Usability Engineering Jakob Nielsen
Yeah, reviewing a book Usability Engineering Jakob Nielsen could accumulate your close friends listings. This is just one of the solutions for you
to be successful. As understood, completion does not recommend that you have extraordinary points.
Comprehending as without difficulty as bargain even more than additional will manage to pay for each success. neighboring to, the notice as skillfully
as insight of this Usability Engineering Jakob Nielsen can be taken as capably as picked to act.

Paper Prototyping - Carolyn Snyder 2003-05-12
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 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.
Eyetracking Web Usability - Jakob Nielsen 2010-04-26
Eyetracking Web Usability is based on one of the largest studies of
eyetracking usability in existence. Best-selling author Jakob Nielsen and
coauthor Kara Pernice used rigorous usability methodology and
eyetracking technology to analyze 1.5 million instances where users look
at Web sites to understand how the human eyes interact with design.
Their findings will help designers, software developers, writers, editors,
product managers, and advertisers understand what people see or don’t
see, when they look, and why. With their comprehensive three-year
study, the authors confirmed many known Web design conventions and
the book provides additional insights on those standards. They also
discovered important new user behaviors that are revealed here for the
first time. Using compelling eye gaze plots and heat maps, Nielsen and
Pernice guide the reader through hundreds of examples of eye
movements, demonstrating why some designs work and others don’t.
They also provide valuable advice for page layout, navigation menus, site
elements, image selection, and advertising. This book is essential reading
for anyone who is serious about doing business on the Web.
Prioritizing Web Usability - Jakob Nielsen 2006-04-20
In 2000, Jakob Nielsen, the world’s leading expert on Web usability,
published a book that changed how people think about the
Web—Designing Web Usability (New Riders). Many applauded. A few
jeered. But everyone listened. The best-selling usability guru is back and
has revisited his classic guide, joined forces with Web usability
consultant Hoa Loranger, and created an updated companion book that
covers the essential changes to the Web and usability today. Prioritizing
Web Usability is the guide for anyone who wants to take their Web site(s)
to next level and make usability a priority! Through the authors’ wisdom,
experience, and hundreds of real-world user tests and contemporary Web
site critiques, you’ll learn about site design, user experience and
usability testing, navigation and search capabilities, old guidelines and
prioritizing usability issues, page design and layout, content design, and
more!
Usability Engineering - Jakob Nielsen 1993
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 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
usability-engineering-jakob-nielsen

relating to international usability.
Designing Hypermedia for Learning - David H. Jonassen 2012-12-06
This most unusual book results from the NATO Advanced Research Work
shop, "Designing Hypertext/Hypermedia for Learning", held in
Rottenburg am Neckar, FRO, from July 3-8, 1989. The idea for the
workshop resulted from the burgeoning interest in hypertext combined
with the frustrating lack of literature on leaming applications for
hypertext. There was little evidence in 1988 that hypertext could
successfully support learning out comes. A few projects were
investigating hypertext for learning, but few conclusions were available
and little if any advice on how to design hyper text for learning
applications was available. Could hypertext support learning objectives?
What mental processing requirements are unique to learning outcomes?
How would the processing requirements of learning outcomes interact
with unique user processing requirements of browsing and constructing
hypertext? Should hypertext information bases be restruc tured to
accommodate learning outcomes? Should the user interface be
manipulated in order to support the task functionality of learning
outcomes? Does the hypertext structure reflect the intellectual
requirements of learning outcomes? What kinds of learning-oriented
hypertext systems were being developed and what kinds of assumptions
were these systems making? These and other questions demonstrated
the need for this workshop. The workshop included presentations,
hardware demonstrations, sharing and browsing of hypertexts, and much
discussion about all of the above. These were the experiences that you,
the reader of this book, unfortunately did not experience.
Prototyping for Designers - Kathryn McElroy 2016-12-29
Prototyping and user testing is the best way to create successful
products, but many designers skip this important step and use gut
instinct instead. By explaining the goals and methodologies behind
prototyping—and demonstrating how to prototype for both physical and
digital products—this practical guide helps beginning and intermediate
designers become more comfortable with creating and testing prototypes
early and often in the process. Author Kathryn McElroy explains various
prototyping methods, from fast and dirty to high fidelity and refined, and
reveals ways to test your prototypes with users. You’ll gain valuable
insights for improving your product, whether it’s a smartphone app or a
new electronic gadget. Learn similarities and differences between
prototyping for physical and digital products Know what fidelity level is
needed for different prototypes Get best practices for prototyping in a
variety of mediums, and choose which prototyping software or
components to use Learn electronics prototyping basics and resources
for getting started Write basic pseudocode and translate it into usable
code for Arduino Conduct user tests to gain insights from prototypes
HCI and Usability for Education and Work - Andreas Holzinger
2008-11-19
The Workgroup Human–Computer Interaction & Usability Engineering
(HCI&UE) of the Austrian Computer Society (OCG) serves as a platform
for interdisciplinary - change, research and development. While
human–computer interaction (HCI) tra- tionally brings together
psychologists and computer scientists, usability engineering (UE) is a
software engineering discipline and ensures the appropriate
implementation of applications. Our 2008 topic was Human–Computer
Interaction for Education and Work (HCI4EDU), culminating in the 4th
annual Usability Symposium USAB 2008 held during November 20–21,
2008 in Graz, Austria (http://usab-symposium.tugraz.at). As with the field
of Human–Computer Interaction in Medicine and Health Care
(HCI4MED), which was our annual topic in 2007, technological
performance also increases exponentially in the area of education and
work. Learners, teachers and knowledge workers are ubiquitously
confronted with new technologies, which are available at constantly
lower costs. However, it is obvious that within our e-Society the
knowledge acquired at schools and universities – while being an
absolutely necessary basis for learning – may prove insufficient to last a
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whole life time. Working and learning can be viewed as parallel
processes, with the result that li- long learning (LLL) must be considered
as more than just a catch phrase within our society, it is an undisputed
necessity. Today, we are facing a tremendous increase in educational
technologies of all kinds and, although the influence of these new tenologies is enormous, we must never forget that learning is both a basic
cognitive and a social process – and cannot be replaced by technology.
E-commerce User Experience - Jakob Nielsen 2001
Lien
Web Style Guide, 3rd edition - Patrick J. Lynch 2008

