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SMASHING UX DESIGN
FOUNDATIONS FOR DESIGNING ONLINE USER EXPERIENCES
John Wiley & Sons

USER EXPERIENCE DESIGN
A PRACTICAL INTRODUCTION
Bloomsbury Publishing Applicable to a wide spectrum of design activity, this book oﬀers an ideal ﬁrst step, clearly explaining fundamental concepts and methods to apply when designing for the user
experience. Covering essential topics from user research and experience design to aesthetics, standards and prototyping, User Experience Design explains why user-centered methods are now essential to
ensuring the success of a wide range of design projects. This second edition includes important new topics including; digital service standards, onboarding and scenario mapping. There are now 12 handson activities designed to help you start exploring basic UX tasks such as visualising the user journey and recognising user interface patterns. Filled with straightforward explanations and examples from
around the world, this book is an essential primer for students and non-designers needing an introduction to contemporary UX thinking and common approaches. Designed speciﬁcally for newcomers to UX
Design, the companion website oﬀers extra material for hands-on activities, templates, industry interviews, contributor notes and sources of guidance for those seeking to start a career in the industry.

DESIGN, USER EXPERIENCE, AND USABILITY: DESIGN THINKING AND METHODS
5TH INTERNATIONAL CONFERENCE, DUXU 2016, HELD AS PART OF HCI INTERNATIONAL 2016, TORONTO, CANADA, JULY 17–22, 2016, PROCEEDINGS, PART I
Springer The three-volume set LNCS 9746, 9747, and 9748 constitutes the proceedings of the 5th International Conference on Design, User Experience, and Usability, DUXU 2016, held as part of the 18th
International Conference on Human-Computer Interaction, HCII 2016, in Toronto, Canada, in July 2016, jointly with 13 other thematically similar conferences. The total of 1287 papers presented at the HCII
2016 conferences were carefully reviewed and selected from 4354 submissions. These papers address the latest research and development eﬀorts and highlight the human aspects of design and use of
computing systems. The papers accepted for presentation thoroughly cover the entire ﬁeld of Human-Computer Interaction, addressing major advances in knowledge and eﬀective use of computers in a
variety of application areas. The total of 157 contributions included in the DUXU proceedings were carefully reviewed and selected for inclusion in this three-volume set. The 49 papers included in this
volume are organized in topical sections on design thinking; user experience design methods and tools; usability and user experience evaluation methods and tools.

THE USER EXPERIENCE TEAM OF ONE
A RESEARCH AND DESIGN SURVIVAL GUIDE
Rosenfeld Media The User Experience Team of One prescribes a range of approaches that have big impact and take less time and fewer resources than the standard lineup of UX deliverables. Whether you
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want to cross over into user experience or you're a seasoned practitioner trying to drag your organization forward, this book gives you tools and insight for doing more with less.

THE ELEMENTS OF USER EXPERIENCE
USER-CENTERED DESIGN FOR THE WEB AND BEYOND
New Riders Pub Provides an overview of the complexities of interactive Web design for non-designers, explaining the processes, methods, and vocabulary of user experience design.

UNDERCOVER USER EXPERIENCE
LEARN HOW TO DO GREAT UX WORK WITH TINY BUDGETS, NO TIME, AND LIMITED SUPPORT
New Riders Pub Once You Catch The User Experience Bug, the world changes. Doors open the wrong way, websites don't work, and companies don't seem to care. And while anyone can learn the UX
remedies---usability testing, personas, prototyping and so on---unless your organization "gets it," putting them into practice is trickier. Undercover User Experience is a pragmatic guide from the front lines,
giving frank advice on making UX work in real companies with real problems. Readers will learn how to ﬁt research, idea generation, prototyping and testing into their daily workﬂow, and how to design
good user experiences under the all-too-common constraints of time, budget and culture. "A wonderful, proctical, yet subversive book. Cennydd and James teach you the subtle art of ﬁghting for---and
then designing for---users in a hostile world."---Joshua Porter, co-founder Performable and co-creator of 52 weeksofUX. com

WHAT IS USER EXPERIENCE DESIGN?
The Rosen Publishing Group, Inc Apps and programs are taking over the world, and that�s a good thing. However, sometimes we open apps and programs and have trouble ﬁguring out how to use them.
This is a sign of poor-quality user experience (UX) design. Computer users would rather use apps and programs that aren�t diﬃcult to ﬁgure out. UX designers focus on the ﬂow of tasks through a
program and try to make everything feel intuitive. In this book, readers learn about careers for UX designers as well as how UX design extends to hardware development.

