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The UX Book
Whether it's software, a cell phone, or a refrigerator, your customer wants - no,
expects - your product to be easy to use. This fully revised handbook provides
clear, step-by-step guidelines to help you test your product for usability.
Completely updated with current industry best practices, it can give you that allimportant marketplace advantage: products that perform the way users expect.
You'll learn to recognize factors that limit usability, decide where testing should
occur, set up a test plan to assess goals for your product's usability, and more.

Software Engineering at Google
Usability Testing of Medical Devices covers the nitty-gritty of usability test
planning, conducting, and results reporting. The book also discusses the
government regulations and industry standards that motivate many medical
device manufacturers to conduct usability tests.Since publication of the first
edition, the FDA and other regulatory groups h

Don't Make Me Think, Revisited
The things you need to do to set up a new software project can be daunting. First,
you have to select the back-end framework to create your API, choose your
database, set up security, and choose your build tool. Then you have to choose the
tools to create your front end: select a UI framework, configure a build tool, set up
Sass processing, configure your browser to auto-refresh when you make changes,
and configure the client and server so they work in unison. If you're building a new
application using Spring Boot and Angular, you can save days by using JHipster.
JHipster generates a complete and modern web app, unifying: - A highperformance and robust Java stack on the server side with Spring Boot - A sleek,
modern, mobile-first front-end with Angular and Bootstrap - A robust microservice
architecture with the JHipster Registry, Netflix OSS, the ELK stack, and Docker - A
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powerful workflow to build your application with Yeoman, Webpack, and
Maven/Gradle

Lean User Testing
Get past the myths of testing in agile environments - and implement agile testing
the RIGHT way. * * For everyone concerned with agile testing: developers, testers,
managers, customers, and other stakeholders. * Covers every key issue: Values,
practices, organizational and cultural challenges, collaboration, metrics,
infrastructure, documentation, tools, and more. * By two of the world's most
experienced agile testing practitioners and consultants. Software testing has
always been crucial, but it may be even more crucial in agile environments that
rely heavily on repeated iterations of software capable of passing tests. There are,
however, many myths associated with testing in agile environments. This book
helps agile team members overcome those myths -- and implement testing that
truly maximizes software quality and value. Long-time agile testers Lisa Crispin
and Janet Gregory offer powerful insights for three large, diverse groups of readers:
experienced testers who are new to agile; members of newly-created agile teams
who aren't sure how to perform testing or work with testers; and test/QA managers
whose development teams are implementing agile. Readers will learn specific agile
testing practices and techniques that can mean the difference between success
and failure; discover how to transition 'traditional' test teams to agile; and learn
how to integrate testers smoothly into agile teams. Drawing on extensive
experience, the authors illuminate topics ranging from culture to test planning to
automated tools. They cover every form of testing: business-facing tests,
technology-facing tests, exploratory tests, context-driven and scenario tests, load,
stability, and endurance tests, and more. Using this book's techniques, readers can
improve the effectiveness and reduce the risks of any agile project or initiative.

Agile Testing
Whether you’re designing consumer electronics, medical devices, enterprise Web
apps, or new ways to check out at the supermarket, today’s digitally-enabled
products and services provide both great opportunities to deliver compelling user
experiences and great risks of driving your customers crazy with complicated,
confusing technology. Designing successful products and services in the digital age
requires a multi-disciplinary team with expertise in interaction design, visual
design, industrial design, and other disciplines. It also takes the ability to come up
with the big ideas that make a desirable product or service, as well as the skill and
perseverance to execute on the thousand small ideas that get your design into the
hands of users. It requires expertise in project management, user research, and
consensus-building. This comprehensive, full-color volume addresses all of these
and more with detailed how-to information, real-life examples, and exercises.
Topics include assembling a design team, planning and conducting user research,
analyzing your data and turning it into personas, using scenarios to drive
requirements definition and design, collaborating in design meetings, evaluating
and iterating your design, and documenting finished design in a way that works for
engineers and stakeholders alike.
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Universal Methods of Design
How can you establish a customer-centric culture in an organization? This is the
first comprehensive book on how to actually do service design to improve the
quality and the interaction between service providers and customers. You’ll learn
specific facilitation guidelines on how to run workshops, perform all of the main
service design methods, implement concepts in reality, and embed service design
successfully in an organization. Great customer experience needs a common
language across disciplines to break down silos within an organization. This book
provides a consistent model for accomplishing this and offers hands-on
descriptions of every single step, tool, and method used. You’ll be able to focus on
your customers and iteratively improve their experience. Move from theory to
practice and build sustainable business success.

