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Gestalt Principles

Heatmap

lconography

Information Architecture (IA)

|deation
Inclusive Design
Iterative Design

Interaction Design

Key Performance Indicators (KPIs)

Mood Board

Minimum Viable Product (MVP)

Microcopy Strategy
Microcopy
Mockup

Mental Models
Navigation Test

Problem Statement
Product Life Cycle
Product Roadmap
Product Discovery
Prototype

Prototype Test
Product Management

Persona
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Product Adoption
Pain Points

Preference Test

Qualitative Research

Quantitative Research

Responsive Design

Research Ops

Sitemap
Serial Position Effect

Storyboard
Tree Testing

User Interface (Ul) Design

User Journey Map

User Testing

User Experience (UX) Design
User Experience (UX) Writing
User Experience Research (UEX)
User-Centered Design

Usability Testing

User Story
Variation Set

Wireframe

Widget
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A / B Testing

A/B testing is a quantitative UX research method used to compare
two versions of a digital element to determine which performs
better. Users are split between Version A (control) and Version B
(variant), and performance is measured using metrics such as clicks,
conversions, or engagement.

This method supports data-driven decision-making by validating
design changes and optimizing user experience based on real user
behavior.
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Accessibility

Accessibility is the practice of designing digital products and
services so they can be used effectively by everyone, including
people with disabllities and situational limitations.

It ensures that all users can access information and complete tasks
regardless of visual, auditory, motor, or cognitive differences.
Accessibility iIn UX 1Is commonly guided by standards such as WCAG
to promote equal access and inclusive experiences.
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Affinity Map

Affinity map Is a qualitative research synthesis method used to
group related data into themes, helping teams identify patterns,
Insights, and relationships within research findings.
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Assistive Technology (AT)

Assistive Technology refers to hardware and software tools that help
people with disabllities interact with digital and physical products. It
enables users to perform tasks, access information, and use systems
more Independently, supporting accessibility and inclusive design.
Common examples Include screen readers that convert text to
speech for visually impaired users, voice recognition software,
screen magnifiers, alternative keyboards, and switch devices.
Designing products that work seamlessly with assistive technologies
Is essential for creating truly inclusive experiences.
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Breadcrumbs

Breadcrumbs are a navigation pattern used In websites and
applications to help users understand their current location within a
product’s hierarchical structure. They display the path from higher-
level pages to the current page, allowing users to move backward
easily and maintain orientation while navigating.
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Card Sorting

Card sorting Is a user-centered UX research method In which
participants organize topics, content, or features into logical groups.
It Is used to understand users’ mental models and support the
creation of Intuitive navigation, helping Improve Information
architecture (1A).

Types of card sorting include open (users create categories), closed
(users use predefined categories), and hybrid.
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Conversion Rate

Conversion rate Is the percentage of users who complete a desired
action within a digital product, such as signing up, making a
purchase, or submitting a form.

It 1Is used by product and UX teams to evaluate how effectively a
design supports user goals and encourages meaningful actions.
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CTA

CTA (call to action) is a design element that prompts users to take a
specific next step, such as signing up, purchasing, or learning more.

It helps guide user behavior and connect user intent with product
goals by making the desired action clear and accessible.
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Clickstream

Clickstream refers to the behavioral data generated by the sequence
of clicks, taps, and navigation actions a user performs while
Interacting with a digital product.

paidl jlwo

lpy pgdy (il Cillclaillg Gilldiillg cilyaill Judwi ge anilidl dbgludl alibdl (W) jaill jlwo iy
wnad) aiio olaiwl clifl padiwoll

Syntax &3 09



Clickstream Analysis

Clickstream analysis Is the process of examining the sequence of
clicks and Interactions a user makes while navigating a website or
application. It tracks the path users take from one page to another,
the pages they visit, and the actions they perform along the way.

This analysis helps teams understand user behavior, identify popular
content, detect drop-off points, and uncover navigation patterns,
which inform design decisions and improve overall user experience.
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Continuous Product Discovery

Continuous product discovery Is an ongoing UX practice in which
product teams regularly engage with users to understand their
needs, validate assumptions, and inform product decisions.

