ACM International Conference on Human-Computer Interaction
with Mobile Devices and Services (MobileCHI’10).
ACM Press, New York, New York, USA, 275. DOI:
http://dx.doi.org/10.1145/1851600.1851647.
Kiyoshi Murata, Andrew A. Adams, Yasunori
Fukuta, Yohko Orito, Mario Arias-Oliva, and Jorge
Pelegrin-Borondo. 2017. From a Science Fiction to
Reality: Cyborg Ethics in Japan. COMPUT SOC,
47(3), 72–85. DOI: http://dx.doi.org/10.1145/
3144592.3144600.
Suranga Nanayakkara, Roy Shilkrot, Kian Peen
Yeo, and Pattie Maes. EyeRing: A Finger-worn
Input Device for Seamless Interactions with Our
Surroundings. 2013. In: Proceedings of the Augmented Human International Conference (AH’13).

ACM, New York, NY, USA, 13–20. DOI: http :
//dx.doi.org/10.1145/2459236.2459240.

[80]

[81]

[82]

[83]

[84]

[85]

[86]

[87]

Iram Naz, Raja Sehrab Bashir, and Khubaib Amjad
Alam. Measuring the Impact of Changing Technology in Mobile Phones on User Device Interaction Based on a Qualitative Survey. 2017. In:
Proceedings of the IFIP Conference on e-Business,
e-Services and e-Society (I3E’17). ACM, New York,
NY, USA, 9–14. DOI: http://dx.doi.org/10.1145/
3108421.3108427.
Jakob Nielsen. Usability Engineering. San Francisco, CA, USA: Morgan Kaufmann Publishers Inc.,
1994. ISBN: 978-0-08-052029-2.
Susanna Nilsson and Björn Johansson. Acceptance
of Augmented Reality Instructions in a Real Work
Setting. 2008. In: Proceedings of the SIGCHI Conference on Human Factors in Computing Systems
(CHI’08). ACM, New York, NY, 2025. DOI: http:
//dx.doi.org/10.1145/1358628.1358633.
Masa Ogata, Yuta Sugiura, Yasutoshi Makino,
Masahiko Inami, and Michita Imai. SenSkin: Adapting Skin As a Soft Interface. 2013. In: Proceedings
of the ACM Symposium on User Interface Software
and Technology (UIST’13). ACM, New York, NY,
USA, 539–544. DOI: http://dx.doi.org/10.1145/
2501988.2502039.
Masa Ogata, Yuta Sugiura, Hirotaka Osawa, and
Michita Imai. iRing: Intelligent Ring Using Infrared
Reflection. 2012. In: Proceedings of the ACM Symposium on User Interface Software and Technology
(UIST’12). ACM, New York, NY, USA, 131–136.
DOI: http://dx.doi.org/10.1145/2380116.2380135.
Uran Oh and Leah Findlater. Design of and Subjective Response to On-body Input for People with
Visual Impairments. 2014. In: Proceedings of the
International ACM SIGACCESS Conference on
Computers and Accessibility (ASSETS’14). ACM,
New York, NY, USA, 115–122. DOI: http://dx.doi.
org/10.1145/2661334.2661376.
Uran Oh, Lee Stearns, Alisha Pradhan, Jon E.
Froehlich, and Leah Findlater. Investigating Microinteractions for People with Visual Impairments
and the Potential Role of On-Body Interaction. 2017.
In: Proceedings of the International ACM SIGACCESS Conference on Computers and Accessibility
(ASSETS’17). ACM, New York, NY, USA, 22–31.
DOI: http://dx.doi.org/10.1145/3132525.3132536.
Jeni Paay, Jesper Kjeldskov, Dimitrios Raptis,
Mikael B. Skov, Ivan S. Penchev, and Elias Ringhauge. Cross-device Interaction with Large Displays
in Public: Insights from Both Users’ and Observers’
Perspectives. 2017. In: Proceedings of the Australasian Computer-Human Interaction Conference
(OzCHI’17). ACM, New York, NY, USA, 87–97.
DOI: http://dx.doi.org/10.1145/3152771.3152781.

