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The Usability Engineering Lifecycle A
Practitioners
Reviews the features and applications of a broad range of
computer software systems that allow the user to choose the
sequence of text or other display at the time of use. Contains
a well-annotated bibliography. Annotation copyright Book
News, Inc. Portland, Or.
In April 1991 BusinessWeek ran a cover story entitled, â€œI
Can't Work This ?#!!@ Thing,â€ about the difficulties many
people have with consumer products, such as cell phones
and VCRs. More than 15 years later, the situation is much the
sameâ€"-but at a very different level of scale. The disconnect
between people and technology has had society-wide
consequences in the large-scale system accidents from major
human error, such as those at Three Mile Island and in
Chernobyl. To prevent both the individually annoying and
nationally significant consequences, human capabilities and
needs must be considered early and throughout system
design and development. One challenge for such
consideration has been providing the background and data
needed for the seamless integration of humans into the
design process from various perspectives: human factors
engineering, manpower, personnel, training, safety and
health, and, in the military, habitability and survivability. This
collection of development activities has come to be called
human-system integration (HSI). Human-System Integration
in the System Development Process reviews in detail more
than 20 categories of HSI methods to provide invaluable
guidance and information for system designers and
developers.
Advice from the experts on how to justify time and money
spent on usability!
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The Essential Persona Lifecycle: Your Guide to Building and
Using Personas offers a practical guide to the creation and
use of personas, which can help product designers, their
team, and their organization become more user focused. This
book is for people who just need to know what to do and what
order to do it in. It is completely focused on practical tools and
methods, without much explanation on why the particular tool
or method is the right one. The book discusses the five
phases of persona lifecycle: Family planning — Basic ideas
and a few tools that will help one get organized Conception
and gestation — Step-by-step instructions to move from
assumptions to completed personas Birth and maturation —
Strategic techniques to get the right information about ones
personas out to ones your teammates at the right time
Adulthood — Specific tools that will ensure that ones personas
are used by the right people at the right times and in the right
ways during the product development cycle Lifetime
achievement and retirement — Basic ideas and a few tools to
you measure the success of the persona effort and prepare
for the next one Practical and immediately applicable how-to
reference guide for building and using personas – from
planning, creating, launching, evaluating, and determining
ROI Invaluable guide that gives you a quick reference for
incorporating personas into a product development process
Features all the essential how-to material from its parent
book, The Persona Lifecycle, as a quick, at your fingertips
companion
You just know that an improvement of the user interface will
reap rewards, but how do you justify the expense and the
labor and the time—guarantee a robust ROI!—ahead of time?
How do you decide how much of an investment should be
funded? And what is the best way to sell usability to others?
In this completely revised and new edition of Cost-Justifying
Usability, Randolph G. Bias (University of Texas at Austin,
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with 25 years’ experience as a usability practitioner and
manager) and Deborah J. Mayhew (internationally recognized
usability consultant and author of two other seminal books
including The Usability Engineering Lifecycle) tackle these
and many other problems. It has been updated to cover costjustifying usability for Web sites and intranets, for the complex
applications we have today, and for a host of
products—offering techniques, examples, and cases that are
unavailable elsewhere. No matter what type of product you
build, whether or not you are a cost-benefit expert or a born
salesperson, this book has the tools that will enable you to
cost-justify the appropriate usability investment. Includes
contributions by a host of experts involved in this work,
including Aaron Marcus, Janice Rohn, Chauncey Wilson,
Nigel Bevan, Dennis Wixon, Clare-Marie Karat, Susan Dray,
Charles Mauro, and many others Includes actionable ideas
for every phase of the software development process
Includes case studies from inside a variety of companies
Includes ideas from "the other side of the table," software
executives who hold the purse strings, who offer thoughts on
which proposals for usability support they've funded, and
which ones they've declined
Human-CenteredSoftwareEngineering:
BridgingHCI,UsabilityandSoftwareEngineering From its
beginning in the 1980’s, the ?eld of human-computer
interaction (HCI) has beende?nedasamultidisciplinaryarena.
BythisImeanthattherehas beenanexplicit recognition that
distinct skills and perspectives are required to make the
whole effort of designing usable computer systems work well.