The effectiveness of the user-computer interface has become
increasingly important as computer systems have become useful tools for
persons not trained in computer science. In fact, the interface is often
the most important factor in the success or failure of any computer
system. Dealing with the numerous subtly interrelated issues and
technical, behavioral, and aesthetic considerations consumes a large and
increasing share of development time and a corresponding percentage of
the total code for any given application. A revision of one of the most
successful books on human-computer interaction, this compilation gives
students, researchers, and practitioners an overview of the significant
concepts and results in the field and a comprehensive guide to the
research literature. Like the first edition, this book combines reprints of
key research papers and case studies with synthesizing survey material
and analysis by the editors. It is significantly reorganized, updated, and
enhanced; over 90% of the papers are new. An invaluable resource for
systems designers, cognitive scientists, computer scientists, managers,
and anyone concerned with the effectiveness of user-computer
interfaces, it is also designed for use as a primary or supplementary text
for graduate and advanced undergraduate courses in human-computer
interaction and interface design. Human computer interaction--historical,
intellectual, and social Developing interactive systems, including design,
evaluation methods, and development tools The interaction experience,
through a variety of sensory modalities including vision, touch, gesture,
audition, speech, and language Theories of information processing and
issues of human-computer fit and adaptation
Usability Engineering - Jakob Nielsen 1994-09-23
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.
Hypertext and Hypermedia - Jakob Nielsen 1993
A comprehensive, clearly written overview of hypertext, this book gives
broad coverage of different hypertext systems, as well as their features
and applications using many concrete examples and illustrations of real
systems. Nielsen provides a history of the subject and explores the social
issues related to hypertext.
The Trouble with Computers - Thomas K. Landauer 1995
Beginning with an explanation of why considerable outlays for computing
since 1973 have not resulted in comparable payoffs, the author proposes
that emerging techniques for user-centred development can turn the
situation around - through task analysis, ite
Usability Inspection Methods - Jakob Nielsen 1994-05-09
Computer Science/Computers-Human Interaction Usability Inspection
Methods is the first comprehensive, book-length work in this important
new field. Designed to get you quickly up and running with the full
complement of UI strategies, tools, and techniques, this extremely
practical guide offers you a unique opportunity to learn them from the
women and men who invented them. With the help of numerous real-life
case studies, the authors give you: Step-by-step guidance on all
important methods now in use, including the heuristic evaluation
method, the pluralistic walkthrough method, the cognitive walkthrough
method, and more Proven techniques for integrating usability inspections
with other methods now in use An in-depth, comparative analysis of UI
versus user testing A cost-benefit analysis of UI as compared to other
approaches Program prototypes that provide UI computer support for
interface designers An important resource for user interface developers,
software designers, as well as graduate students and researcher
The UX Book - Rex Hartson 2012-01-25
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; 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