[88]

[89]

[90]

[91]

[92]

[93]

[94]

[95]

Jennifer Pearson, Simon Robinson, and Matt Jones.
It’s About Time: Smartwatches As Public Displays.
2015. In: Proceedings of the SIGCHI Conference
on Human Factors in Computing Systems (CHI’15).
ACM, New York, NY, 1257–1266. DOI: http://dx.
doi.org/10.1145/2702123.2702247.
Daniel Pohl and Fernandez de Tejada Quemada,
Carlos. See What I See: Concepts to Improve the
Social Acceptance of HMDs. 2016. In: Proceedings
of the IEEE Virtual Reality Conference (VR’16),
267–268. DOI: http://dx.doi.org/10.1109/VR.2016.
7504756.
Henning Pohl, Andreea Muresan, and Kasper Hornbæk. Charting Subtle Interaction in the HCI Literature. 2019. In: Proceedings of the SIGCHI Conference on Human Factors in Computing Systems
(CHI’19). ACM, New York, NY, 1–15. DOI: http:
//dx.doi.org/10.1145/3290605.3300648.
Halley Profita. 2016. Designing Wearable Computing Technology for Acceptability and Accessibility.
ACM SIGACCESS Accessibility and Computing, (
114), 44–48. DOI: http : / / dx . doi . org / 10 . 1145 /
2904092.2904101.
Halley Profita, Reem Albaghli, Leah Findlater, Paul
Jaeger, and Shaun K. Kane. The AT Effect: How
Disability Affects the Perceived Social Acceptability of Head-Mounted Display Use. 2016. In:
Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems (CHI’16). ACM,
New York, NY, 4884–4895. DOI: http://dx.doi.
org/10.1145/2858036.2858130.
Halley Profita, James Clawson, Scott Gilliland,
Clint Zeagler, Thad Starner, Jim Budd, and Ellen
Yi-Luen Do. Don’t Mind me Touching my Wrist: a
Case Study of Interacting with On-body Technology.
2013. In: Proceedings of the International Symposium on Wearable Computers (ISWC’13), 89–96.
DOI: http://dx.doi.org/10.1145/2493988.2494331.
Halley Profita, Nicholas Farrow, and Nikolaus Correll. Flutter: An Exploration of an Assistive Garment Using Distributed Sensing, Computation and
Actuation. 2015. In: Proceedings of the International Conference on Tangible, Embedded, and
Embodied Interaction (TEI’15). ACM, New York,
NY, USA, 359–362. DOI: http://dx.doi.org/10.
1145/2677199.2680586.
Halley Profita, Abigale Stangl, Laura Matuszewska,
Sigrunn Sky, Raja Kushalnagar, and Shaun K. Kane.
2018. "Wear It Loud": How and Why Hearing Aid
and Cochlear Implant Users Customize Their Devices. ACM TRANS ACCESS COMPUT, 11(3),
13:1–13:32. DOI: http : / / dx . doi . org / 10 . 1145 /
3214382.

[96]

[97]

[98]

[99]

[100]

[101]

[102]

[103]