Thus people with backgrounds in Computer Science (CS) and
Software Engineering (SE) joined with people with bagrounds in various behavioral science disciplines (e. g. ,
cognitive and social psych- ogy, anthropology)inaneffortwhere
allperspectiveswereseenasessentialtocreating usable
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systems. But while the ?eld of HCI brings individuals with
many background disciplines together to discuss a common
goal - the development of useful, usable, satisfying systems the form of the collaboration remains unclear. Are we striving
to coordinate the varied activities in system development, or
are we seeking a richer collaborative framework? In
coordination, Usability and SE skills can remain quite distinct
and while the activities of each group might be critical to the
success of a project, we need only insure that critical results
are provided at appropriate points in the development cycle.
Communication by one group to the other during an activity
might be seen as only minimally necessary. In collaboration,
there is a sense that each group can learn something about
its own methods and processes through a close pa- nership
with the other. Communication during the process of
gathering information from target users of a system by
usability professionals would not be seen as so- thing that
gets in the way of the essential work of software engineering
professionals.
A guide to designing for the Web critiques existing Web sites,
suggests simple solutions for improving site usability, and
offers advice on writing for the Web
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
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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-to-do-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)

User Interface Design and Evaluation provides an
overview of the user-centered design field. It
illustrates the benefits of a user-centered approach
to the design of software, computer systems, and
websites. The book provides clear and practical
discussions of requirements gathering, developing
interaction design from user requirements, and user
interface evaluation. The book's coverage includes
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established HCI topics—for example, visibility,
affordance, feedback, metaphors, mental models,
and the like—combined with practical guidelines for
contemporary designs and current trends, which
makes for a winning combination. It provides a clear
presentation of ideas, illustrations of concepts, using
real-world applications. This book will help readers
develop all the skills necessary for iterative usercentered design, and provides a firm foundation for
user interface design and evaluation on which to
build. It is ideal for seasoned professionals in user
interface design and usability engineering (looking
for new tools with which to expand their knowledge);
new people who enter the HCI field with no prior
educational experience; and software developers,
web application developers, and information
appliance designers who need to know more about
interaction design and evaluation. Co-published by
the Open University, UK. Covers the design of
graphical user interfaces, web sites, and interfaces
for embedded systems. Full color production, with
activities, projects, hundreds of illustrations, and
industrial applications.
This book provides an understanding of how current
research and practice has contributed towards
improving quality issues in software, interaction and
value. The book includes chapters on new
methods/approaches that will enhance the field of
usability. A balance between theoretical and
Page 6/23

Download Free The Usability Engineering
Lifecycle A Practitioners
empirical approaches is maintained throughout, and
all those interested in exploring usability issues in
human-computer interaction will find this a very
useful book.
Activity theory is a way of describing and
characterizing the structure of human - tivity of all
kinds. First introduced by Russian psychologists
Rubinshtein, Leontiev, and Vigotsky in the early part
of the last century, activity theory has more recently
gained increasing attention among interaction
designers and others in the hum- computer
interaction and usability communities (see, for
example, Gay and H- brooke, 2004). Interest was
given a signi?cant boost when Donald Norman
suggested activity-theory and activity-centered
design as antidotes to some of the putative ills of
“human-centered design” (Norman, 2005). Norman,
who has been credited with coining the phrase “usercentered design,” suggested that too much attention
focused on human users may be harmful, that to
design better tools designers need to focus not so
much on users as on the activities in which users are
engaged and the tasks they seek to perform within
those activities. Although many researchers and
practitioners claim to have used or been in?uenced
by activity theory in their work (see, for example,
Nardi, 1996), it is often dif?cult to trace precisely
where or how the results have actually been shaped
by activity theory. Inmanycases, evendetailedcasest
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udiesreportresultsthatseemonlydistantlyrelated, if at
all, to the use of activity theory. Contributing to the
lack of precise and traceable impact is that activity
theory, - spite its name, is not truly a formal and
proper theory.
Executive Summary. What is usability. Generations
of user interfaces. The usability engineering lifecycle.
Usability heuristics. Usability testing. Usability
assessment methods beyond testing. Interface
standards. International user interfaces. Future
developments. Exercises. Bibliography. Author
index. Subject index.
Scenario-based usability engineering -- Analyzing
requirements -- Activity design -- Information design
-- interaction design -- Prototyping -- Usability
evaluation -- User documentation -- Emerging
paradigms for user interaction -- Usability
engineering in practice.