Scenario-Based Design - John M. Carroll 1995-05-29
This volume is based on a workshop sponsored by the editor at IBM, and
includes contributions from an international group of researchers in the
field of human computer interaction.
Multimedia and Hypertext - Jakob Nielsen 1995-02-27
Reflecting the changes in the hypertext/multimedia market, this book
includes illustrated examples of a variety of new hypermedia systems,
particularly those related to the Internet, plus many examples of the use
of Mosaic and the HTML.
International User Interfaces - Jakob Nielsen 1996-06-29
Leading authorities from around the world discuss the latest topics in
international user-interface design. With most major companies in the
computer industry depending on exports for 50 percent or more of their
sales, user-interface design teams face a major challenge in making their
products both useful and accessible to the global marketplace. It is no
longer enough to simply offer a product translated in ten to twenty
different languages. Users also want a product that acknowledges their
unique cultural characteristics and business practices. In International
User Interfaces, Elisa del Galdo and Jakob Nielsen head a team of
acknowledged international authorities who confront some of the
problems currently facing international user-interface developers,
including: International Usability Engineering. Developing a Cultural
Model. Arabization of Graphical User Interfaces. Managing a MultipleLanguage Document System. An Intelligent Lexical Management System
for Multilingual Machine Translation. A Chinese Text Display Supported
by an Algorithm for Chinese Segmentation. Breaking the Language
Barrier with Graphics. Cultural Issues That Can Affect Training
Speed Up Your Site - Andrew B. King 2003
Discusses the benefits and techniques of creating faster and more
efficient Web sites, covering topics such as user psychology, response
time, file size, and bandwidth.
Usability Engineering - Jakob Nielsen 1994-11-11
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 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 Practical Guide to Usability Testing - Joseph S Dumas 1999
In this volume, the authors begin by defining usability, advocating and
explaining the methods of usability engineering and reviewing many
techniques for assessing and assuring usability throughout the
development process. They then follow all the steps in planning and
conducting a usability test, analyzing data, and using the results to
improve both products and processes. This book is simply written and
filled with examples from many types of products and tests. It discusses
the full range of testing options from quick studies with a few subjects to
more formal tests with carefully designed controls. The authors discuss
the place of usability laboratories in testing as well as the skills needed
to conduct a test. Included are forms to use or modify to conduct a
usability test, as well as layouts of existing labs that will help the reader
build his or her own.
Readings in Human-Computer Interaction - Ronald M. Baecker
2014-06-28
usability-engineering-jakob-nielsen

2/5

Downloaded from

test.unicaribe.edu.doon by guest

engineers, programmers, systems analysts, software quality-assurance
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
Web Site Usability - Jared M. Spool 1999
Based on data collected from research conducted at UIE (User Interface
Engineering), this book describes how well or poorly some informationrich Web sites performed when real users attempted to find specific
answers.
Visual Usability - Tania Schlatter 2013-03-21
Imagine how much easier creating web and mobile applications would be
if you had a practical and concise, hands-on guide to visual design. Visual
Usability gets into the nitty-gritty of applying visual design principles to
complex application design. You’ll learn how to avoid common mistakes,
make informed decisions about application design, and elevate the
ordinary. We’ll review three key principles that affect application design
– consistency, hierarchy, and personality – and illustrate how to apply
tools like typography, color, and layout to digital application design.
Whether you’re a UI professional looking to fine-tune your skills, a
developer who cares about making applications beautiful and usable, or
someone entirely new to the design arena, Visual Usability is your onestop, practical guide to visual design. Discover the principles and rules
that underlie successful application design Learn how to develop a
rationale to support design strategy and move teams forward Master the
visual design toolkit to increase user-friendliness and make complicated
processes feel straightforward for your product
Designing the User Interface - Ben Shneiderman 2017-01-12
This is the eBook of the printed book and may not include any media,
website access codes, or print supplements that may come packaged
with the bound book. The much-anticipated fifth edition of Designing the
User Interface provides a comprehensive, authoritative introduction to
the dynamic field of human-computer interaction (HCI). Students and
professionals learn practical principles and guidelines needed to develop
high quality interface designs—ones that users can understand, predict,
and control. It covers theoretical foundations, and design processes such
as expert reviews and usability testing. Numerous examples of direct
manipulation, menu selection, and form fill-in give readers an
understanding of excellence in design The new edition provides updates
on current HCI topics with balanced emphasis on mobile devices, Web,
and desktop platforms. It addresses the profound changes brought by
user-generated content of text, photo, music, and video and the raised
expectations for compelling user experiences. Provides a broad survey of
designing, implementing, managing, maintaining, training, and refining
the user interface of interactive systems. Describes practical techniques
and research-supported design guidelines for effective interface designs
Covers both professional applications (e.g. CAD/CAM, air traffic control)
and consumer examples (e.g. web services, e-government, mobile
devices, cell phones, digital cameras, games, MP3 players) Delivers
informative introductions to development methodologies, evaluation
techniques, and user-interface building tools. Supported by an extensive
array of current examples and figures illustrating good design principles
and practices. Includes dynamic, full-color presentation throughout.
Guides students who might be starting their first HCI design project
Accompanied by a Companion Website with additional practice
opportunities and informational resources for both students and
professors.
The Usability Engineering Lifecycle - Deborah J. Mayhew 1999-03-22
This text is about achieving usability in product user interface design
through a process called Usability Engineering. The techniques
presented include not only UI requirements analysis, but also
organizational and managerial strategies.
User Experience Re-Mastered - Chauncey Wilson 2009-09-11
usability-engineering-jakob-nielsen