Ten Strategies of a World-Class Cybersecurity Operations
Center
Your One-Stop Guide To Passing The ISTQB Foundation Level ExamFoundations of
Software Testing: Updated edition for ISTQB Certification is your essential guide to
software testing and the ISTQB Foundation qualification. Whether you are a
students or tester of ISTQB, this book is an essential purchase if you want to
benefit from the knowledge and experience of those involved in the writing of the
ISTQB Syllabus.This book adopts a practical and hands-on approach, covering the
fundamental principles that every system and software tester should know. Each of
the six sections of the syllabus is covered by backgroound tests, revision help and
sample exam questions. The also contains a glossary, sample full-length
examination and information on test certification. The authors are seasoned testprofessionals and developers of the ISTQB syllabus itself, so syllabus coverage is
thorough and in-depth. This book is designed to help you pass the ISTQB exam and
qualify at Foundation Level, and is enhanced with many useful learning aids.ABOUT
ISTQBISTQB is a multi-national body overseeing the development of international
qualifications in software testing. In a world of employment mobility and multinational organizations, having an internationally recognized qualification ensures
that there is a common understanding, internationally, of software testing issues.

Kafka: The Definitive Guide
Ten Strategies of a World-Class Cyber Security Operations Center conveys MITRE's
accumulated expertise on enterprise-grade computer network defense. It covers
ten key qualities of leading Cyber Security Operations Centers (CSOCs), ranging
from their structure and organization, to processes that best enable smooth
operations, to approaches that extract maximum value from key CSOC technology
investments. This book offers perspective and context for key decision points in
structuring a CSOC, such as what capabilities to offer, how to architect large-scale
data collection and analysis, and how to prepare the CSOC team for agile, threatbased response. If you manage, work in, or are standing up a CSOC, this book is for
you. It is also available on MITRE's website, www.mitre.org.

Handbook of Usability Testing
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The Mom Test is a quick, practical guide that will save you time, money, and
heartbreak. They say you shouldn't ask your mom whether your business is a good
idea, because she loves you and will lie to you. This is technically true, but it
misses the point. You shouldn't ask anyone if your business is a good idea. It's a
bad question and everyone will lie to you at least a little . As a matter of fact, it's
not their responsibility to tell you the truth. It's your responsibility to find it and it's
worth doing right . Talking to customers is one of the foundational skills of both
Customer Development and Lean Startup. We all know we're supposed to do it, but
nobody seems willing to admit that it's easy to screw up and hard to do right. This
book is going to show you how customer conversations go wrong and how you can
do better.

Graphic Design School
Measuring the User Experience was the first book that focused on how to quantify
the user experience. Now in the second edition, the authors include new material
on how recent technologies have made it easier and more effective to collect a
broader range of data about the user experience. As more UX and web
professionals need to justify their design decisions with solid, reliable data,
Measuring the User Experience provides the quantitative analysis training that
these professionals need. The second edition presents new metrics such as
emotional engagement, personas, keystroke analysis, and net promoter score. It
also examines how new technologies coming from neuro-marketing and online
market research can refine user experience measurement, helping usability and
user experience practitioners make business cases to stakeholders. The book also
contains new research and updated examples, including tips on writing online
survey questions, six new case studies, and examples using the most recent
version of Excel. Learn which metrics to select for every case, including behavioral,
physiological, emotional, aesthetic, gestural, verbal, and physical, as well as more
specialized metrics such as eye-tracking and clickstream data Find a vendorneutral examination of how to measure the user experience with web sites, digital
products, and virtually any other type of product or system Discover in-depth
global case studies showing how organizations have successfully used metrics and
the information they revealed Companion site, www.measuringux.com, includes
articles, tools, spreadsheets, presentations, and other resources to help you
effectively measure the user experience

Designing with the Mind in Mind
Offers observations and solutions to fundamental Web design problems, as well as
a new chapter about mobile Web design.

Sprint
Looks at the application design process, describing how to create user-friendly
applications.