This volume contains the papers presented at the
Second International Conference on Frontiers in
Intelligent Computing: Theory and Applications
(FICTA-2013) held during 14-16 November 2013
organized by Bhubaneswar Engineering College
(BEC), Bhubaneswar, Odisha, India. It contains 63
papers focusing on application of intelligent
techniques which includes evolutionary computation
techniques like genetic algorithm, particle swarm
optimization techniques, teaching-learning based
optimization etc for various engineering applications
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such as data mining, Fuzzy systems, Machine
Intelligence and ANN, Web technologies and
Multimedia applications and Intelligent computing
and Networking etc.
Information technologies play a significant role in
modern information-driven societies, making a
comprehensive understanding of digital media a
fundamental requisite to success. Cases on Usability
Engineering: Design and Development of Digital
Products provides readers with case studies and reallife examples on usability methods and techniques to
test the design and development of digital products,
such as web pages, video games, and mobile
computer applications. Students, lecturers, and
academics concentrating in computer science can
use these cases to investigate how and why usability
can improve the design of digital technology, offering
diverse technological solutions that many academics
have largely failed to disseminate. This book is part
of the Advances in Human and Social Aspects of
Technology series collection.
The Persona Lifecycle is a field guide exclusively
focused on interaction design's most popular new
technique. The Persona Lifecycle addresses the
"how" of creating effective personas and using those
personas to design products that people love. It
doesn’t just describe the value of personas; it offers
detailed techniques and tools related to planning,
creating, communicating, and using personas to
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create great product designs. Moreover, it provides
rich examples, samples, and illustrations to imitate
and model. Perhaps most importantly, it positions
personas not as a panacea, but as a method used to
complement other user-centered design (UCD)
techniques including scenario-based design,
cognitive walkthroughs and user testing. The authors
developed the Persona Lifecycle model to
communicate the value and practical application of
personas to product design and development
professionals. This book explores the complete
lifecycle of personas, to guide the designer at each
stage of product development. It includes a running
case study with rich examples and samples that
demonstrate how personas can be used in building a
product end-to-end. It also presents recommended
best practices in techniques, tools, and innovative
methods and contains hundreds of relevant stories,
commentary, opinions, and case studies from user
experience professionals across a variety of
domains and industries. This book will be a valuable
resource for UCD professionals, including usability
practitioners, interaction designers, technical writers,
and program managers; programmers/developers
who act as the interaction designers for software;
and those professionals who work with developers
and designers. Features * Presentation and
discussion of the complete lifecycle of personas, to
guide the designer at each stage of product
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development. * A running case study with rich
examples and samples that demonstrate how
personas can be used in building a product end-toend. * Recommended best practices in techniques,
tools, and innovative methods. * Hundreds of
relevant stories, commentary, opinions, and case
studies from user experience professionals across a
variety of domains and industries.
This four volume set provides the complete proceedings of
the 10th International Conference on Human-Computer
Interaction held June, 2003 in Crete, Greece. A total of 2,986
individuals from industry, academia, research institutes, and
governmental agencies from 59 countries submitted their
work for presentation at the conference. The papers address
the latest research and development efforts, as well as
highlight the human aspects of design and use of computing
systems. Those accepted for presentation thoroughly cover
the entire field of human-computer interaction, including the
cognitive, social, ergonomic, and health aspects of work with
computers. The papers also address major advances in
knowledge and effective use of computers in a variety of
diversified application areas, including offices, financial
institutions, manufacturing, electronic publishing,
construction, health care, and disabled and elderly people.
Written in an accessible, conversational style, this
comprehensive introduction to usability engineering takes a
project-based approach to the development process. KEY
TOPICS: Provides detailed coverage of the fundamentals
without unnecessary depth or breadth, focusing readers on
understanding the goals and process of usability engineering.
Covers the entire usability engineering lifecycle, emphasizing
select techniques and methodologies. Illustrates the user
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interface development process with examples from a mediumscale development example. MARKET: For anyone interested
in learning more about usability and user interfaces in
computer systems and software.
"The book provides a link between theoretical research and
web engineering, presenting a more holistic approach to web
usability"--Provided by publisher.
Human factors and usability issues have traditionally played a
limited role in security research and secure systems
development. Security experts have largely ignored usability
issues--both because they often failed to recognize the
importance of human factors and because they lacked the
expertise to address them. But there is a growing recognition
that today's security problems can be solved only by
addressing issues of usability and human factors.
Increasingly, well-publicized security breaches are attributed
to human errors that might have been prevented through
more usable software. Indeed, the world's future cybersecurity depends upon the deployment of security technology
that can be broadly used by untrained computer users. Still,
many people believe there is an inherent tradeoff between
computer security and usability. It's true that a computer
without passwords is usable, but not very secure. A computer
that makes you authenticate every five minutes with a
password and a fresh drop of blood might be very secure, but
nobody would use it. Clearly, people need computers, and if
they can't use one that's secure, they'll use one that isn't.