User Experience Re-Mastered: Your Guide to Getting the Right Design
provides an understanding of key design and development processes
aimed at enhancing the user experience of websites and web
applications. The book is organized into four parts. Part 1 deals with the
concept of usability, covering user needs analysis and card sorting—a
tool for shaping information architecture in websites and software
applications. Part 2 focuses on idea generation processes, including
brainstorming; sketching; persona development; and the use of
prototypes to validate and extract assumptions and requirements that
exist among the product team. Part 3 presents core design principles and
guidelines for website creation, along with tips and examples on how to
apply these principles and guidelines. Part 4 on evaluation and analysis
discusses the roles, procedures, and documents needed for an evaluation
session; guidelines for planning and conducting a usability test; the
analysis and interpretation of data from evaluation sessions; and user
interface inspection using heuristic evaluation and other inspection
methods. *A guided, hands-on tour through the process of creating the
ultimate user experience – from testing, to prototyping, to design, to
evaluation *Provides tried and tested material from best sellers in
Morgan Kaufmann’s Series in Interactive Technologies, including leaders
in the field such as Bill Buxton and Jakob Nielsen *Features never before
seen material from Chauncey Wilson’s forthcoming, and highly
anticipated Handbook for User Centered Design
Coordinating User Interfaces for Consistency - Jakob Nielsen 2014-06-28
In the years since Jakob Nielsen's classic collection on interface
consistency first appeared, much has changed, and much has stayed the
same. On the one hand, there's been exponential growth in the
opportunities for following or disregarding the principles of interface
consistency-more computers, more applications, more users, and of
course the vast expanse of the Web. On the other, there are the
principles themselves, as persistent and as valuable as ever. In these
contributed chapters, you'll find details on many methods for seeking and
enforcing consistency, along with bottom-line analyses of its benefits and
some warnings about its possible dangers. Most of what you'll learn
applies equally to hardware and software development, and all of it holds
real benefits for both your organization and your users. Begins with a
new preface by the collection's distinguished editor Details a variety of
methods for attaining interface consistency, including central control,
user definitions, exemplary applications, shared code, and model analysis
Presents a cost-benefits analysis of organizational efforts to promote and
achieve consistency Examines and appraises the dimensions of
consistency-consistency within an application, across a family of
applications, and beyond Makes the case for some unexpected benefits of
interface consistency while helping you avoid the risks it can sometimes
entail Considers the consistency of interface elements other than screen
design Includes case studies of major corporations that have instituted
programs to ensure the consistency of their products
Understanding Your Users - Kathy Baxter 2005-01-19
Today many companies are employing a user-centered design (UCD)
process, but for most companies, usability begins and ends with the
usability test. Although usability testing is a critical part of an effective
user-centered life cycle, it is only one component of the UCD process.
This book is focused on the requirements gathering stage, which often
receives less attention than usability testing, but is equally as important.
Understanding user requirements is critical to the development of a
successful product. Understanding Your Users is an easy to read, easy to
implement, how-to guide on usability in the real world. It focuses on the
"user requirements gathering" stage of product development and it
provides a variety of techniques, many of which may be new to usability
professionals. For each technique, readers will learn how to prepare for
and conduct the activity, as well as analyze and present the data —all in
a practical and hands-on way. In addition, each method presented
provides different information about the user and their requirements
(e.g., functional requirements, information architecture, task flows). The
techniques can be used together to form a complete picture of the users’
requirements or they can be used separately to address specific product
questions. These techniques have helped product teams understand the
value of user requirements gathering by providing insight into how users
work and what they need to be successful at their tasks. Case studies
from industry-leading companies demonstrate each method in action. In
addition, readers are provided with the foundation to conduct any
usability activity (e.g., getting buy-in from management, legal and ethical
considerations, setting up your facilities, recruiting, moderating
activities) and to ensure the incorporation of the results into their
products. ·Covers all of the significant requirements gathering methods
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in a readable, practical way ·Presents the foundation readers need to
prepare for any requirements gathering activity and ensure that the
results are incorporated into their products ·Includes invaluable
worksheet and template appendices ·Includes a case study for each
method from industry leaders ·Written by experienced authors who teach
conference courses on this subject to usability professionals and new
product designers alike
Mobile Usability - Jakob Nielsen 2012-10-09
How do we create a satisfactory user experience when limited to a small
device? This new guide focuses on usability for mobile devices, primarily
smartphones and touchphones, and covers such topics as developing a
mobile strategy, designing for small screens, writing for mobile, usability
comparisons, and looking toward the future. The book includes 228-full
color illustrations to demonstrate the points. Based on expert reviews
and international studies with participants ranging from students to early
technology adopters and business people using websites on a variety of
mobile devices, this guide offers a complete look at the landscape for a
mobile world. Author Jakob Nielsen is considered one of the world's
leading experts on Web usability. He is the author of numerous bestselling books, including Prioritizing Web Usability and the
groundbreaking Designing Web Usability, which has sold more than
250,000 copies and has been translated in 22 languages.
Don't Make Me Think - Steve Krug 2009-08-05
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 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
Letting Go of the Words - Janice Redish 2012-08-14
"Learn how to have great conversations through your site or app. Meet
your business goals while satisfying your site visitors' needs. Learn how
to create useful and usable content from the master - Ginny Redish.
Ginny's easy-to-read style will teach you how to plan, organize, write,
design, and test your content"-Funology - M.A. Blythe 2006-03-28
This book reflects the move in Human Computer Interaction studies from
standard usability concerns towards a wider set of problems to do with
fun, enjoyment, aesthetics and the experience of use. Traditionally HCI
has been concerned with work and task based applications but as digital
technologies proliferate in the home fun becomes an important issue.
There is an established body of knowledge and a range of techniques and
methods for making products and interfaces usable, but far less is known
about how to make them enjoyable. Perhaps in the future there will be a
body of knowledge and a set of techniques for assessing the pleasure of
interaction that will be as thorough as those that currently assess
usability. This book is a first step towards that. It brings together a range
of researchers from academia and industry to provide answers.
Contributors include Alan Dix, Jacob Nielsen and Mary Beth Rosson as
well as a number of other researchers from academia and industry.
Homepage Usability - Jakob Nielsen 2001