Jeffrey M. Quinn and Tuan Q. Tran. Attractive
phones don’t have to work better: Independent Effects of Attractiveness, Effectiveness, and Efficiency
on Perceived Usability. 2010. In: Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems (CHI’10). ACM, New York, NY, 353.
DOI: http://dx.doi.org/10.1145/1753326.1753380.
Dimitrios Raptis, Anders Bruun, Jesper Kjeldskov,
and Mikael B. Skov. 2017. Converging Coolness
and Investigating its Relation to User Experience.
BEHAV INFORM TECHNOL, 36(4), 333–350. DOI:
http://dx.doi.org/10.1080/0144929X.2016.1232753.
Stuart Reeves, Steve Benford, Claire O’Malley, and
Mike Fraser. Designing the Spectator Experience.
2005. In: Proceedings of the SIGCHI Conference
on Human Factors in Computing Systems (CHI’05).
ACM, New York, NY, 741–750. DOI: http://dx.
doi.org/10.1145/1054972.1055074.
Jun Rekimoto. GestureWrist and GesturePad: Unobtrusive Wearable Interaction Devices. 2001. In:
Proceedings of the International Symposium on
Wearable Computers (ISWC’01). IEEE Computer
Society, 21–27. DOI: http://dx.doi.org/10.1109/
ISWC.2001.962092.
Julie Rico and Stephen Brewster. Gestures all
Around Us: User Differences in Social Acceptability Perceptions of Gesture Based Interfaces.
2009. In: Proceedings of the ACM International
Conference on Human-Computer Interaction with
Mobile Devices and Services (MobileHCI’09). ACM
Press, New York, New York, USA, 1. DOI: http :
//dx.doi.org/10.1145/1613858.1613936.
Julie Rico and Stephen Brewster. Gesture and Voice
Prototyping for Early Evaluations of Social Acceptability in Multimodal Interfaces. 2010. In: Proceedings of the International Conference on Multimodal
Interfaces and the Workshop on Machine Learning for Multimodal Interaction (ICMI-MLMI’10).
ACM, New York, NY, USA, 16:1–16:9. DOI: http:
//dx.doi.org/10.1145/1891903.1891925.
Julie Rico and Stephen Brewster. Usable Gestures
for Mobile Interfaces: Evaluating Social Acceptability. 2010. In: Proceedings of the SIGCHI Conference on Human Factors in Computing Systems
(CHI’10). ACM, New York, NY, 887. DOI: http:
//dx.doi.org/10.1145/1753326.1753458.
Mikko J. Rissanen, Owen Noel Newton Fernando,
Horathalge Iroshan, Samantha Vu, Natalie Pang,
and Schubert Foo. Ubiquitous Shortcuts: Mnemonics by Just Taking Photos. 2013. In: Proceedings
of the SIGCHI Conference on Human Factors in
Computing Systems (CHI’13). ACM, New York,
NY, 1641–1646. DOI: http://dx.doi.org/10.1145/
2468356.2468650.

[104]

[105]

[106]

[107]

[108]

[109]

[110]

[111]

Yvonne Rogers, Kay Connelly, Lenore Tedesco,
William Hazlewood, Andrew Kurtz, Robert E. Hall,
Josh Hursey, and Tammy Toscos. Why It’s Worth
the Hassle: The Value of In-Situ Studies When Designing Ubicomp. 2007. In: Proceedings of the
International Conference on Ubiquitous Computing
(UbiComp’07). Springer Berlin Heidelberg, Berlin,
Heidelberg, 336–353. DOI: http://dx.doi.org/10.
1007/978-3-540-74853-3_20.
Sami Ronkainen, Jonna Häkkilä, Saana Kaleva,
Ashley Colley, and Jukka Linjama. Tap Input as
an Embedded Interaction Method for Mobile Devices. 2007. In: Proceedings of the International
Conference on Tangible and Embedded Interaction
(TEI’07). ACM Press, New York, New York, USA,
263. DOI: http : / / dx . doi . org / 10 . 1145 / 1226969 .
1227023.
Nina Savela, Tuuli Turja, and Atte Oksanen. 2018.
Social Acceptance of Robots in Different Occupational Fields: A Systematic Literature Review.
INT J SOC ROBOT, 10(4), 493–502. DOI: http :
//dx.doi.org/10.1007/s12369-017-0452-5.
Hanna Schneider, Malin Eiband, Daniel Ullrich,
and Andreas Butz. Empowerment in HCI - A Survey and Framework. 2018. In: Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems (CHI’18). ACM, New York, NY, 1–14.
DOI: http://dx.doi.org/10.1145/3173574.3173818.
Valentin Schwind, Niklas Deierlein, Romina Poguntke, and Niels Henze. Understanding the Social
Acceptability of Mobile Devices Using the Stereotype Content Model. 2019. In: Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems (CHI’19). ACM, Glasgow, Scotland Uk,
361:1–361:12. DOI: http://dx.doi.org/10.1145/
3290605.3300591.
Valentin Schwind, Jens Reinhardt, Rufat Rzayev,
Niels Henze, and Katrin Wolf. Virtual Reality on
the Go?: A Study on Social Acceptance of VR
Glasses. 2018. In: Proceedings of the ACM International Conference on Human-Computer Interaction
with Mobile Devices and Services (MobileHCI’18).
ACM, New York, NY, USA, 111–118. DOI: http:
//dx.doi.org/10.1145/3236112.3236127.
Marcos Serrano, Barrett M. Ens, and Pourang P.
Irani. Exploring the Use of Hand-to-Face Input for
Interacting with Head-worn Displays. 2014. In:
Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems (CHI’14). ACM,
New York, NY, 3181–3190. DOI: http://dx.doi.
org/10.1145/2556288.2556984.
Kristen Shinohara and Jacob O. Wobbrock. In the
Shadow of Misperception: Assistive Technology
Use and Social Interactions. 2011. In: Proceedings
of the SIGCHI Conference on Human Factors in
Computing Systems (CHI’11). ACM, New York,