USER EXPERIENCE DESIGN IN THE ERA OF AUTOMATED DRIVING
Springer Nature This book is dedicated to user experience design for automated driving to address humane aspects of automated driving, e.g., workload, safety, trust, ethics, and acceptance. Automated
driving has experienced a major development boost in recent years. However, most of the research and implementation has been technology-driven, rather than human-centered. The levels of automated
driving have been poorly deﬁned and inconsistently used. A variety of application scenarios and restrictions has been ambiguous. Also, it deals with human factors, design practices and methods, as well
as applications, such as multimodal infotainment, virtual reality, augmented reality, and interactions in and outside users. This book aims at 1) providing engineers, designers, and practitioners with a
broad overview of the state-of-the-art user experience research in automated driving to speed-up the implementation of automated vehicles and 2) helping researchers and students beneﬁt from various
perspectives and approaches to generate new research ideas and conduct more integrated research.

UX ON THE GO
A FLEXIBLE GUIDE TO USER EXPERIENCE DESIGN
Routledge Designed with ﬂexibility and readers’ needs in mind, this purpose driven book oﬀers new UX practitioners succinct and complete intructions on how to conduct user research and rapidly design
interfaces and products in the classroom or the oﬃce. With 16 challenges to learn from, this comprehensive guide outlines the process of a User Experience project cycle from assembling a team to
researching user needs to creating and veryifying a prototype. Practice developing a prototype in as little as a week or build your skills in two-, four-, eight-, or sixteen-week stretches. Gain insight into
individual motivations, connections, and interactions; learn the three guiding principles of the design system; and discover how to shape a user’s experience to achieve goals and improve overall
immediate experience, satisfaction, and well-being. Written for professionals looking to learn or expand their skills in user experience design and students studying technical communication, information
technology, web and product design, business, or engingeering alike, this accessible book provides a foundational knowledge of this diverse and evolving ﬁeld. A companion website will include examples
of contemporary UX projects, material to illustrate key techniques, and other resources for students and instructors. Access the material at uxonthego.com.
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HCI AND USER-EXPERIENCE DESIGN
FAST-FORWARD TO THE PAST, PRESENT, AND FUTURE
Springer This book consists of a series of essays which addresses the essentials of the development processes in user-experience design (UX design) planning, research, analysis, evaluation, training and
implementation, and deals with the essential components (metaphors, mental models, navigation, and appearance) of user-interfaces and user-experiences during the period of 2002-2007. These essays
grew from the authors own column entitled ‘Fast Forward’ which appeared in Interaction Magazine – the ﬂagship publication of the ACM Special Interest Group on Human-Computing Interaction (SIGCHI).
Written in such a way as to ensure longevity, these essays have not been edited or updated, however a short Postscripts has been added to provide some comments on each topic from a current
perspective. HCI and User-Experience Design provides a fascinating historical review of the professional and research world of UX and HCI during a period of signiﬁcant growth and development and would
be of interest to students, researchers, and designers who are interested in recent developments within the ﬁeld.

A PROJECT GUIDE TO UX DESIGN
FOR USER EXPERIENCE DESIGNERS IN THE FIELD OR IN THE MAKING
New Riders User experience design is the discipline of creating a useful and usable Web site or application that’s easily navigated and meets the needs of the site owner and its users. There’s a lot more to
successful UX design than knowing the latest Web technologies or design trends: It takes diplomacy, management skills, and business savvy. That’s where the updated edition of this important book
comes in. With new information on design principles, mobile and gestural interactions, content strategy, remote research tools and more, you’ll learn to: Recognize the various roles in UX design, identify
stakeholders, and enlist their support Obtain consensus from your team on project objectives Understand approaches such as Waterfall, Agile, and Lean UX Deﬁne the scope of your project and avoid
mission creep Conduct user research in person or remotely, and document your ﬁndings Understand and communicate user behavior with personas Design and prototype your application or site Plan for
development, product rollout, and ongoing quality assurance