It Involves conducting research In small, frequent activities
throughout the product Ilifecycle, ensuring that user Insights
continuously shape design and development rather than relying on
one-time research at the beginning of a project.

atioll joiwaoll calwis |

e aiioll Guo lpsd Joou pasiuall i (o dpoiuo dwjloo ga itall joiuall alicsll
pahi aljlia 3lail ocag alblpalll go Ganillg . ogikblisl apal (poadiwall go ahiiall Jclaill
aviTel|

) oput Cuny aiioll b d5ga jlao nle djaiog dpan diny dhuiil Auaii (ale agill 1A® a0io
danlg dp0 (i Cav de aloicll o U pghillg aonill aings a poiwo J9iu guoadiwall
£9piroll dily (na

Syntax &3 10



Competitive Audit

Competitive audit Is a research method used to analyze competing
products by evaluating their features, user experience, strengths,
and weaknesses. It helps teams understand the market, identify
opportunities, and make informed design decisions.
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Design Sprint

Design sprint Is a time-boxed process used to quickly solve
problems, explore ideas, and test solutions through design and user
feedback. It typically runs over a few days and combines activities
like understanding the problem, generating ideas, prototyping, and
testing. It helps teams validate concepts early, align decisions, and
reduce risk before development.
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UX DICTIONARY 0.1

Desigh Debt

Design debt refers to the accumulated impact of design shortcuts,
Inconsistencies, and deferred decisions made to meet short-term
goals.

Over time, these compromises reduce usability, clarity, and overall
user experience, requiring future redesign or correction.
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Data-Driven Design

Data-driven design Is an approach to desigh decision-making that
relies on user data, behavioral Insights, and measurable evidence
rather than assumptions or personal preference.

It helps teams validate ideas, prioritize improvements, and optimize
experiences based on how users actually interact with a product.
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Decision Matrix

Decision matrix iIs a method used to compare and evaluate multiple

options against a defined set of criteria.
It helps teams make structured decisions by visualizing trade-offs

and identifying the most suitable option.
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Eye Tracking

Eye tracking i1s a research method used to measure where a user Is
looking on a screen and how the user's eyes move while interacting
with content. It tracks points of gaze, eye movements (saccades),
and moments of focus (fixations), as well as changes in pupil size.

The collected data is transformed into visual representations such
as heatmaps and gaze paths, helping analyze visual attention, user
behavior, and cognitive patterns during interaction.
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End Users

End users are the real people who use a product or service after it
has been launched and made available Iin the market. They interact
with the product in its final form to accomplish their goals and meet
their needs, rather than participating In its design or development
stages.
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Ethical Design

Ethical design Is the practice of creating digital products that
respect user rights, privacy, and well-being while ensuring
transparency and fairness in design decisions.

It balances business goals with responsible practices to build trust
and protect users from harm, manipulation, or exclusion.
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Empathy Map

An empathy map Is a visual tool used In UX to organize and
synthesize insights about users’ thoughts, feelings, behaviors, and
needs.

It helps teams develop a shared understanding of the user’s
experience and design more human-centered solutions.
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Five Second Test

Five-second test Iis a user research method in which a design is
shown to participants for five seconds and followed by questions
about what they recall.

It helps teams evaluate first impressions and assess whether key
messages or elements are Immediately understood.
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Framework

Framework Is a structured set of guidelines, components, or tools
that provides a foundation for designing or building products. It
helps teams work consistently and efficiently by offering predefined
patterns, rules, or structures that can be reused across projects.
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Fidelity

Fidelity refers to the level of detall, realism, and functionality In a
design or prototype. It Indicates how closely a design represents the
final product Iin terms of visual appearance, content, and interaction.
Fidelity is typically categorized into three levels: low-fidelity (simple
sketches or wireframes used for early ideas), mid-fidelity (more
structured layouts), and high-fidelity (detailed, polished designs that
closely resemble the final product).
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Funnel Testing

Funnel testing is a UX evaluation method that analyzes each stage of
a multi-step user flow to measure progression and drop-off.

It helps teams identify friction within the sequence and optimize
specific steps to iImprove completion rates.
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Flowchart

Flowchart is a visual diagram used to represent steps, decisions, and
seguences within a process or system.