NY, 705–714. DOI: http://dx.doi.org/10.1145/
1978942.1979044.

[112]

[113]

[114]

[115]

[116]

[117]

[118]

[119]

[120]

Ben Shneiderman and Anne Rose. Social Impact
Statements: Engaging Public Participation in Information Technology Design. 1996. In: Proceedings
of the Symposium on Computers and the Quality of
Life (CQL’96). ACM Press, New York, NY, USA,
90–96. DOI: http://dx.doi.org/10.1145/238339.
238378.
S. Shyam Sundar, Daniel J. Tamul, and Mu Wu.
2014. Capturing "cool": Measures for Assessing
Coolness of Technological Products. INT J HUMCOMPUT ST, 72(2), 169–180. DOI: http://dx.doi.
org/10.1016/j.ijhcs.2013.09.008.
Aleksandra Taniberg, Lars Botin, and Kashmiri Stec.
Context of Use Affects the Social Acceptability of
Gesture Interaction. 2018. In: Proceedings of the
Nordic Conference on Human-Computer Interaction
(NordiCHI’18). ACM, New York, NY, USA, 731–
735. DOI: http : / / dx . doi . org / 10 . 1145 / 3240167 .
3240250.
Edmund R. Thompson. 2007. Development and Validation of an Internationally Reliable Short-Form of
the Positive and Negative Affect Schedule (PANAS).
J CROSS CULT PSYCHOL, 38(2), 227–242. DOI:
http://dx.doi.org/10.1177/0022022106297301.
Sofia Thunberg, Sam Thellman, and Tom Ziemke.
Don’t Judge a Book by its Cover: A Study of the
Social Acceptance of NAO vs. Pepper. 2017. In:
Proceedings of the International Conference on
Human Agent Interaction (HAI’17). ACM Press,
New York, New York, USA, 443–446. DOI: http:
//dx.doi.org/10.1145/3125739.3132583.
Aaron Toney, Barrie Mulley, Bruce H. Thomas, and
Wayne Piekarski. 2003. Social Weight: Designing
to Minimise the Social Consequences arising from
Technology Use by the Mobile Professional. PERS
UBIQUIT COMPUT, 7(5), 309–320. DOI: http :
//dx.doi.org/10.1007/s00779-003-0245-8.
Alexandre N. Tuch and Kasper Hornbæk. 2015.
Does Herzberg’s Notion of Hygienes and Motivators Apply to User Experience? ACM T COMPUTHUM INT, 22(4), 1–24. DOI: http://dx.doi.org/10.
1145/2724710.
Ying-Chao Tung, Chun-Yen Hsu, Han-Yu Wang,
Silvia Chyou, Jhe-Wei Lin, Pei-Jung Wu, Andries
Valstar, and Mike Y. Chen. User-Defined Game
Input for Smart Glasses in Public Space. 2015. In:
Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems (CHI’15). ACM,
New York, NY, 3327–3336. DOI: http://dx.doi.
org/10.1145/2702123.2702214.
Gary R. Vandenbos. APA Dictionary of Psychology.
1. ed. Washington: American Psychological Assoc,
2007. ISBN: 978-1-59147-380-0.