Foundations of Software Testing
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Business Model Generation is a handbook for visionaries, game changers, and
challengers striving to defy outmoded business models and design tomorrow's
enterprises. If your organization needs to adapt to harsh new realities, but you
don't yet have a strategy that will get you out in front of your competitors, you
need Business Model Generation. Co-created by 470 "Business Model Canvas"
practitioners from 45 countries, the book features a beautiful, highly visual, 4-color
design that takes powerful strategic ideas and tools, and makes them easy to
implement in your organization. It explains the most common Business Model
patterns, based on concepts from leading business thinkers, and helps you
reinterpret them for your own context. You will learn how to systematically
understand, design, and implement a game-changing business model--or analyze
and renovate an old one. Along the way, you'll understand at a much deeper level
your customers, distribution channels, partners, revenue streams, costs, and your
core value proposition. Business Model Generation features practical innovation
techniques used today by leading consultants and companies worldwide, including
3M, Ericsson, Capgemini, Deloitte, and others. Designed for doers, it is for those
ready to abandon outmoded thinking and embrace new models of value creation:
for executives, consultants, entrepreneurs, and leaders of all organizations. If
you're ready to change the rules, you belong to "the business model generation!"

Value Proposition Design
Graphic Design School allows students to develop core competencies while
understanding how these fundamentals translate into new and evolving media.
With examples from magazines, websites, books, and mobile devices, the Fifth
Edition provides an overview of the visual communications profession, with a new
focus on the intersection of design specialties. A brand-new section on web and
interactivity covers topics such as web tools, coding requirements, information
architecture, web design and layout, mobile device composition, app design, CMS,
designing for social media, and SEO.

Handbook of Human Factors and Ergonomics
Interaction Design
Five years and more than 100,000 copies after it was first published, it's hard to
imagine anyone working in Web design who hasn't read Steve Krug's "instant
classic" on Web usability, but people are still discovering it every day. In this
second edition, Steve adds three new chapters in the same style as the original:
wry and entertaining, yet loaded with insights and practical advice for novice and
veteran alike. Don't be surprised if it completely changes the way you think about
Web design. Three New Chapters! Usability as common courtesy -- Why people
really leave Web sites Web Accessibility, CSS, and you -- Making sites usable and
accessible Help! My boss wants me to ______. -- Surviving executive design whims
"I thought usability was the enemy of design until I read the first edition of this
book. Don't Make Me Think! showed me how to put myself in the position of the
person who uses my site. After reading it over a couple of hours and putting its
ideas to work for the past five years, I can say it has done more to improve my
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abilities as a Web designer than any other book. In this second edition, Steve Krug
adds essential ammunition for those whose bosses, clients, stakeholders, and
marketing managers insist on doing the wrong thing. If you design, write, program,
own, or manage Web sites, you must read this book." -- Jeffrey Zeldman, author of
Designing with Web Standards

User-Centered Design
Quantifying the User Experience: Practical Statistics for User Research offers a
practical guide for using statistics to solve quantitative problems in user research.
Many designers and researchers view usability and design as qualitative activities,
which do not require attention to formulas and numbers. However, usability
practitioners and user researchers are increasingly expected to quantify the
benefits of their efforts. The impact of good and bad designs can be quantified in
terms of conversions, completion rates, completion times, perceived satisfaction,
recommendations, and sales. The book discusses ways to quantify user research;
summarize data and compute margins of error; determine appropriate samples
sizes; standardize usability questionnaires; and settle controversies in
measurement and statistics. Each chapter concludes with a list of key points and
references. Most chapters also include a set of problems and answers that enable
readers to test their understanding of the material. This book is a valuable
resource for those engaged in measuring the behavior and attitudes of people
during their interaction with interfaces. Provides practical guidance on solving
usability testing problems with statistics for any project, including those using Six
Sigma practices Show practitioners which test to use, why they work, best
practices in application, along with easy-to-use excel formulas and web-calculators
for analyzing data Recommends ways for practitioners to communicate results to
stakeholders in plain English Resources and tools available at the authors’ site:
http://www.measuringu.com/