DESIGNING USER EXPERIENCE
Pearson UK

THE JOY OF UX
USER EXPERIENCE AND INTERACTIVE DESIGN FOR DEVELOPERS
Addison-Wesley Professional “For years now, I’ve been running around preaching to anyone who’ll listen that UX is something that everybody (not just UX people) needs to be doing. Dave has done an
excellent job of explaining what developers need to know about UX, in a complete but compact, easy-to-absorb, and implementable form. Developers, come and get it!” —Steve Krug, author of Don’t Make
Me Think! A Common Sense Approach to Web Usability Master User Experience and Interaction Design from the Developer’s Perspective For modern developers, UX expertise is indispensable: Without
outstanding user experience, your software will fail. Now, David Platt has written the ﬁrst and only comprehensive developer’s guide to achieving a world-class user experience. Quality user experience
isn’t hard, but it does require developers to think in new ways. The Joy of UX shows you how, with plenty of concrete examples. Firmly grounded in reality, this guide will help you optimize usability and
engagement while also coping with diﬃcult technical, schedule, and budget constraints. Platt’s technology-agnostic approach illuminates all the principles, techniques, and best practices you need to build
great user experiences for the web, mobile devices, and desktop environments. He covers the entire process, from user personas and stories through wireframes, layouts, and execution. He also addresses
key issues—such as telemetry and security—that many other UX guides ignore. You’ll ﬁnd all the resources and artifacts you need: complete case studies, sample design documents, testing plans, and
more. This guide shows you how to Recognize and avoid pitfalls that lead to poor user experiences Learn the crucial diﬀerence between design and mere decoration Put yourself in your users’
shoes—understand what they want (and where, when, and why) Quickly sketch and prototype user interfaces for easy reﬁnement Test your sketches on real users or appropriate surrogates Integrate
telemetry to capture the best possible usage information Use analytics to accurately interpret the data you’ve captured Solve unique experience problems presented by mobile environments Secure your
app without compromising usability any more than necessary “Polish” your UX to eliminate user eﬀort everywhere you can Register your product at informit.com/register for convenient access to
downloads, updates, and corrections as they become available.
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USER EXPERIENCE DESIGN
A PRACTICAL PLAYBOOK FOR BUSINESS GROWTH
DESIGN, USER EXPERIENCE, AND USABILITY: THEORY, METHODOLOGY, AND MANAGEMENT
6TH INTERNATIONAL CONFERENCE, DUXU 2017, HELD AS PART OF HCI INTERNATIONAL 2017, VANCOUVER, BC, CANADA, JULY 9-14, 2017, PROCEEDINGS, PART I
Springer The three-volume set LNCS 10288, 10289, and 10290 constitutes the proceedings of the 6th International Conference on Design, User Experience, and Usability, DUXU 2017, held as part of the
19th International Conference on Human-Computer Interaction, HCII 2017, in Vancouver, BC, Canada, in July 2017, jointly with 14 other thematically similar conferences. The total of 1228 papers presented
at the HCII 2017 conferences were carefully reviewed and selected from 4340 submissions. These papers address the latest research and development eﬀorts and highlight the human aspects of design
and use of computing systems. The papers accepted for presentation thoroughly cover the entire ﬁeld of Human-Computer Interaction, addressing major advances in knowledge and eﬀective use of
computers in a variety of application areas. The total of 168 contributions included in the DUXU proceedings were carefully reviewed and selected for inclusion in this three-volume set. LNCS 10288: The 56
papers included in this volume are organized in topical sections on design thinking and design philosophy; aesthetics and perception in design; user experience evaluation methods and tools; user
centered design in the software development lifecycle; DUXU education and training. LNCS 10289: The 56 papers included in this volume are organized in topical sections on persuasive and emotional
design; mobile DUXU; designing the playing experience; designing the virtual, augmented and tangible experience; wearables and fashion technology. LNCS 10290: The 56 papers included in this volume
are organized in topical sections on information design; understanding the user; DUXU for children and young users; DUXU for art, culture, tourism and environment; DUXU practice and case studies.

DESIGN, USER EXPERIENCE, AND USABILITY: THEORIES, METHODS, AND TOOLS FOR DESIGNING THE USER EXPERIENCE
THIRD INTERNATIONAL CONFERENCE, DUXU 2014, HELD AS PART OF THE HCI INTERNATIONAL 2014, HERAKLION, CRETE, GREECE, JUNE 22-27, 2014, PROCEEDINGS
Springer The four-volume set LNCS 8517, 8518, 8519 and 8520 constitutes the proceedings of the Third International Conference on Design, User Experience and Usability, DUXU 2014, held as part of the
16th International Conference on Human-Computer Interaction, HCII 2014, held in Heraklion, Crete, Greece in June 2014, jointly with 13 other thematically similar conferences. The total of 1476 papers and
220 posters presented at the HCII 2014 conferences were carefully reviewed and selected from 4766 submissions. These papers address the latest research and development eﬀorts and highlight the
human aspects of design and use of computing systems. The papers accepted for presentation thoroughly cover the entire ﬁeld of Human-Computer Interaction, addressing major advances in knowledge
and eﬀective use of computers in a variety of application areas. The total of 256 contributions included in the DUXU proceedings were carefully reviewed and selected for inclusion in this four-volume set.
The 66 papers included in this volume are organized in topical sections on design theories, methods and tools; user experience evaluation; heuristic evaluation; media and design; design and creativity.