apps and experiences to provide clear examples of how UX designers can
build experiences that adapt to how users perceive and process digital
interfaces. You’ll learn: How aesthetically pleasing design creates
positive responses The principles from psychology most useful for
designers How these psychology principles relate to UX heuristics
Predictive models including Fitts’s law, Jakob’s law, and Hick’s law
Ethical implications of using psychology in design A framework for
applying these principles
Hypertext and Hypermedia - Jakob Nielsen 1990
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.
Designing Web Usability - Jakob Nielsen 2000
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 Persona Lifecycle - John Pruitt 2010-08-04
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 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 development. * A running case study with rich examples and
samples that demonstrate how personas can be used in building a
product end-to-end. * 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.
Usability Engineering - Jakob Nielsen 1993
Written by the author of the bestselling HyperText & HyperMedia, this
book is an excellent guide to the methods of usability engineering. It
emphasizes cost effective methods that will help developers improve user
interfaces immediately. Step-by-step information on which methods to
use at various stages during the development life cycle are included,
along with how to run a usability test.
The Essential Persona Lifecycle: Your Guide to Building and Using
Personas - Tamara Adlin 2010-03-20
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 — Stepby-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

Laws of UX - Jon Yablonski 2020-04-21
An understanding of psychology—specifically the psychology behind how
users behave and interact with digital interfaces—is perhaps the single
most valuable nondesign skill a designer can have. The most elegant
design can fail if it forces users to conform to the design rather than
working within the "blueprint" of how humans perceive and process the
world around them. This practical guide explains how you can apply key
principles in psychology to build products and experiences that are more
intuitive and human-centered. Author Jon Yablonski deconstructs familiar
usability-engineering-jakob-nielsen
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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

usability-engineering-jakob-nielsen

product development process Features all the essential how-to material
from its parent book, The Persona Lifecycle, as a quick, at your fingertips
companion
The Psychology of Everyday Things - Donald A. Norman 1990-05-01
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