It helps teams understand workflows and communicate how actions
and paths connect across an experience.
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Gestalt Principles

Gestalt principles are a set of perception rules that explain how
people naturally organize and interpret visual elements as unified
groups rather than separate parts. They describe how users
recognize patterns, relationships, and structure in a design, helping
make Interfaces clearer, more intuitive, and easier to understand.
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Heatmap

A heatmap Is a visual representation of user interaction data that
shows where activity Is concentrated within a digital interface.
It uses color Intensity to highlight areas that receive the most
attention—such as clicks, scrolling, or cursor movement—helping
teams identify engagement patterns and overlooked elements.
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lconography

lconography is the systematic use and design of icons to represent
actions, objects, or concepts within an interface.

It helps create visual consistency and improve usabillity by enabling
quick recognition and reducing reliance on text.
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Information Architecture (I1A)

Information architecture (IA) is the practice of organizing, structuring,
and labeling content and navigation within a digital product so users
can easlily find information and complete tasks.

It provides the underlying structure that supports clarity, usabillity,
and Intuitive navigation.
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ldeation

|deation Is the creative phase In the design process where teams
generate a wide range of ideas and potential solutions to a defined
problem. It encourages exploring possibilities freely without
Immediate judgment, using techniques such as brainstorming,
sketching, mind mapping, and "How Might We" questions.

The goal of ideation Is quantity and diversity of ideas, which are later
refined, evaluated, and narrowed down Into concepts worth
prototyping and testing.
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Inclusive Design

Inclusive design Is an approach to desighing products and services
that considers the full range of human diversity, including ability,
language, culture, gender, age, and other forms of human difference.
It aims to create experiences that work for as many people as
possible from the outset, rather than adapting them later.
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Iterative Design

Iterative design is a design process In which solutions are repeatedly
tested, evaluated, and refined based on feedback and data.

It helps teams improve usablility and reduce risk by making
Incremental adjustments across multiple cycles.
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Interaction Design

Interaction design (IxD) is the design of how users interact with a
digital product through actions, responses, and feedback.

It helps shape Intuitive experiences by defining how elements
behave and how systems respond during use.
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UX DICTIONARY 0.1

Key Performance Indicators (KPlIs)

Key performance indicators (KPIs) are measurable metrics used to

evaluate progress toward defined goals.
They help teams assess performance and track whether a product,
feature, or Initiative Is achieving its intended outcomes.
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Mood Board

Mood board Is a visual collection of images, colors, typography, and
design elements used to define the aesthetic direction and
emotional tone of a product. It helps teams explore Ideas,
communicate style, and align on the overall visual direction before
starting detailed design.
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UX DICTIONARY 0.1

Minimum Viable Product (MVP)

Minimum Viable Product (MVP) is the simplest functional version of a
product that includes only the core features needed to deliver value
to users and test a key idea. It I1s used to validate assumptions,
gather real user feedback, and learn quickly before investing in full
development.

Guhill Lléll aiioll go (uiadll 2all

RiloAll (ale hédd (ngini aiioll go duloc dAwi huyl ga Gubhill Bildll aiicll go (sl 2all
dcpuy oadiwall GlBballo gong wilbnall jJLinl padiuyg .oadiwall doud eadi (aill duulwlll

Jol5 pghi (na jloliwll Jug




Microcopy Strategy

Microcopy strategy Is the systematic approach to designing and
managing interface text to support usability, clarity, and consistent
communication across a product. It defines tone, wording patterns,
and messaging principles to ensure that microcopy effectively
guides user behavior and reduces friction.
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Microcopy

Microcopy refers to the small pieces of interface text that guide
users during Iinteractions with a product. These short messages—
such as button labels, instructions, tooltips, and error messages—
help clarify actions, reduce confusion, and support task completion.
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Mockup

Mockup is a high-fidelity, static visual representation of a product’s
Interface that shows layout, visual style, and branding.
It helps teams and stakeholders evaluate the look and feel of a

design before development.
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UX DICTIONARY 0.1

Mental Models

Mental models are the internal assumptions and expectations users
form about how a product or system works.