[121]

[122]

[123]

[124]

[125]

[126]

[127]

Viswanath Venkatesh and Michael G. Morris. 2000.
Why Don’t Men Ever Stop to Ask for Directions?
Gender, Social Influence, and Their Role in Technology Acceptance and Usage Behavior. MIS Q, 24(1),
115–139. DOI: http://dx.doi.org/10.2307/3250981.
Surbhit Verma, Himanshu Bansal, and Keyur Sorathia. A Study for Investigating Suitable Gesture
Based Selection for Gestural User Interfaces. 2015.
In: Proceedings of the International Conference on
HCI (IndiaHCI’15). ACM, New York, NY, USA,
47–55. DOI: http://dx.doi.org/10.1145/2835966.
2835972.
Arnold P. O. S. Vermeeren, Effie Lai-Chong Law,
Virpi Roto, Marianna Obrist, Jettie Hoonhout,
and Kaisa Väänänen-Vainio-Mattila. User Experience Evaluation Methods: Current State and Development Needs. 2010. In: Proceedings of the
Nordic Conference on Human-Computer Interaction
(NordiCHI’10). ACM, Reykjavik, Iceland, 521–530.
DOI: http://dx.doi.org/10.1145/1868914.1868973.
Elena Vildjiounaite, Julia Kantorovitch, Vesa Kyllönen, Ilkka Niskanen, Mika Hillukkala, Kimmo
Virtanen, Olli Vuorinen, Satu-Marja Mäkelä, Tommi
Keränen, Johannes Peltola, Jani Mäntyjärvi, and
Andrew Tokmakoff. Designing Socially Acceptable
Multimodal Interaction in Cooking Assistants. 2011.
In: Proceedings of the International Conference on
Intelligent User Interfaces (IUI’11). ACM, New
York, NY, USA, 415–418. DOI: http://dx.doi.org/
10.1145/1943403.1943479.
Cheng-Yao Wang, Wei-Chen Chu, Po-Tsung Chiu,
Min-Chieh Hsiu, Yih-Harn Chiang, and Mike Y.
Chen. PalmType: Using Palms As Keyboards for
Smart Glasses. 2015. In: Proceedings of the ACM
International Conference on Human-Computer
Interaction with Mobile Devices and Services (MobileHCI’15). ACM, New York, NY, USA, 153–160.
DOI: http://dx.doi.org/10.1145/2785830.2785886.
Martin Weigel, Tong Lu, Gilles Bailly, Antti
Oulasvirta, Carmel Majidi, and Jürgen Steimle.
iSkin: Flexible, Stretchable and Visually Customizable On-Body Touch Sensors for Mobile Computing. 2015. In: Proceedings of the SIGCHI Conference on Human Factors in Computing Systems
(CHI’15). ACM, New York, NY, 2991–3000. DOI:
http://dx.doi.org/10.1145/2702123.2702391.
Martin Weigel, Vikram Mehta, and Jürgen Steimle.
More Than Touch: Understanding How People Use
Skin As an Input Surface for Mobile Computing.
2014. In: Proceedings of the SIGCHI Conference
on Human Factors in Computing Systems (CHI’14).
ACM, New York, NY, 179–188. DOI: http://dx.
doi.org/10.1145/2556288.2557239.