Unfortunately, unsecured systems aren't usable for long,
either. They get hacked, compromised, and otherwise
rendered useless. There is increasing agreement that we
need to design secure systems that people can actually use,
but less agreement about how to reach this goal. Security &
Usability is the first book-length work describing the current
state of the art in this emerging field. Edited by security
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experts Dr. Lorrie Faith Cranor and Dr. Simson Garfinkel, and
authored by cutting-edge security and humancomputerinteraction (HCI) researchers world-wide, this
volume is expected to become both a classic reference and
an inspiration for future research. Security & Usability groups
34 essays into six parts: Realigning Usability and
Security---with careful attention to user-centered design
principles, security and usability can be synergistic.
Authentication Mechanisms-- techniques for identifying and
authenticating computer users. Secure Systems--how system
software can deliver or destroy a secure user experience.
Privacy and Anonymity Systems--methods for allowing people
to control the release of personal information.
Commercializing Usability: The Vendor Perspective--specific
experiences of security and software vendors (e.g.,IBM,
Microsoft, Lotus, Firefox, and Zone Labs) in addressing
usability. The Classics--groundbreaking papers that sparked
the field of security and usability. This book is expected to
start an avalanche of discussion, new ideas, and further
advances in this important field.
Developing software systems which are easy to use while
simultaneously increasing the productivity, performance and
satisfaction of users is still a major challenge in software
engineering. Thus a large number of usability engineering
methods have been proposed to systematically develop
software with high usability. A large number of studies
indicate that even basic usability engineering methods are not
integrated in software development lifecycles practiced in
industrial settings. Yet problems in the adoption of methods
by project teams are rarely examined. This book provides a
new perspective on the integration and adoption of usability
engineering methods by software development teams. The
adoption of methods by project teams – contrary to popular
belief – is not assured just because it is mandated by the
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organization. This work argues that usability engineering
methods can only be regarded as integrated in the software
development process of an organization when these methods
are practiced and accepted by development teams. So far no
frameworks for examining the acceptance of methods by
project teams and for exploiting such data for guiding project
teams in method deployment are available. To address this
problem, this book presents an approach which consists of a
process meta-model for guiding project teams in the
deployment of usability en- neering methods and a
measurement framework for measuring the acceptance of the
deployed methods. The approach is called Adoption-Centric
Usability Engineering.
The 3-volume set LNCS 9169, 9170, 9171 constitutes the
refereed proceedings of the 17th International Conference on
Human-Computer Interaction, HCII 2015, held in Los
Angeles, CA, USA, in August 2015. The total of 1462 papers
and 246 posters presented at the HCII 2015 conferences was
carefully reviewed and selected from 4843 submissions.
These papers address the latest research and development
efforts and highlight the human aspects of design and use of
computing systems. The papers in LNCS 9169 are organized
in topical sections on HCI theory and practice; HCI design
and evaluation methods and tools; interaction design;
emotions in HCI.
There is an intrinsic conflict between creating secure systems
and usable systems. But usability and security can be made
synergistic by providing requirements and design tools with
specific usable security principles earlier in the requirements
and design phase. In certain situations, it is possible to
increase usability and security by revisiting design decisions
made in the past; in others, to align security and usability by
changing the regulatory environment in which the computers
operate. This book addresses creation of a usable security
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protocol for user authentication as a natural outcome of the
requirements and design phase of the authentication method
development life cycle.
Inhaltsangabe:Abstract: The market of mobile technologies is
growing at an enormous rate worldwide. With the latest
developments in technology, new services are being invented
which were not even possible some years ago. As new
devices, applications and services emerge, also the number
of mobile users is increasing in a rapid manner. Mobile
broadband networks like UMTS, EDGE or Wireless LAN
make it possible to reach a large group of users who gain
access with their personal mobile devices, equipped with
multimedia and data capabilities. Due to this development,
new interesting possibilities arise for many areas. One of
these areas is the tourism sector, which is being referred to in
this thesis. The so-called m-tourism (mobile tourism) is an
emerging field with an enormous marketing potential, as
described in Chapter 2. Recent hardware inventions and
developments are greatly pushing the market share.