The JHipster Mini-Book
Usability Testing of Medical Devices
Technische Produkte können nur erfolgreich sein, wenn die Gebrauchstauglichkeit,
die Usability, frühzeitig im Entwicklungsprozess geplant und in allen Produktphasen
verankert wird. Dies betrifft smarte Geräte, Softwareprodukte, Webanwendungen
und Apps genauso wie komplexe und umfangreich dokumentierte Maschinen,
Fahrzeuge und Systeme. In ihrem Buch vermittelt Gertrud Grünwied eine
ganzheitliche Sicht auf intuitiv bedienbare Produkte und deren Anleitungen. Sie
bietet das relevante Know-how zu User-Centered Design und eine Übersicht zur
Auswahl von Usability-Methoden. Usability-Maßnahmen beschreibt sie schrittweise
von der Planung, der Durchführung und Auswertung bis zur Optimierung von
Produkt und Anleitung. Der Praxisteil präsentiert Fallstudien für Anleitungen mit
und ohne Produkt sowie für eine Dienste-App im Internet, außerdem eine
Betrachtung zu Kosten, Nutzen und Implementierungszeitpunkt von UsabilityMethoden. Die dargestellten Usability-Maßnahmen erstrecken sich nicht nur auf
das technische Produkt selbst, sondern auch auf die Nutzungssituation und die
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smarte Benutzerinformation, zum Beispiel das Nachschlagen in der
Bedienungsanleitung zur Fehlerbehebung, Dokumentations-Apps zum
Kennenlernen von Systemfunktionen oder das Üben und Lernen anhand einer
Produktsimulation per Video-Tutorial oder Animation. Damit richtet sich das Buch
an alle Mitarbeiter produzierender Unternehmen und ihrer Dienstleister, die an
Usability-Aspekten beteiligt sind - Produktmanager, Entwickler, IT-Spezialisten,
Designer, Technische Redakteure und Mitarbeiter in Schulung und Service, aber
auch an Studierende der Informatik und Ingenieurwissenschaften einschließlich
Technischer Redaktion und Kommunikation. Inhalt: Anforderungen an Usability von
Produkten und Anleitungen "4.0" - Prozesse und Planung - Nutzer- und
Nutzungsforschung - Gestaltung - Evaluation - Anwenden der Methoden und ihre
Wirtschaftlichkeit - Fallstudien - Software-Tools und Normen

It's Our Research
UX Design and Usability Mentor Book includes best practices and real-life examples
in a broad range of topics like: UX design techniques Usability testing techniques
such as eye-tracking User interface design guidelines Mobile UX design principles
Prototyping Lean product development with agile vs. waterfall Use cases User
profiling Personas Interaction design Information architecture Content writing Card
sorting Mind-mapping Wireframes Automation tools Customer experience
evaluation The book includes real-life experiences to help readers apply these best
practices in their own organizations. UX Design and Usability Mentor Book is an
extension of best-selling Business Analyst's Mentor Book. Thanks to the integrated
business analysis and UX design methodology it presents, the book can be used as
a guideline to create user interfaces that are both functional and usable.

UX Research
Games User Research' is the definitive guide to methods and practices for games
user professionals, researchers and students seeking additional expertise or
starting advice in the game development industry. It is the go-to volume for
everyone working with games, with an emphasis on those new to the field.

Web Usability
Lean User Testing A Pragmatic Step-by-Step Guide to User Tests If you believe in
agile software development and delivering value to your customers and your
company, reading this book is the right decision as it will greatly support your
process to identify and create valuable, feasible and usable products. "We Know
What We Need to Build" Who hasn't yet heard that dreaded, gut feeling-based
notion in the past? To my experience, it is rarely valid, but more often an
expression of an outdated thinking, that values output over outcome, that believes
in requirement documents and micromanaging the product team. This book,
however, is dedicated to completely different approach, that Steve Blank once
wrapped up in his famous quote: There are No Facts Inside Your Building - Get
Outside." And you should do so as early as possible in the process -it is the most
important task of any product team. This book is therefore a deliberately short,
focused, pragmatic manual for everyone, who designs, develops or markets
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software: Product manager, engineers and designers (UX/UI). It is based on
hundreds of user interviews that I have run up to now and provides all you need to
know to start your own user interview initiative in about two hours of your time.
Save up to 90% of Typical User Interview Costs And there is more good news: The
lean user testing approach will save up to 90% of the costs compared to
outsourcing user interviews to a professional usability agency, but will return at
least 80% of possible insights. Avoid Building Expensive Features Nobody Wants
No more flying blind in the early stages: Test your hypotheses quickly and turn
product discovery into your advantage over the competition. Learn how to avoid
wasting money on software nobody wants and how to deliver value instead.
Obsolete features aren't just expensive to build. They also need to be maintained
and probably be removed at a later stage again, not to mention their opportunity
costs: Imagine what you could have built instead. Gain More Runway for Your
Startup Optimizing the cycle-time of your product hypotheses will focus available
engineering and product management resources on valuable, usable and feasible
features, thus extending your runway and improving your standing for the next
funding round. Improve Communication with Stakeholders User tests greatly
simplify the communication with stakeholders - theinterviews, you will be running,
are your product organization's first line of defense when it comes to turning down
unreasonable feature requests. About the Author The author has worked for many
years as a product manager and agile coach (Scrum, Lean Startup, Lean Change).
During that time, he developed B2C as well as B2B software, mainly for startups,
including a former Google subsidiary. He originally studied chemistry, business
administration, and law. However, he has never worked in a laboratory. Instead,
back in 1996, he released the first online shop software with SAP R/3 connectivity,
only to learn that the early bird does not necessarily catch the worm. After his
move to Berlin, Germany, he founded a marketplace for local service. In 2011,
Entrepreneurs Club Berlin e.V. followed, as did Startup Camp Berlin- one of the
largest German startup conferences today. His latest project, Age Of Product Invent For Your Customers, focuses on the exchange of knowledge between
product people, designers, and developers. It is about lessons learned and best
practices on how to identify which product to build and how to build it in an
efficient way. Age Of Product will host events and workshops in Berlin from autumn
2015 on and might also organize a new conference in the near future."

