
UX DESIGN GLOSSARY  
 
Websites :  
https://www.springboard.com/blog/ux-terms/ 
https://uxmastery.com/resources/glossary/ 
https://careerfoundry.com/en/blog/ux-design/ux-design-glossary/ 
https://trydesignlab.com/blog/ux-design-glossary-key-terms-getting-started/ 
https://www.uxbeginner.com/glossary/ 
 
Navigational Glossary : 
https://uxplanet.org/ui-ux-design-glossary-navigation-elements-b552130711c8 
 
 
 
A / B Testing - aka Split Testing / the practice of comparing two versions of a web page with a 
single variant to determine which one performs better 
 
Accessibility - designing for ALL people  
 
Adaptive - an adaptive interface is a collection of layouts designed specifically for different 
devices (different for mobile and desktop)  
 
Affordance - Clues that tell us what an element can do to us / on user interfaces affordances 
clearly communicate to users what can and cannot be done on a screen  
 
Agile UX - an incremental approach to software development / instead of building the entire 
product at once, agile breaks it down into smaller bits of user functionality and assigns them to 
2 week cycles called “iterations”  
 
API - Application Programming Interfaces / pieces of software that help different applications 
communicate with each other / products develop APIs to let you access and read information 
on their server easily  
 
Card Sorting - helps us understand information architecture of a site  
 
Call to Action (CTA) - any visual or interface element that invites a specific action from a user  
 
Design Thinking - a 5 stage method for creative problem solving  

1. Empathize - understanding the challenge  
2. Define - define the problem  
3. Ideate  - brainstorm potential solutions  
4. Prototype - build your solutions  
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5. Test - test your solutions  
 
Empathy Map - Collaborative tools that help us visualize user behavior, attitudes, and feelings 
that are divided into 4 quadrants: (at the center we place our user persona) 

1. What the user is saying 
2. Thinking  
3. Doing 
4. Feeling  

 
End User - any user of an app or website / note that not all end users are customers  
 
Flowchart - illustrates the steps a user can take to complete a task on a product  
 
Information Architecture - arranging content in a product in an understandable manner  
 
Iteration - the practice of breaking down development into small parts / the period of time that 
we assign to work on each part is referred to as an iteration (last between 1-4 weeks)  
 
KPI - Key Performance Indicators / measurable values that help us understand and track how 
well a product is doing  
 
Lean UX - based on Agile, is a collaborative user-centric approach that prioritizes learning 
loops (building, learning, and measuring through iterations) over design documentation  
 
MVP - Minimum Viable Product / the essential set of features we can launch a product with to 
get the ball rolling  
 
Persona - an idealized end user of a product  
 
Progressive Web App (PWA) - an app that runs in a web browser but has a level of functionality 
more like traditional standalone software (ie : facebook, twitter)  
 
Responsive - (not to be confused with adaptive) responsive websites adapt to fit the device 
they are being displayed on / a single layout that shrinks and stretches and rearranges the 
content on it to be easily viewed on each device type (same layout for mobile and desktop) 
 
Site Map - a visual representation of a websites pages and hierarchy  
 
Sprints - in an agile software development we call defined periods of time assigned to 
complete certain tasks “sprints” (usually from 1-3 weeks) 
 



User Journey Maps - narrative documents that help us visualize the process a user goes 
through in order to accomplish a goal / document stages a user goes through, user emotions, 
and product opportunities  
 
 
 
 
 
 
 