Companies are offering tailored products filling the needs of
their customers. Personalization of services becomes a
popular trend in this sector. But what do users think about
such a mobile tourism service? Do they feel the service has
added benefits, compared to traditional media and Webbased services? Are those products really user friendly?
What would be the crucial applications and qualities that
make the big difference ? A range of usability issues
concerning mobile services is being discussed in the science
community; are there already viable, good solutions? With the
recent hype of so-called location based services, the
consumer keeps calling for more usable products, featuring
more intuitive interfaces. Others may fear being overwhelmed
with features. Especially for the senior users, a relatively big
target group for most mobile applications, these products
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often remain a mystery. Usability has been and should always
remain a key element for quality software and successful
applications. In this thesis, several applications are described,
some of their user interfaces are analyzed and major flaws
discovered. Furthermore, a corresponding prototype user
interface is introduced with a specific analysis of each
development step, taken from the book The Usability
Engineering Lifecycle by Deborah J. Mayhew. Once
prototypical realisations are available, users can validate the
implemented approaches and evaluate concepts and
realization details from their point of view. Such first user
experiences are a valuable guidance for further [...]

Using extensive practical examples, the
Practitioner's Handbook for User Interface Design
and Development illuminates today's best practices
for user interface design, usability, and usercentered development. Robert J. Torres introduces
user interfaces from three points of view: the user,
the developer, and the system. Next, he introduces a
complete user-centered UI development process,
beginning at the highest level and then drilling down
to each phase of the lifecycle. For every stage,
Torres offers clear principles, specific guidelines,
and practical heuristics for self-assessment.
A comprehensive sourcebook of practical guidelines
for developing clear software user interfaces.
Written by the author of the best-selling HyperText &
HyperMedia, this book is an excellent guide to the
methods of usability engineering. The book provides
the tools needed to avoid usability surprises and
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improve product quality. Step-by-step information on
which method to use at various stages during the
development lifecycle are included, along with
detailed information on how to run a usability test
and the unique issues relating to international
usability. * Emphasizes cost-effective methods that
developers can implement immediately * Instructs
readers about which methods to use when,
throughout the development lifecycle, which
ultimately helps in cost-benefit analysis. * Shows
readers how to avoid the four most frequently listed
reasons for delay in software projects. * Includes
detailed information on how to run a usability test. *
Covers unique issues of international usability. *
Features an extensive bibliography allowing readers
to find additional information. * Written by an
internationally renowned expert in the field and the
author of the best-selling HyperText & HyperMedia.
A detailed and thorough reference on the discipline
and practice of systems engineering The objective of
the International Council on Systems Engineering
(INCOSE) Systems Engineering Handbook is to
describe key process activities performed by
systems engineers and other engineering
professionals throughout the life cycle of a system.
The book covers a wide range of fundamental
system concepts that broaden the thinking of the
systems engineering practitioner, such as system
thinking, system science, life cycle management,
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specialty engineering, system of systems, and agile
and iterative methods. This book also defines the
discipline and practice of systems engineering for
students and practicing professionals alike, providing
an authoritative reference that is acknowledged
worldwide. The latest edition of the INCOSE
Systems Engineering Handbook: Is consistent with
ISO/IEC/IEEE 15288:2015 Systems and software
engineering—System life cycle processes and the
Guide to the Systems Engineering Body of
Knowledge (SEBoK) Has been updated to include
the latest concepts of the INCOSE working groups Is
the body of knowledge for the INCOSE Certification
Process This book is ideal for any engineering
professional who has an interest in or needs to apply
systems engineering practices. This includes the
experienced systems engineer who needs a
convenient reference, a product engineer or
engineer in another discipline who needs to perform
systems engineering, a new systems engineer, or
anyone interested in learning more about systems
engineering.
Hailed on first publication as a compendium of
foundational principles and cutting-edge research,
The Human-Computer Interaction Handbook has
become the gold standard reference in this field.
Derived from select chapters of this groundbreaking
resource, Human-Computer Interaction: The
Development Practice addresses requirements
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specification, design and development, and testing
and evaluation activities. It also covers task analysis,
contextual design, personas, scenario-based design,
participatory design, and a variety of evaluation
techniques including usability testing, inspectionbased and model-based evaluation, and survey
design. The book includes contributions from
eminent researchers and professionals from around
the world who, under the guidance of editors Andrew
Sear and Julie Jacko, explore visionary perspectives
and developments that fundamentally transform the
discipline and its practice.