Usability von Produkten und Anleitungen im digitalen Zeitalter
Usability Testing Essentials provides readers with the tools and techniques needed
to begin usability testing or to advance their knowledge in this area. The book
begins by presenting the essentials of usability testing, which include focusing on
the user and not the product; knowing when to conduct small or large studies; and
thinking of usability as hill climbing. It then reviews testing options and places
usability testing into the context of a user-centered design (UCD). It goes on to
discuss the planning, preparation, and implementation of a usability test. The
remaining chapters cover the analysis and reporting of usability test findings, and
the unique aspects of international usability testing. This book will be useful to
anyone else involved in the development or support of any type of product, such
as software or web developers, engineers, interaction designers, information
architects, technical communicators, visual or graphic designers, trainers, userassistance specialists, and instructional technologists. Provides a comprehensive,
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step-by-step guide to usability testing, a crucial part of every product’s
development The fully updated four-color edition now features important usability
issues such as international testing, persona creation, remote testing, and
accessibility Follow-up to Usability Testing and Research (9780205315192,
Longman, 2001), winner of the highest-level award from the Society for Technical
Communication

Designing for the Digital Age
As a meaningful manifestation of how institutionalized the discipline has become,
the new Handbook of Translation Studies is most welcome. It joins the other signs
of maturation such as Summer Schools, the development of academic curricula,
historical surveys, journals, book series, textbooks, terminologies, bibliographies
and encyclopedias. The HTS aims at disseminating knowledge about translation
and interpreting and providing easy access to a large range of topics, traditions,
and methods to a relatively broad audience: not only students who often
adamantly prefer such user-friendliness, researchers and lecturers in Translation
Studies, Translation & Interpreting professionals; but also scholars and experts
from other disciplines (among which linguistics, sociology, history, psychology). In
addition the HTS addresses any of those with a professional or personal interest in
the problems of translation, interpreting, localization, editing, etc., such as
communication specialists, journalists, literary critics, editors, public servants,
business managers, (intercultural) organization specialists, media specialists,
marketing professionals. Moreover, The HTS offers added value. First of all, it is the
first Handbook with this scope in Translation Studies that has both a print edition
and an online version. The advantages of an online version are obvious: it is more
flexible and accessible, and in addition, the entries can be regularly revised and
updated. The Handbook is variously searchable: by article, by author, by subject. A
second benefit is the interconnection with the selection and organization principles
of the online Translation Studies Bibliography (TSB). The taxonomy of the TSB has
been partly applied to the selection of entries for the HTS. Moreover, many items in
the reference lists are hyperlinked to the TSB, where the user can find an abstract
of a publication. All articles (between 500 and 6,000 words) are written by
specialists in the different subfields and are peer-reviewed. Last but not least, the
usability, accessibility and flexibility of the HTS depend on the commitment of
people who agree that Translation Studies does matter. All users are therefore
invited to share their feedback. Any questions, remarks and suggestions for
improvement can be sent to the editorial team at hts@lessius.eu.

Games User Research
This is the official guide and reference manual for Subversion 1.6 - the popular
open source revision control technology.

