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Fifty Quick Ideas to Improve Your User Stories Gojko Adzic
2014-10-15 This book will help you write better stories, spot and
fix common issues, split stories so that they are smaller but still
valuable, and deal with difficult stuff like crosscutting concerns,
long-term effects and non-functional requirements. Above all, this
book will help you achieve the promise of agile and iterative
delivery: to ensure that the right stuff gets delivered through
productive discussions between delivery team members and
business stakeholders. Who is this book for? This is a book for
anyone working in an iterative delivery environment, doing
planning with user stories. The ideas in this book are useful both
to people relatively new to user stories and those who have been
working with them for years. People who work in software
delivery, regardless of their role, will find plenty of tips for
engaging stakeholders better and structuring iterative plans more
effectively. Business stakeholders working with software teams
will discover how to provide better information to their delivery
groups, how to set better priorities and how to outrun the
competition by achieving more with less software. What's inside?
Unsurprisingly, the book contains exactly fifty ideas. They are
grouped into five major parts: - Creating stories: This part deals
with capturing information about stories before they get accepted
into the delivery pipeline. You'll find ideas about what kind of
information to note down on story cards and how to quickly spot
potential problems. - Planning with stories: This part contains
ideas that will help you manage the big-picture view, set
milestones and organise long-term work. - Discussing stories:
User stories are all about effective conversations, and this part
contains ideas to improve discussions between delivery teams and
business stakeholders. You'll find out how to discover hidden
assumptions and how to facilitate effective conversations to
ensure shared understanding. - Splitting stories: The ideas in this
part will help you deal with large and difficult stories, offering
several strategies for dividing them into smaller chunks that will
help you learn fast and deliver value quickly. - Managing iterative
delivery: This part contains ideas that will help you work with
user stories in the short and mid term, manage capacity,
prioritise and reduce scope to achieve the most with the least
software. About the authors: Gojko Adzic is a strategic software
delivery consultant who works with ambitious teams to improve
the quality of their software products and processes. Gojko's book
Specification by Example was awarded the #2 spot on the top
100 agile books for 2012 and won the Jolt Award for the best
book of 2012. In 2011, he was voted by peers as the most
influential agile testing professional, and his blog won the UK
agile award for the best online publication in 2010. David Evans
is a consultant, coach and trainer specialising in the field of Agile
Quality. David helps organisations with strategic process
improvement and coaches teams on effective agile practice. He is
regularly in demand as a conference speaker and has had several
articles published in international journals.
User's guide for the Aermod Meteorological Preporcessor
(AERMET)
Quantifying the User Experience Jeff Sauro 2012 "The primary
purpose of this book is to provide a statistical resource for those
who measure the behavior and attitudes of people as they
interact with interfaces. The focus is on methods applicable to
practical user research, based on our experience, investigations,
and reviews of the latest statistical literature"-User's Guide for the Northeast Stand Exam Program (NEST
Version 2.1) Thomas M. Schuler 1991
User-Generated Content and its Impact on Branding Severin
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Dennhardt 2013-09-24 The emergence of social media as one of
the driving forces of consumers’ online experiences today also
challenges our current understanding on marketing and brand
management. The effects of brands’ social media involvement are
to this day uncertain. Severin Dennhardt shows that social media
and user-generated brands do have a strong influence on brands.
Four independent studies demonstrate that first, successful
brands can be created in virtual worlds, second, user-generated
content drives the creation of unique brands, third social media
strongly influences the social value perception of brands, and
fourth, social media impacts consumers’ purchase decision
process.
SharePoint 2003 User's Guide Seth Bates 2006-11-08 * Provides a
"real world" view and best practices around using SharePoint
2003 technologies to meet business needs. * Seth Bates was the
technical reviewer for both of Scot Hillier’s books. * Lists the
most common deployment scenarios of SharePoint technologies
and the ways to best leverage SharePoint features for these
scenarios.