Provides straightforward and effective methods you
can apply right now to create more usable- userdriven-software. Softcover. CD-ROM included. DLC:
User interfaces (Computer systems)
Here is the first of a four-volume set that constitutes
the refereed proceedings of the 12th International
Conference on Human-Computer Interaction, HCII
2007, held in Beijing, China, jointly with eight other
thematically similar conferences. It covers interaction
design: theoretical issues, methods, techniques and
practice; usability and evaluation methods and tools;
understanding users and contexts of use; and
models and patterns in HCI.
This book constitutes the refereed proceedings of
HCI and Usability for e-Inclusion, held as the 5th
Symposium of the Workgroup Human-Computer
Interaction and Usability Engineering of the Austrian
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Computer Society, USAB 2009, in Linz, Austria, in
November 2009. The 12 revised full papers and 26
revised short papers presented were carefully
reviewed and selected from 60 submissions. The
papers are organized in topical sections on gender
and cognitive performance, usefulness, usability,
accessibility, emotion, confidence and elderly,
usability testing, evaluation, measurement,
education, learning and e-inclusion, design for
adaptive content processing, grounded theory,
activity theory and situated action, smart home,
health and ambient assistent living, user centred
design and usability practice, interaction, assistive
technologies and virtual environments,
communication, interfaces and haptic technology as
well as new technologies and challenges for people
with disabilities.
Do you spend a lot of time during the design process
wondering what users really need? Do you hate those
endless meetings where you argue how the interface
should work? Have you ever developed something that
later had to be completely redesigned? Paper
Prototyping can help. Written by a usability engineer with
a long and successful paper prototyping history, this
book is a practical, how-to guide that will prepare you to
create and test paper prototypes of all kinds of user
interfaces. You'll see how to simulate various kinds of
interface elements and interactions. You'll learn about
the practical aspects of paper prototyping, such as
deciding when the technique is appropriate, scheduling
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the activities, and handling the skepticism of others in
your organization. Numerous case studies and images
throughout the book show you real world examples of
paper prototyping at work. Learn how to use this
powerful technique to develop products that are more
useful, intuitive, efficient, and pleasing: * Save time and
money - solve key problems before implementation
begins * Get user feedback early - use it to focus the
development process * Communicate better - involve
development team members from a variety of disciplines
* Be more creative - experiment with many ideas before
committing to one *Enables designers to solve design
problems before implementation begins *Five case
studies provide real world examples of paper prototyping
at work *Delves into the specifics of what types of
projects paper prototyping is and isn't good for.
The UX Book: Process and Guidelines for Ensuring a
Quality User Experience aims to help readers learn how
to create and refine interaction designs that ensure a
quality user experience (UX). The book seeks to expand
the concept of traditional usability to a broader notion of
user experience; to provide a hands-on, practical guide
to best practices and established principles in a UX
lifecycle; and to describe a pragmatic process for
managing the overall development effort. The book
provides an iterative and evaluation-centered UX
lifecycle template, called the Wheel, for interaction
design. Key concepts discussed include contextual
inquiry and analysis; extracting interaction design
requirements; constructing design-informing models;
design production; UX goals, metrics, and targets;
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prototyping; UX evaluation; the interaction cycle and the
user action framework; and UX design guidelines. This
book will be useful to anyone interested in learning more
about creating interaction designs to ensure a quality
user experience. These include interaction designers,
graphic designers, usability analysts, software engineers,
programmers, systems analysts, software qualityassurance specialists, human factors engineers,
cognitive psychologists, cosmic psychics, trainers,
technical writers, documentation specialists, marketing
personnel, and project managers. A very broad approach
to user experience through its components—usability,
usefulness, and emotional impact with special attention
to lightweight methods such as rapid UX evaluation
techniques and an agile UX development process
Universal applicability of processes, principles, and
guidelines—not just for GUIs and the Web, but for all
kinds of interaction and devices: embodied interaction,
mobile devices, ATMs, refrigerators, and elevator
controls, and even highway signage Extensive design
guidelines applied in the context of the various kinds of
affordances necessary to support all aspects of
interaction Real-world stories and contributions from
accomplished UX practitioners A practical guide to best
practices and established principles in UX A lifecycle
template that can be instantiated and tailored to a given
project, for a given type of system development, on a
given budget
The Usability Engineering LifecycleA Practitioner's
Handbook for User Interface DesignMorgan Kaufmann
This text is about achieving usability in product user
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interface design through a process called Usability
Engineering. The techniques presented include not only
UI requirements analysis, but also organizational and
managerial strategies.
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