This Is Service Design Doing
The Mom Test
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Early user interface (UI) practitioners were trained in cognitive psychology, from
which UI design rules were based. But as the field evolves, designers enter the
field from many disciplines. Practitioners today have enough experience in UI
design that they have been exposed to design rules, but it is essential that they
understand the psychology behind the rules in order to effectively apply them. In
Designing with the Mind in Mind, Jeff Johnson, author of the best selling GUI
Bloopers, provides designers with just enough background in perceptual and
cognitive psychology that UI design guidelines make intuitive sense rather than
being just a list of rules to follow. The first practical, all-in-one source for
practitioners on user interface design rules and why, when and how to apply them
Provides just enough background into the reasoning behind interface design rules
that practitioners can make informed decisions in every project Gives practitioners
the insight they need to make educated design decisions when confronted with
tradeoffs, including competing design rules, time constrictions, or limited resources

Don't Make Me Think
From three design partners at Google Ventures, a unique five-day process--called
the sprint--for solving tough problems using design, prototyping, and testing ideas
with customers.

Usability Assessment
Gain actionable insights from qualitative remote studies to improve user
experience Key Features Understand the different usability testing methodologies
and their strengths and weaknesses Master the execution of remote studies Learn
how to analyze and present study results Book Description Usability testing is a
subdiscipline of User Experience. Its goal is to ensure that a given product is easy
to use and the user's experience with the product is intuitive and satisfying.
Usability studies are conducted with study participants who are representative of
the target users to gather feedback on a user interface. The feedback is then used
to refine and improve the user interface. Remote studies involve fewer logistics,
allow participation regardless of location and are quicker and cheaper to execute
compared to in person studies, while delivering valuable insights. The users are not
inhibited by being in a new environment under observation; they can act naturally
in their familiar environment. Remote unmoderated studies additionally have the
advantage of being independent of time zones. This book will teach you how to
conduct qualitative remote usability studies, in particular remote moderated and
unmoderated studies. Each chapter provides actionable tips on how to use each
methodology and how to compensate for the specific nature of each methodology.
The book also provides material to help with planning and executing each study
type. What you will learn Choose the most suitable remote study methodology
Establish a clear goal for the study Plan the study execution Understand
recruitment logistics, expectations and compensation Set up and moderate remote
studies Write good tasks and questions for each methodology Analyze and
document the study results Deliver results that align with the goal for the study
Who this book is for This book is for user experience (UX) professionals familiar
with traditional in-person usability testing methodologies, or for UX designers with
no prior exposure to user research and usability testing. Customer experience
professionals or product managers who want to understand remote usability
Page 10/16

Get Free Handbook Of Usability Testing Buch
testing will also find this book useful. No knowledge of remote usability testing is
needed.

Subversion 1.6 Official Guide
Usability Assessment is a concise volume for anyone requiring knowledge and
practice in assessing the usability of any type of product, tool, or system before it
is launched. It provides a brief history and rationale for conducting usability
assessments and examples of how usability assessment methods have been
applied, takes readers step by step through the process, highlights challenges and
special cases, and offers real-life examples. By the end of the book, readers will
have the knowledge and skills they need to conduct their own usability
assessments without requiring that they read textbooks or attend workshops. This
book will be valuable for undergraduate and graduate students; practitioners;
usability professionals; human-computer interaction professionals; researchers in
fields such as industrial design, industrial/organizational psychology, and computer
science; and those working in a wide range of content domains, such as health
care, transportation, product design, aerospace, and manufacturing.

Quantifying the User Experience
The discipline of user experience (UX) design has matured into a confident practice
and this edition reflects, and in some areas accelerates, that evolution. Technically
this is the second edition of The UX Book, but so much of it is new, it is more like a
sequel. One of the major positive trends in UX is the continued emphasis on
design—a kind of design that highlights the designer’s creative skills and insights
and embodies a synthesis of technology with usability, usefulness, aesthetics, and
meaningfulness to the user. In this edition a new conceptual top-down design
framework is introduced to help readers with this evolution. This entire edition is
oriented toward an agile UX lifecycle process, explained in the funnel model of
agile UX, as a better match to the now de facto standard agile approach to
software engineering. To reflect these trends, even the subtitle of the book is
changed to “Agile UX design for a quality user experience . Designed as a how-todo-it handbook and field guide for UX professionals and a textbook for aspiring
students, the book is accompanied by in-class exercises and team projects. The
approach is practical rather than formal or theoretical. The primary goal is still to
imbue an understanding of what a good user experience is and how to achieve it.
To better serve this, processes, methods, and techniques are introduced early to
establish process-related concepts as context for discussion in later chapters.
Winner of a 2020 Textbook Excellence Award (College) (Texty) from the Textbook
and Academic Authors Association A comprehensive textbook for
UX/HCI/Interaction Design students readymade for the classroom, complete with
instructors’ manual, dedicated web site, sample syllabus, examples, exercises, and
lecture slides Features HCI theory, process, practice, and a host of real world
stories and contributions from industry luminaries to prepare students for working
in the field The only HCI textbook to cover agile methodology, design approaches,
and a full, modern suite of classroom material (stemming from tried and tested
classroom use by the authors)
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UX Design and Usability Mentor Book
Universal Methods of Design provides a thorough and critical presentation of 100
research methods, synthesis/analysis techniques, and research deliverables for
human centered design, delivered in a concise and accessible format perfect for
designers, educators, and students. Whether research is already an integral part of
a practice or curriculum, or whether it has been unfortunately avoided due to
perceived limitations of time, knowledge, or resources, Universal Methods of
Design will serve as an invaluable compendium of methods that can be easily
referenced and utilized by cross-disciplinary teams in nearly any design project.
Universal Methods of Design : dismantles the myth that user research methods are
complicated, expensive, and time-consuming ; creates a shared meaning for crossdisciplinary design teams ; illustrates methods with compelling visualizations and
case studies ; characterizes each method at a glance ; indicates when methods are
best employed to help prioritize appropriate design research strategies. Universal
Methods of Design distills each method down to its most powerful essence, in a
format that will help design teams select and implement the most credible
research methods best suited to their design culture within the constraints of their
projects.