User Friendly Illiad 1999 Shares the Web-based comic strip's
view of hard-core geeks, and all things techie in the adventures of
Columbia Internet "the friendliest, hardest-working, and most
neurotic little Internet Service Provider in the World"
Infant-Toddler Checklist and Easy-Score User's Guide Amy M.
Wetherby 2003 This scoring CD-ROM includes a complete copy of
the Checklist and a User's Guide, allowing busy clinicians to use
the Checklist by itself as a quick, valid screening system. Users
input responses from the completed Checklist and the program
calculates composite percentiles and standard scores based on
the embedded norms. This program also makes correspondence
and recordkeeping easier. It automatically generates a screening
report for clinicians to add to the child's health record. Then, the
clinician can select from a menu of three letters to share
personalized results and recommendations with the family.
ABAQUS/Standard 2001
DIR--directory of Information Resources User's Guide
United States Postal Service 1989
User Bruce Benderson 1995 A journey into the shadowy world of
transvestite street hustlers of New York. The protagonist is
Apollo, a male prostitute and heroin addict who is hiding from the
law in the porn theaters, bars and after-hour clubs. By the author
of Pretending to Say No.
SPSS Base 7.0 for Windows User's Guide SPSS Inc 1996
User's Guide Albert Gan 2005
User-based Innovation in Services Jon Sundbo 2011 This book
demonstrates pioneering work on user-based service innovation
using an analytical framework. This approach involves
understanding the needs of users, the service firms collaborating
with them, and recognising the fact that users are innovators and,
as such, services develop while in use. As well as presenting case
studies, the book discusses theoretically what user-based
innovation means in the context of services. Three main fields are
analysed: user-based innovation in knowledge-intensive business
service, user-based innovation in public services, and models and
methods for structuring user-based innovation.
How to Write a Really Good User's Manual Emanuel Katzin
1985
A User's Guide to Computer Contracting Lanny J. Davis 1984
User's Reference Manual/system Administrator's Reference
Manual for Intel Processors 1992
Listening Ear Trainer - User's Manual (v1.06) F. Rudin To train
your ear, one must learn to distinguish sounds. Acquiring Perfect
Pitch requires in addition to remember pitches. In early childhood
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we collect the vast part of our relevant sound memory by
imitating the sounds with our vocal cords. However, our brain
doesn't stop there. At a later age we can still learn a new foreign
language. Three new method's to acquire Absolute Pitch and
Relative Pitch, supported by software feedback, are presented in
this book. The first method, the Singing Funnel method, lets you
acquire Absolute Pitch like a foreign language. The second
method, the Octave Anchor Pithes method helps you to orientate
yourself in the pitch realm. The last method, the Interval
Overtone method, improves your interval hearing.
MS-DOS User's Guide Chris DeVoney 1984 This guide explains
each of the MS-DOS commands in a clear and concise manner
and gives helpful hints on command usage and explanations of
the hierarchical directory and I/O redirections that will enable
readers to make the best use of their computers.
ABAQUS/standard 1995
A Methodology for Developing Multimodal User Interfaces of
Information Systems Adrian Stanciulescu 2008-01-01 The
Graphical User Interface (GUI), as the most prevailing type of
User Interface (UI) in today's interactive applications, restricts
the interaction with a computer to the visual modality and is
therefore not suited for some users (e.g., with limited literacy or
typing skills), in some circumstances (e.g., while moving around,
with their hands or eyes busy) or when the environment is
constrained (e.g., the keyboard and the mouse are not available).
In order to go beyond the GUI constraints, the Multimodal (MM)
UIs apear as paradigm that provide users with great expressive
power, naturalness and flexibility. In this thesis we argue that
developing MM UIs combining graphical and vocal modalities is
an activity that could benefit from the application of a
methodology which is composed of: a set of models, a method
manipulating these models and the tools implementing the
method. Therefore, we define a design space-based method that
is supported by model-to-model colored transformations in order
to obtain MM UIs of information systems. The design space is
composed of explicitly defined design options that clarify the
development process in a structured way in order to require less
design effort. The feasability of the methodology is demonstrated
through three case studies with different levels of complexity and
coverage. In addition, an empirical study is conducted with endusers in order to measure the relative usability level provided by
different design decisions.