BASICS INTERACTIVE DESIGN: USER EXPERIENCE DESIGN
CREATING DESIGNS USERS REALLY LOVE
A&C Black By putting people at the centre of interactive design, user experience (UX) techniques are now right at the heart of digital media design and development. As a designer, you need to create
work that will impact positively on everyone who is exposed to it. Whether it's passive and immutable or interactive and dynamic, the success of your design will depend largely on how well the user
experience is constructed.User Experience Design shows how researching and understanding users' expectations and motivations can help you develop eﬀective, targeted designs. The authors explore the
use of scenarios, personas and prototyping in idea development, and will help you get the most out of the latest tools and techniques to produce interactive designs that users will love.With practical
projects to get you started, and stunning examples from some of today's most innovative studios, this is an essential introduction to modern UXD.

ELEMENTS OF USER EXPERIENCE,THE
USER-CENTERED DESIGN FOR THE WEB AND BEYOND
Pearson Education From the moment it was published almost ten years ago, Elements of User Experience became a vital reference for web and interaction designers the world over, and has come to
deﬁne the core principles of the practice. Now, in this updated, expanded, and full-color new edition, Jesse James Garrett has reﬁned his thinking about the Web, going beyond the desktop to include
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information that also applies to the sudden proliferation of mobile devices and applications. Successful interaction design requires more than just creating clean code and sharp graphics. You must also
fulﬁll your strategic objectives while meeting the needs of your users. Even the best content and the most sophisticated technology won't help you balance those goals without a cohesive, consistent user
experience to support it. With so many issues involved—usability, brand identity, information architecture, interaction design— creating the user experience can be overwhelmingly complex. This new
edition of The Elements of User Experience cuts through that complexity with clear explanations and vivid illustrations that focus on ideas rather than tools or techniques. Garrett gives readers the big
picture of user experience development, from strategy and requirements to information architecture and visual design.

STORYTELLING FOR USER EXPERIENCE
CRAFTING STORIES FOR BETTER DESIGN
Rosenfeld Media We all tell stories. It's one of the most natural ways to share information, as old as the human race. This book is not about a new technique, but how to use something we already know in
a new way. Stories help us gather and communicate user research, put a human face on analytic data, communicate design ideas, encourage collaboration and innovation, and create a sense of shared
history and purpose. This book looks across the full spectrum of user experience design to discover when and how to use stories to improve our products. Whether you are a researcher, designer, analyst
or manager, you will ﬁnd ideas and techniques you can put to use in your practice.

THE USER EXPERIENCE TEAM OF ONE
A RESEARCH AND DESIGN SURVIVAL GUIDE
The User Experience Team of One prescribes a range of approaches that have big impact and take less time and fewer resources than the standard lineup of UX deliverables. Whether you want to cross
over into user experience or you're a seasoned practitioner trying to drag your organization forward, this book gives you tools and insight for doing more with less.

USER EXPERIENCE RE-MASTERED
YOUR GUIDE TO GETTING THE RIGHT DESIGN
Morgan Kaufmann Good user interface design isn't just about aesthetics or using the latest technology. Designers also need to ensure their product is oﬀering an optimal user experience. This requires
user needs analysis, usability testing, persona creation, prototyping, design sketching, and evaluation through-out the design and development process. User Experience Re-Mastered takes tried and
tested material from best-selling books in Morgan Kaufmann's Series in Interactive Technologies and presents it in typical project framework. Chauncey Wilson guides the reader through each chapter,
introducing each stage, explaining its context, and emphasizing its signiﬁcance in the user experience lifecycle. This gives readers practical and easily applicable direction for creating web sites and web
applications that ensure the ultimate experience. A must read for students, those new to the ﬁeld, and anyone designing interfaces for people! *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