Designing Pleasurable Products
Today, software engineers need to know not only how to program effectively but
also how to develop proper engineering practices to make their codebase
sustainable and healthy. This book emphasizes this difference between
programming and software engineering. How can software engineers manage a
living codebase that evolves and responds to changing requirements and demands
over the length of its life? Based on their experience at Google, software engineers
Titus Winters and Hyrum Wright, along with technical writer Tom Manshreck,
present a candid and insightful look at how some of the world’s leading
practitioners construct and maintain software. This book covers Google’s unique
engineering culture, processes, and tools and how these aspects contribute to the
effectiveness of an engineering organization. You’ll explore three fundamental
principles that software organizations should keep in mind when designing,
architecting, writing, and maintaining code: How time affects the sustainability of
software and how to make your code resilient over time How scale affects the
viability of software practices within an engineering organization What trade-offs a
typical engineer needs to make when evaluating design and development
decisions

Measuring the User Experience
The fourth edition of the Handbook of Human Factors and Ergonomicshas been
completely revised and updated. This includes allexisting third edition chapters
plus new chapters written to covernew areas. These include the following subjects:
Managing low-back disorder risk in the workplace Online interactivity
Neuroergonomics Office ergonomics Social networking HF&E in motor vehicle
transportation User requirements Human factors and ergonomics in aviation
Human factors in ambient intelligent environments As with the earlier editions, the
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main purpose of this handbookis to serve the needs of the human factors and
ergonomicsresearchers, practitioners, and graduate students. Each chapter hasa
strong theory and scientific base, but is heavily focused on realworld applications.
As such, a significant number of case studies,examples, figures, and tables are
included to aid in theunderstanding and application of the material covered.

Usability Testing Essentials
Every enterprise application creates data, whether it’s log messages, metrics, user
activity, outgoing messages, or something else. And how to move all of this data
becomes nearly as important as the data itself. If you’re an application architect,
developer, or production engineer new to Apache Kafka, this practical guide shows
you how to use this open source streaming platform to handle real-time data
feeds. Engineers from Confluent and LinkedIn who are responsible for developing
Kafka explain how to deploy production Kafka clusters, write reliable event-driven
microservices, and build scalable stream-processing applications with this
platform. Through detailed examples, you’ll learn Kafka’s design principles,
reliability guarantees, key APIs, and architecture details, including the replication
protocol, the controller, and the storage layer. Understand publish-subscribe
messaging and how it fits in the big data ecosystem. Explore Kafka producers and
consumers for writing and reading messages Understand Kafka patterns and usecase requirements to ensure reliable data delivery Get best practices for building
data pipelines and applications with Kafka Manage Kafka in production, and learn
to perform monitoring, tuning, and maintenance tasks Learn the most critical
metrics among Kafka’s operational measurements Explore how Kafka’s stream
delivery capabilities make it a perfect source for stream processing systems

Handbook of Translation Studies
Class-tested and coherent, this textbook teaches classical and web information
retrieval, including web search and the related areas of text classification and text
clustering from basic concepts. It gives an up-to-date treatment of all aspects of
the design and implementation of systems for gathering, indexing, and searching
documents; methods for evaluating systems; and an introduction to the use of
machine learning methods on text collections. All the important ideas are
explained using examples and figures, making it perfect for introductory courses in
information retrieval for advanced undergraduates and graduate students in
computer science. Based on feedback from extensive classroom experience, the
book has been carefully structured in order to make teaching more natural and
effective. Slides and additional exercises (with solutions for lecturers) are also
available through the book's supporting website to help course instructors prepare
their lectures.