They shape how users interpret interfaces, predict outcomes, and
decide how to interact with digital experiences.
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Navigation Test

Navigation testing is a method used to evaluate how easily users can
move through a product to complete tasks. It helps Iidentity
navigation issues and Improve Information architecture and user

flows.
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Problem Statement

Problem statement is a clear and focused description of a specific
user problem, defining who the user Is, what the Issue Is, and why it
matters. It guides design decisions by keeping teams aligned around
real user needs.
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Product Life Cycle

Product life cycle is the framework that describes the stages a
product passes through from its creation to its decline. It typically
Includes development, introduction, growth, maturity, and decline,
helping teams understand how a product evolves and how strategies
should adapt at each stage.
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UX DICTIONARY 0.1

Product Roadmap

Product roadmap Is a strategic, high-level plan that communicates
how a product will evolve over time. It outlines the product vision,
key goals, priorities, and major Initiatives, helping teams understand
what will be built, why it matters, and roughly when it will happen. A
roadmap aligns stakeholders, guides decision-making, and ensures
that product development stays focused on delivering value to users
and the business.
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Product Discovery

Product discovery Is the process of identifying and validating what
to build by understanding user needs, exploring problems, and
testing potential solutions. It helps teams reduce risk, ensure
product ideas deliver real value, and confirm that they are building
the right product before development begins.
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Prototype

Prototype Is an early, interactive version of a product used to
visualize how 1t works and test ideas before development. It allows

teams to explore concepts, validate design decisions, and gather
user feedback.
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Prototype Test

Prototype testing is the process of evaluating an early version of a
product with real users to validate design decisions. It helps identify
usabllity iIssues, gather feedback, and ensure the product meets user
needs before development.
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UX DICTIONARY 0.1

Product Management

Product management Is the practice of defining a product’'s vision,
strategy, and priorities to ensure it meets user needs and business
goals. It guides the product across Iits lifecycle by aligning teams,
making decisions on what to build, and ensuring the product delivers

value.
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Persona

Persona Is a research-based representation of a key user segment
that combines shared behaviors, goals, motivations, and pain points
Into a clear user profile. It helps teams understand users, build
empathy, and make design decisions based on real user needs
rather than assumptions.
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Product Adoption

Product adoption is the process by which users begin using a
product or feature and integrate it into regular use.

It helps teams measure perceived value and identify factors that
Influence activation, engagement, and retention.

(aiioll i) qiiall alaicl dxlac

ohiiall aoladiul (na lgaoag djall gl aiioll pladiwl padiwall lgsd lay (il ddaoll (e
Jpoiwlllg Jcelaillg rodill (nle pgi (il Jolgell uanig 45ja0ll dasdll gulid (nle Gpall ackuy

Syntax &3 51



Pain Points

Pain points are usability or experience issues that create friction,
frustration, or difficulty for users when interacting with a product or
service.

They help teams identify where users struggle or fall to complete
tasks, guiding improvements in usability, accessibility, and overall
experience.
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Preference Test

A preference test Is a test that asks users to choose between two
design options to help understand what matters to them.
Participants are shown several design options and asked to choose
which one they prefer. These tests are commonly used to measure
aesthetic appeal, but you can also ask participants to judge designs
based on their trustworthiness, or how well they communicate a
specific message or idea.
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UX DICTIONARY 0.1

Qualitative Research

Qualitative research Is a research approach that explores user
behaviors, experiences, motivations, and perceptions through non-
numerical data. It relies on methods such as Interviews,
observations, and open-ended feedback to understand the reasons
behind user actions and decisions. The insights help teams uncover
problems, discover needs, and inform design decisions.
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Quantitative Research

Quantitative research Is a research approach that collects and
analyzes numerical data to understand patterns and trends In user
behavior. It relies on structured data collection and statistical
analysis to measure outcomes and test hypotheses. The results help
teams evaluate performance, compare alternatives, and determine
how widespread a behavior or outcome Is across users.
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Responsive Design

Responsive design Is an approach to interface design that allows
layouts and content to adapt automatically to different screen sizes,
devices, and Interaction contexts.

It ensures a consistent and usable experience whether users access
a product from a mobile phone, tablet, or desktop.
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ResearchOps

ResearchOps (Research Operations) is the function that manages

the processes, tools, and coordination needed to support UX
research.