USER EXPERIENCE DESIGN
Smashing Magazine User Experience (UX) can be strongly inﬂuenced by behavioral factors such as emotions, beliefs, preferences and even cultural backgrounds. Being aware of this, Web designers keep
developing strategies to improve the overall UX with the help of storytelling, tools for problem solving, relationship engineering and costumer service improvement. This Smashing eBook User Experience
Design provides you with insights on how to improve your website based on the most important UX principles. TABLE OF CONTENTS - Why User Experience Cannot Be Designed - Design Is About Solving
Problems - A Design Is Only As Deep As It Is Usable - Designing The Well Tempered Web - Better User Experience With Storytelling Part 1 - Better User Experience With Storytelling Part 2 - Relationship
Engineering Part 1 - Relationship Engineering Part 2 - Taking A Customer From Like To Love: The UX Of Long Term Relationships - Idiots, Drama Queens And Scammers: Improving Customer Service with
UX

UX FOR DUMMIES
John Wiley & Sons Get up to speed quickly on the latest in user experience strategy and design UX For Dummies is a hands-on guide to developing and implementing user experience strategy. Written by
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globally-recognized UX consultants, this essential resource provides expert insight and guidance on using the tools and techniques that create a great user experience, along with practical advice on
implementing a UX strategy that aligns with your organisation's business goals and philosophy. You'll learn how to integrate web design, user research, business planning and data analysis to focus your
company's web presence on the needs of your customers, gaining the skills you need to be eﬀective in the ﬁeld of user experience design. Whether it's the interface, graphics, industrial design, physical
interaction or a user manual, being anything less than on point can negatively aﬀect customer satisfaction and retention. User experience design fully encompasses traditional human-computer interaction
design, and extends it to address all aspects of a product or service as perceived by users. UX For Dummies provides comprehensive guidance to professionals looking to understand and apply eﬀective UX
strategies. Deﬁnes UX and oﬀers assistance with determining users and modelling the user experience Provides details on creating a content strategy and building information architectures Explores visual
design and designing for speciﬁc channels Delves into UX testing and methods for keeping your site relevant The UX ﬁeld is growing rapidly as companies realise that meeting your business goals requires
a web presence aligned with customer needs. This alignment demands smart strategy and even smarter design. Consultants, designers and practitioners must all be on board if the result is to be cohesive
and eﬀective. UX For Dummies provides the information and expert advice you need to get up to speed quickly.

THE ELEMENTS OF USER EXPERIENCE
USER-CENTERED DESIGN FOR THE WEB
Peachpit Press Provides an overview of the complexities of interactive Web design for non-designers, explaining the processes, methods, and vocabulary of user experience design.

HANDS-ON UX DESIGN FOR DEVELOPERS
DESIGN, PROTOTYPE, AND IMPLEMENT COMPELLING USER EXPERIENCES FROM SCRATCH.
Packt Publishing Ltd Learn every step you need for product design and development Key Features Explore all the tools that you need to be a complete UX designer Code the product designs you’ve
created to become a full-stack designer Build an amazing portfolio with real-world projects Book Description Designing user experience (UX) is one of the most important aspects of a project, as it has a
direct eﬀect on how customers think of your company. The process of designing a user experience is one of the most challenging yet rewarding aspects of product development. Hands-On UX Design for
Developers will teach you how to create amazing user experiences for products from scratch. This book starts with helping you understand the importance of a good UX design and the role of a UX
designer. It will take you through the diﬀerent stages of designing a UX and the application of various principles of psychology in UX design. Next, you will learn how to conduct user research and market
research, which is crucial to creating a great UX. You will also learn how to create user personas and use it for testing. This book will help you gain the ability to think like a UX designer and understand
both sides of product development: design and coding. You will explore the latest tools, such as Sketch, Balsamiq, and Framer.js, to create wireframes and prototypes. The concluding chapters will take
you through designing your UI, dealing with big data while designing a UX, and the fundamentals of frontend. Finally, you'll prepare your portfolio and become job ready in the UX arena. What you will
learn What UX is and what a UX designer does Explore the UX Process and science of making products user-friendly Create user interfaces and learn which tools to use Understand how your design works
in the real world Create UI interaction, animation, wireframes, and prototypes Design a product with users in mind Develop a personal portfolio and be well-prepared to join the UX world Who this book is
for Hands-On UX/UI Design for Developers is for web designers who have knowledge of basic UX design principles.