Remote Usability Testing
It’s Our Research: Getting Stakeholder Buy-in for User Experience Research
Projects discusses frameworks, strategies, and techniques for working with
stakeholders of user experience (UX) research in a way that ensures their buy-in.
This book consists of six chapters arranged according to the different stages of
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research projects. Topics discussed include the different roles of business,
engineering, and user-experience stakeholders; identification of research
opportunities by developing empathy with stakeholders; and planning UX research
with stakeholders. The book also offers ways of teaming up with stakeholders;
strategies to improve the communication of research results to stakeholders; and
the nine signs that indicate that research is making an impact on stakeholders,
teams, and organizations. This book is meant for UX people engaged in usability
and UX research. Written from the perspective of an in-house UX researcher, it is
also relevant for self-employed practitioners and consultants who work in agencies.
It is especially directed at UX teams that face no-time-no-money-for-research
situations. Named a 2012 Notable Computer Book for Information Systems by
Computing Reviews Features a series of video interviews with UX practitioners and
researchers Provides dozens of case studies and visuals from international
research practitioners Provides a toolset that will help you justify your work to
stakeholders, deal with office politics, and hone your client skills Presents tried and
tested techniques for working to reach positive, useful, and fruitful outcomes

Introduction to Information Retrieval
One key responsibility of product designers and UX practitioners is to conduct
formal and informal research to clarify design decisions and business needs. But
there’s often mystery around product research, with the feeling that you need to
be a research Zen master to gather anything useful. Fact is, anyone can conduct
product research. With this quick reference guide, you’ll learn a common language
and set of tools to help you carry out research in an informed and productive
manner. This book contains four sections, including a brief introduction to UX
research, planning and preparation, facilitating research, and analysis and
reporting. Each chapter includes a short exercise so you can quickly apply what
you’ve learned. Learn what it takes to ask good research questions Know when to
use quantitative and qualitative research methods Explore the logistics and details
of coordinating a research session Use softer skills to make research seem natural
to participants Learn tools and approaches to uncover meaning in your raw data
Communicate your findings with a framework and structure

Just Enough Research
The authors of the international bestseller Business Model Generation explain how
to create value propositions customers can’t resist Value Proposition Design helps
you tackle the core challenge of every business — creating compelling products
and services customers want to buy. This highly practical book, paired with its
online companion, will teach you the processes and tools you need to create
products that sell. Using the same stunning visual format as the authors’ global
bestseller, Business Model Generation, this sequel explains how to use the “Value
Proposition Canvas” to design, test, create, and manage products and services
customers actually want. Value Proposition Design is for anyone who has been
frustrated by new product meetings based on hunches and intuitions; it’s for
anyone who has watched an expensive new product launch fail in the market. The
book will help you understand the patterns of great value propositions, get closer
to customers, and avoid wasting time with ideas that won’t work. You’ll learn the
simple process of designing and testing value propositions, that perfectly match
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customers’ needs and desires. In addition the book gives you exclusive access to
an online companion on Strategyzer.com. You will be able to assess your work,
learn from peers, and download pdfs, checklists, and more. Value Proposition
Design is an essential companion to the ”Business Model Canvas” from Business
Model Generation, a tool embraced globally by startups and large corporations
such as MasterCard, 3M, Coca Cola, GE, Fujitsu, LEGO, Colgate-Palmolive, and
many more. Value Proposition Design gives you a proven methodology for success,
with value propositions that sell, embedded in profitable business models."

Business Model Generation
Human factors considerations are increasingly being incorporated into the product
design process. Users are seen more as being important factors in the overall look
and usability of products than just as passive users. We are now treated as
cognitive and physical components of the person/product system. The author, who
is one of the leading lights in the field of cognitive ergonomics, looks at approaches
that assume that if a task can be accomplished with a reasonable degree of
efficiency and within acceptable levels of comfort, then the product can be seen as
fitting to the user. In this book it is argued that in practice these approaches can be
dehumanizing. People are more than merely physical and cognitive processors.
They have hopes, fears, dreams, values and aspirations, indeed these are the very
things that make us human. Designing Pleasurable Products looks both at and
beyond usability, considering how products can appeal to use holistically, leading
to products that are a joy to own.
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