User-friendly Dictionary of Old English and Reader Bill
Griffiths 2005 This dictionary contains some 3,500 of the
commonest words in Old English (OE) arranged by consonant
order, plus an introduction to the OE language and a selection of
representative OE texts.
User Studies for Digital Library Development Milena Dobreva
2012-06-22 This landmark text captures a global cross-section of
leading voices and provides a clear and coherent overview of the
user studies domain and user issues in digital libraries. As the
information environment becomes increasingly electronic, digital
libraries have proliferated, but the focus has often been on
innovations in technology and not the user. Although user needs
have become a popular concept, in practice the users are rarely
consulted in the development of services. Research and analysis
of users is essential to fine-tune the content and approach of
digital libraries to the diverging requirements and expectations of
incredibly varied communities and to ensure libraries are
effective, accessible and sustainable in the long term. Key topics
include: • what is the place of user studies in digital libraries and
what are the basic user study methods? • explaining user-centric
studies, information behaviour and user experience studies •
exploring user-study methods such as surveys, questionnaires,
expert evaluation methods, eye tracking, deep log analysis,
personae and ethnographic studies • critical issues around user
studies such as evaluation of digital libraries, digital preservation,
social media, the shift to mobile devices and ethics • user studies
in specific types of institutions: libraries, archives, museums,
audiovisual collections and art collections • the most popular
questions and what to do next. Readership: Information
professionals involved in supporting, developing or designing
digital library services, researchers wanting to address the user
dimension in their work and students on LIS and computer
science courses who want to understand the importance of the
user
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user in information services.
The Ultimate Mac User Book Tetiana Hanchar 2020-03-16
Master a Mac without jargon and complications. Once you go
Mac, you never go back. And if you have this book, you’ll be more
than happy to never go back. In The Ultimate Mac User Book,
we’ve made a bold attempt to unveil an ideal Mac setup that
works for anyone. Whether you’re switching from Windows or
want to upgrade your knowledge of macOS, this is for you Here’s
what you’ll learn from the book: - The anatomy of Mac’s interface.
How to set up your new Mac for years of use. - Basic and
advanced shortcuts for all jobs on Mac. - Alternatives to popular
Windows apps. - Ready-to-use workflows for writers, designers,
developers, students, as well as people of any profession who
want to hit new productivity milestones on Mac. - 20 hacks every
seasoned Mac user should be using (but only a few actually do) in
the bonus chapter. Reliable and intuitive, Macs still require a
certain level of tech fluency. The family of Apple’s Macintosh
operating systems is very versatile, with tons of features and
enhancements built on top of each other. Navigating through all
of them can be complicated. Especially if you’re a new user.
Especially if you have no time to figure out how things work —
you just want them to work. Hope we’ll solve the problem for you
with this book.
NLSY79 User's Guide 2000
3D User Interfaces Joseph J. LaViola, Jr. 2017-03-30 The
Complete, Up-To-Date Guide to Building Great 3D User Interfaces
for Any Application 3D interaction is suddenly everywhere. But
simply using 3D input or displays isn't enough: 3D interfaces
must be carefully designed for optimal user experience. 3D User
Interfaces: Theory and Practice, Second Edition is today's most
comprehensive primary reference to building state-of-the-art 3D
user interfaces and interactions. Five pioneering researchers and
practitioners cover the full spectrum of emerging applications,
techniques, and best practices. The authors combine theoretical
foundations, analysis of leading devices, and empirically validated
design guidelines. This edition adds two new chapters on human
factors and general human-computer interaction--indispensable
foundational knowledge for building any 3D user interface. It also
demonstrates advanced concepts at work through two running
case studies: a first-person VR game and a mobile augmented
reality application. Coverage Includes 3D user interfaces:
evolution, elements, and roadmaps Key applications: virtual and
augmented reality (VR, AR), mobile/wearable devices What 3D UI
designers should know about human sensory systems and
cognition ergonomics How proven human-computer interaction
techniques apply to 3D UIs 3D UI output hardware for visual,
auditory, and haptic/ tactile systems Obtaining 3D position,
orientation, and motion data for users in physical space 3D object
selection and manipulation Navigation and wayfinding techniques
for moving through virtual and physical spaces Changing
application state with system control techniques, issuing
commands, and enabling other forms of user input Strategies for
choosing, developing, and evaluating 3D user interfaces Utilizing
2D, "magic," "natural," multimodal, and two-handed interaction
The future of 3D user interfaces: open research problems and
emerging technologies
NASTRAN User's Guide E. I. Field 1979
UNIX User's Handbook Marty Poniatowski 2002 An update to the
ultimate UNIX "how-to" guide for every end-user. The CD-ROM
includes GlancePlus trial software for HP9000, Sun SPARC, and
IBM RS/6000 systems and an X-Windows Computer Based
Training program and a newly added CBT model.