EMOTIONAL DESIGN
WHY WE LOVE (OR HATE) EVERYDAY THINGS
Basic Books Why attractive things work better and other crucial insights into human-centered design Emotions are inseparable from how we humans think, choose, and act. In Emotional Design, cognitive
scientist Don Norman shows how the principles of human psychology apply to the invention and design of new technologies and products. In The Design of Everyday Things, Norman made the deﬁnitive
case for human-centered design, showing that good design demanded that the user's must take precedence over a designer's aesthetic if anything, from light switches to airplanes, was going to work as
the user needed. In this book, he takes his thinking several steps farther, showing that successful design must incorporate not just what users need, but must address our minds by attending to our
visceral reactions, to our behavioral choices, and to the stories we want the things in our lives to tell others about ourselves. Good human-centered design isn't just about making eﬀective tools that are
straightforward to use; it's about making aﬀective tools that mesh well with our emotions and help us express our identities and support our social lives. From roller coasters to robots, sports cars to smart
phones, attractive things work better. Whether designer or consumer, user or inventor, this book is the deﬁnitive guide to making Norman's insights work for you.
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USER EXPERIENCE IN LIBRARIES
APPLYING ETHNOGRAPHY AND HUMAN-CENTRED DESIGN
Routledge Modern library services can be incredibly complex. Much more so than their forebears, modern librarians must grapple daily with questions of how best to implement innovative new services,
while also maintaining and updating the old. The eﬀorts undertaken are immense, but how best to evaluate their success? In this groundbreaking new book from Routledge, library practitioners,
anthropologists, and design experts combine to advocate a new focus on User Experience (or ‘UX’) research methods. Through a combination of theoretical discussion and applied case studies, they argue
that this ethnographic and human-centred design approach enables library professionals to gather rich evidence-based insights into what is really going on in their libraries, allowing them to look beyond
what library users say they do to what they actually do. Edited by the team behind the international UX in Libraries conference, User Experience in Libraries will ignite new interest in a rapidly emerging
and game-changing area of research. Clearly written and passionately argued, it is essential reading for all library professionals and students of Library and Information Science. It will also be welcomed by
anthropologists and design professionals working in related ﬁelds.

AGILE USER EXPERIENCE DESIGN
A PRACTITIONER’S GUIDE TO MAKING IT WORK
Newnes Being able to ﬁt design into the Agile software development processes is an important skill in today’s market. There are many ways for a UX team to succeed (and fail) at being Agile. This book
provides you with the tools you need to determine what Agile UX means for you. It includes practical examples and case studies, as well as real-life factors to consider while navigating the Agile UX waters.
You’ll learn about what contributes to your team’s success, and which factors to consider when determining the best path for getting there. After reading this book, you’ll have the knowledge to improve
your software and product development with Agile processes quickly and easily. Includes hands on, real-world examples to illustrate the successes and common pitfalls of Agile UX Introduces practical
techniques that can be used on your next project Details how to incorporate user experience design into your company's agile software/product process

DESIGN, USER EXPERIENCE, AND USABILITY: USERS AND INTERACTIONS
4TH INTERNATIONAL CONFERENCE, DUXU 2015, HELD AS PART OF HCI INTERNATIONAL 2015, LOS ANGELES, CA, USA, AUGUST 2-7, 2015, PROCEEDINGS, PART II
The three-volume set LNCS 9186, 9187, and 9188 constitutes the proceedings of the 4th International Conference on Design, User Experience, and Usability, DUXU 2015, held as part of the 17th
International Conference on Human-Computer Interaction, HCII 2015, in Los Angeles, CA, USA, in August 2015, jointly with 13 other thematically similar conferences. The total of 1462 papers and 246
posters presented at the HCII 2015 conferences were 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 accepted for presentation thoroughly cover the entire ﬁeld of Human-Computer Interaction, addressing major advances in knowledge and
eﬀective use of computers in a variety of application areas. The total of 132 contributions included in the DUXU proceedings were carefully reviewed and selected for inclusion in this three-volume set. The
67 papers included in this volume are organized in topical sections on users in DUXU, women in DUXU, information design, touch and gesture DUXU, mobile DUXU, and wearable DUXU.