It helps scale research efforts by organizing participants,
governance, knowledge, and workflows.
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Sitemap

Sitemap Is a visual diagram that represents the structure and
hierarchy of pages within a website. It shows how pages are
organized and connected, helping teams plan navigation, structure
content, and design the information architecture of a product.
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Serial Position Effect

Serial position effect is a psychological principle where users tend to
remember the first and last items In a sequence more easily than
those In the middle. It influences how information Is percelved and
recalled, making placement important when presenting content or
options.
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Storyboard

Storyboard Is a visual sequence of frames used to illustrate a user’s
journey and interactions with a product over time. It combines
scenes and narrative to show how a user experiences a situation,
helping teams understand context, Identify problems, and
communicate ideas clearly.
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Tree Testing

Tree testing is a usabllity testing method used to evaluate how easily
users can find information within a product’s structure. It presents a
simplified, text-only version of the information architecture and asks
users to locate specific items, helping identify navigation and
labeling I1ssues.
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User Interface (Ul) Design

User interface (Ul) design is the process of designing the visual and
Interactive elements of a product. It focuses on defining layout,
visual style, and the behavior of interface components to ensure
clarity, consistency, and ease of use.
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User Journey Map

User journey map Is a visual representation of the user journey that
organizes steps, touchpoints, and user experience elements into a
structured format. It often includes stages, user actions, and insights
such as pain points or opportunities. It helps teams analyze the
experience, communicate findings, and identify areas for
Improvement.
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User Testing

User testing Is a research method in which real users interact with a
product or prototype while researchers observe their behavior and
gather feedback. It is used to evaluate how well a product meets
user needs, supports task completion, and delivers a satisfactory
experience.

oadiwall jLis|

loiy (gl a3gai gl Qiio @o Jguisin (1goaNiwo ad Jeldi) iy wiglwl gav padiwall jlisl
oo iiall Galgi (nao pnddl JLinll A padiug .ogilhallo ggoong pgoglw gginldl Ball,
Ao i puadig plgoll plail aca (nle aijadg (uoadiwall Gilalial

Syntax &3 64



UX DICTIONARY 0.1

User Experience (UX) Design

User experience (UX) design is the process of planning, designing,
and evaluating digital products to ensure they are useful, usable,
accessible, and enjoyable for end users.

UX design focuses on how users interact with a product across the
entire journey, aligning user needs with business goals through
research, design, and testing.
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User Experience (UX) Writing

UX writing 1s the practice of crafting the text within a digital product
to guide users through interactions. It focuses on clarity, simplicity,
and usabllity, ensuring that Interface content—such as labels,
Instructions, and messages—helps users understand actions and
complete tasks effectively.
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User Experience Research (UEX)

User experience research (UX research / UXR) is the systematic
study of users’ needs, behaviors, and contexts to inform design
decisions.

It helps teams reduce assumptions and guide product
Improvements using qualitative and quantitative insights.
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User-Centered Design

User-Centered Design (UCD) is a design approach in which products
are shaped around users’ needs, contexts, and behaviors throughout

the design process.
It helps teams create usable and accessible solutions by involving

users in research, design, and evaluation across iterations.
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UX DICTIONARY 0.1

Usability Testing

Usabillity testing is a research method In which representative users
attempt tasks with a product while researchers observe thelr
behavior.

It helps Identify usability iIssues and evaluate how easily users can
complete intended actions.
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User Story

A user story Is a short, simple description of a feature or
functionality told from the perspective of the end user. It captures
who the user iIs, what they want to do, and why, helping teams stay
focused on user needs throughout the design and development
Process.

User stories typically follow the format: "As a (role), | want (goal), so
that (benefit)" and are often paired with acceptance criteria to
define when the story Is considered complete.
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Variation Set

Variation set Is a collection of different versions of a design or
Interface element grouped together for comparison and evaluation.
It Is used to test alternatives, understand user preferences, and
analyze how changes impact user behavior and experience.
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Wireframe

Wireframe Is a simplified visual representation of a user interface
that outlines the layout, structure, and content hierarchy without
focusing on visual design details. It Is used early In the design
process to plan how elements are arranged and how users will
Interact with the product.
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Widget

Widget I1s a small, self-contained user interface component that
provides a specific function or displays focused information. It Is
designed to be easily accessible and quickly usable without
requiring navigation through the full application.
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