[128]

[129]

[130]

[131]

[132]

[133]

[134]

[135]

[136]

Julie R. Williamson. User Experience, Performance,
and Social Acceptability: Usable Multimodal Mobile Interaction. Ph.D. Dissertation. University of
Glasgow. 2012.
Julie R. Williamson, Stephen Brewster, and Rama
Vennelakanti. Mo! Games: Evaluating Mobile Gestures In the Wild. 2013. In: Proceedings of the
International Conference on Multimodal Interfaces
(ICMI’13), 173–180. DOI: http://dx.doi.org/10.
1145/2522848.2522874.
Julie R. Williamson, Andrew Crossan, and Stephen
Brewster. Multimodal Mobile Interactions: Usability
Studies in Real World Settings. 2011. In: Proceedings of the International Conference on Multimodal
Interfaces (ICMI’11). ACM, New York, NY, USA,
361–368. DOI: http://dx.doi.org/10.1145/2070481.
2070551.
Julie R. Williamson, Mark McGill, and Khari Outram. PlaneVR: Social Acceptability of Virtual Reality for Aeroplane Passengers. 2019. In: Proceedings
of the SIGCHI Conference on Human Factors in
Computing Systems (CHI’19). ACM, New York,
NY, 1–14. DOI: http://dx.doi.org/10.1145/3290605.
3300310.
Julie Rico Williamson. Send Me Bubbles: Multimodal Performance and Social Acceptability. 2011.
In: Proceedings of the SIGCHI Conference on Human Factors in Computing Systems (CHI’11). ACM,
New York, NY, 899–904. DOI: http://dx.doi.org/
10.1145/1979742.1979513.
Jacob O. Wobbrock, Htet Htet Aung, Brandon
Rothrock, and Brad A. Myers. Maximizing the
Guessability of Symbolic Input. 2005. In: Proceedings of the SIGCHI Conference on Human Factors
in Computing Systems (CHI’05). ACM, New York,
NY, 1869–1872. DOI: http://dx.doi.org/10.1145/
1056808.1057043.
Jacob O. Wobbrock and Julie A. Kientz. 2016. Research Contribution in Human-Computer Interaction. Interactions, 23(3), 38–44. DOI: http://dx.doi.
org/10.1145/2907069.
Tetsuya Yamamoto, Tsutomu Terada, and Masahiko
Tsukamoto. Designing Gestures for Hands and
Feet in Daily Life. 2011. In: Proceedings of the
Interantional Conference on Advances in Mobile
Computing and Multimedia (MoMM’11). ACM,
New York, NY, USA, 285–288. DOI: http://dx.doi.
org/10.1145/2095697.2095757.
Sang Ho Yoon, Ke Huo, Vinh P. Nguyen, and
Karthik Ramani. TIMMi: Finger-worn Textile Input
Device with Multimodal Sensing in Mobile Interaction. 2015. In: Proceedings of the International
Conference on Tangible, Embedded, and Embodied
Interaction (TEI’15). ACM, New York, NY, USA,
269–272. DOI: http://dx.doi.org/10.1145/2677199.
2680560.

[137]

Chuang-Wen You, Ya-Fang Lin, Elle Luo, HungYeh Lin, and Hsin-Liu (Cindy) Kao. Understanding
Social Perceptions Towards Interacting with Onskin Interfaces in Public. 2019. In: Proceedings of
the International Symposium on Wearable Computers (ISWC’19). ACM, London, United Kingdom,
244–253. DOI: http://dx.doi.org/10.1145/3341163.
3347751.

[138]

Kamer Ali Yuksel, Sinan Buyukbas, and Serdar
Hasan Adali. Designing Mobile Phones Using
Silent Speech Input and Auditory Feedback. 2011.
In: Proceedings of the ACM International Conference on Human-Computer Interaction with Mobile
Devices and Services (MobileHCI’11). ACM, New
York, NY, USA, 711–713. DOI: http://dx.doi.org/
10.1145/2037373.2037492.