DESIGN, USER EXPERIENCE, AND USABILITY: DESIGNING INTERACTIONS
7TH INTERNATIONAL CONFERENCE, DUXU 2018, HELD AS PART OF HCI INTERNATIONAL 2018, LAS VEGAS, NV, USA, JULY 15-20, 2018, PROCEEDINGS, PART II
Springer The three-volume set LNCS 10918, 10919, and 10290 constitutes the proceedings of the 7th International Conference on Design, User Experience, and Usability, DUXU 2018, held as part of the
20th International Conference on Human-Computer Interaction, HCII 2018, in Las Vegas, NV, USA in July 2018. The total of 1171 papers presented at the HCII 2018 conferences were carefully reviewed and
selected from 4346 submissions. The papers cover the entire ﬁeld of human-computer interaction, addressing major advances in knowledge and eﬀective use of computers in a variety of applications
areas. The total of 165 contributions included in the DUXU proceedings were carefully reviewed and selected for inclusion in this three-volume set. The 50 papers included in this volume are organized in
topical sections on design, education and creativity, GUI, visualization and image design, multimodal DUXU, and mobile DUXU.
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DESIGNING CONNECTED PRODUCTS
UX FOR THE CONSUMER INTERNET OF THINGS
"O'Reilly Media, Inc." Networked thermostats, ﬁtness monitors, and door locks show that the Internet of Things can (and will) enable new ways for people to interact with the world around them. But
designing connected products for consumers brings new challenges beyond conventional software UI and interaction design. This book provides experienced UX designers and technologists with a clear
and practical roadmap for approaching consumer product strategy and design in this novel market. By drawing on the best of current design practice and academic research, Designing Connected
Products delivers sound advice for working with cross-device interactions and the complex ecosystems inherent in IoT technology.

THE UX BOOK
AGILE UX DESIGN FOR A QUALITY USER EXPERIENCE
Morgan Kaufmann 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-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)

SKETCHING USER EXPERIENCES: GETTING THE DESIGN RIGHT AND THE RIGHT DESIGN
Morgan Kaufmann Sketching User Experiences approaches design and design thinking as something distinct that needs to be better understood—by both designers and the people with whom they need to
work— in order to achieve success with new products and systems. So while the focus is on design, the approach is holistic. Hence, the book speaks to designers, usability specialists, the HCI community,
product managers, and business executives. There is an emphasis on balancing the back-end concern with usability and engineering excellence (getting the design right) with an up-front investment in
sketching and ideation (getting the right design). Overall, the objective is to build the notion of informed design: molding emerging technology into a form that serves our society and reﬂects its values.
Grounded in both practice and scientiﬁc research, Bill Buxton’s engaging work aims to spark the imagination while encouraging the use of new techniques, breathing new life into user experience design.
Covers sketching and early prototyping design methods suitable for dynamic product capabilities: cell phones that communicate with each other and other embedded systems, "smart" appliances, and
things you only imagine in your dreams Thorough coverage of the design sketching method which helps easily build experience prototypes—without the eﬀort of engineering prototypes which are diﬃcult
to abandon Reaches out to a range of designers, including user interface designers, industrial designers, software engineers, usability engineers, product managers, and others Full of case studies,
examples, exercises, and projects, and access to video clips that demonstrate the principles and methods

USER EXPERIENCE INNOVATION
USER CENTERED DESIGN THAT WORKS
Apress User Experience Innovation is a book about creating novel and engaging user experiences for new products and systems. User experience is what makes devices such as Apple's iPhone and
systems such as Amazon.com so successful. iPhone customers don't buy just a phone; they buy into an experience enabled by the device. Similarly, Amazon.com customers enter a world of book reviews,
interesting recommendations, instant downloads to their Kindle, and one-click purchasing. Products today are focal points, and it is the experience surrounding the product that matters the most. User
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Experience Innovation helps you create the right sort of experience around your products in order to be successful in the marketplace. The approach in User Experience Innovation is backed by 18 years of
experience from an author holding more than 100 patents relating to user experience. This is a book written by a practitioner for other practitioners. You'll learn 17 speciﬁc methods for creating innovation;
these methods run the gamut from targeting user needs to relieving pain points, to providing positive surprises, to innovating around paradoxes. Each method is one that the author has used successfully.
Taken together, they can help you create truly successful user experience innovations to beneﬁt your company or organization, and to help you grow as an experienced expert and innovator in your own
right. Provides 17 proven methods for innovating around user experience Helps you think beyond the product to the sum total of a customer's experience Written by an experienced practitioner holding
more than 100 user-experience patents

SKETCHING USER EXPERIENCES
Elsevier In Sketching User Experiences: The Workbook, you will learn, through step-by-step instructions and exercises, various sketching methods that will let you express your design ideas about user
experiences across time. Collectively, these methods will be your sketching repertoire: a toolkit where you can choose the method most appropriate for developing your ideas, which will help you cultivate
a culture of experience-based design and critique in your workplace. Features standalone modules detailing methods and exercises for practitioners who want to learn and develop their sketching skills
Extremely practical, with illustrated examples detailing all steps on how to do a method Excellent for individual learning, for classrooms, and for a team that wants to develop a culture of design practice
Perfect complement to Buxton's Sketching User Experience or any UX text