Look Smarter Than You Are with Essbase - An End User's
Guide Edward Roske 2008-06-01 How Can I Use Essbase to
Analyze Data? With millions of users world-wide, Essbase seems
to be everywhere these days and now it's a part of your life. You
want to slice and dice data, analyze information, and make highly
formatted spreadsheet retrievals. You're sure Essbase is the
answer and thank goodness your boss bought copies of this book
for your entire department! This book is your key to unlocking the
world of analysis through Essbase. You will learn: [ How to
connect to Essbase databases and retrieve data [ What is multidimensionality and why should you care? [ The basics of Essbases
end-user add-ins for adhoc analysis [ Steps to creating highly
formatted reports and templates that you can use month after
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month [ Creation and saving of advanced analytic queries using
the query designers
User-centered Design Stories Carol Righi 2007 'User-Centered
Design Stories' is the first User-Centered Design Casebook, with
cases covering the key tasks and issues facing UCD practitioners
today. It offers innovative and hybrid solutions that were actually
used on the problems discussed.
Bulletin 1984
User's Guide to the Reliability Estimation System Testbed
(REST) David M. Nicol 1992
Basics Interactive Design: User Experience Design Gavin
Allanwood 2014-04-24 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.
IDA, a User's Guide to the IDA Interactive Data Analysis
and Forecasting System Robert F. Ling 1982
A User's View of BALLOTS Hank Epstein 1974
ICETHK User's Manual, Version 1 Andrew M. Tuthill 1998 This
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report describes the ICETHK computer model that is used in
conjunction with the HEC-2 backwater model to simulate
equilibrium ice jam profiles. The ICETHK model fulfills an
important need in studies that require the calculation of ice jam
affected stage. This report presents the theory and limitations of
ICETHK and serves as a user's manual, and concludes with a
discussion of river ice modeling using ICETHK.
Using Extra-topical User Preferences to Improve Web-based
Metasearch Eric J. Glover 2001
HP-UX User's Guide Jim Rice 1995 A complete guide to HP Vue
for the beginning, day-to-day user, this indispensable book covers
over 100 of the most useful HP-UX commands, including realworld screen displays to illustrates concepts, dozens of tips to
save keyboard strokes and increase productivity, and hints and
suggestions for customizing HP Vue setup files for your specific
needs.
Interviewing Users Steve Portigal 2013-05-01 Interviewing is a
foundational user research tool that people assume they already
possess. Everyone can ask questions, right? Unfortunately, that's
not the case. Interviewing Users provides invaluable interviewing
techniques and tools that enable you to conduct informative
interviews with anyone. You'll move from simply gathering data to
uncovering powerful insights about people.
Developing User Interfaces Dan R. Olsen 1998 "Developing User
Interfaces" is targeted at the programmer who will actually
implement, rather than design, the user-interface. Useful to
programmers using any language--no particular windowing
system or toolkit is presumed, examples are drawn from a variety
of commercial systems, and code examples are presented in
pseudo-code. The basic concepts of traditional computer graphics
such as drawing and 3D modeling are covered for readers without
a computer graphics background.
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