THE PRACTITIONER'S GUIDE TO USER EXPERIENCE DESIGN
Hachette UK The core mission of User Experience (UX) design is to craft digital experiences that not only empower but delight users, and we've never had a better set of tools for doing so. Not only is there
strong demand in digital product development for people with UX skills, but technology is evolving so rapidly and in such interesting ways that the work aﬀords constant opportunities to innovate and let
your creativity run. But how do you get into UX Design? Do you have to know how to write code? Or do you need a degree in design? And what exactly is UX? Does it refer to the process or the result? In
The Practitioner's Guide To User Experience Luke Miller answers all of these questions and draws on his own experience and examples of speciﬁc projects to walk you through the methods used by
designers to craft user experiences. These include: *Techniques of user research, including conducting user interviews and surveys and creating personas to represent the range of users you're appealing
to, as well as performing competitive analysis of rival products. *A core set of methods for crafting well designed routes of navigation through sites and apps, called user ﬂows *Creating the layouts and
designing the interface elements of pages, from initial sketching and creating a rough site map, through the drawing of more detailed page designs, generally called wireframes, and on to making moving
prototypes. *User testing - everything from rough sketches to fully functioning prototypes to interpreting the results of tests and making recommendations for any changes to products. The best UX comes
from learning by doing and understanding how creative, fun and satisfying the work can be. Adding UX expertise to your mix of skills will make you more marketable, a knowledge of UX principles and
practices and will enrich your work in any part of digital product creation.

SMASHING UX DESIGN
FOUNDATIONS FOR DESIGNING ONLINE USER EXPERIENCES
John Wiley & Sons

EYE TRACKING IN USER EXPERIENCE DESIGN
Morgan Kaufmann Eye Tracking for User Experience Design explores the many applications of eye tracking to better understand how users view and interact with technology. Ten leading experts in eye
tracking discuss how they have taken advantage of this new technology to understand, design, and evaluate user experience. Real-world stories are included from these experts who have used eye
tracking during the design and development of products ranging from information websites to immersive games. They also explore recent advances in the technology which tracks how users interact with
mobile devices, large-screen displays and video game consoles. Methods for combining eye tracking with other research techniques for a more holistic understanding of the user experience are discussed.
This is an invaluable resource to those who want to learn how eye tracking can be used to better understand and design for their users. Includes highly relevant examples and information for those who
perform user research and design interactive experiences Written by numerous experts in user experience and eye tracking. Highly relevant to anyone interested in eye tracking & UX design Features
contemporary eye tracking research emphasizing the latest uses of eye tracking technology in the user experience industry.
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USER EXPERIENCE (UX) DESIGN FOR LIBRARIES
American Library Association User experience (UX) characterizes how a person feels about using a product, system or service. UX design incorporates the practical aspects of utility, ease of use and
eﬃciency to make your web design and functionality decisions with patrons in mind. This results in a better design, a more intuitive interface, and a more enjoyable experience. This book shows you how
to get there by providing hands-on steps and best practices for UX design principles, practices, and tools to engage with patrons online and build the best web presence for your library. You ll ﬁnd out how
to conduct a usability test, perform a card sort, make decisions on how to build the architecture of your site, create personas as a cornerstone of your website planning process, create a content strategy,
and perform an experience-based evaluation of your site.

EYE TRACKING IN USER EXPERIENCE DESIGN
Elsevier Eye Tracking for User Experience Design explores the many applications of eye tracking to better understand how users view and interact with technology. Ten leading experts in eye tracking
discuss how they have taken advantage of this new technology to understand, design, and evaluate user experience. Real-world stories are included from these experts who have used eye tracking during
the design and development of products ranging from information websites to immersive games. They also explore recent advances in the technology which tracks how users interact with mobile devices,
large-screen displays and video game consoles. Methods for combining eye tracking with other research techniques for a more holistic understanding of the user experience are discussed. This is an
invaluable resource to those who want to learn how eye tracking can be used to better understand and design for their users. Includes highly relevant examples and information for those who perform user
research and design interactive experiences Written by numerous experts in user experience and eye tracking. Highly relevant to anyone interested in eye tracking & UX design Features contemporary
eye tracking research emphasizing the latest uses of eye tracking technology in the user experience industry.
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