Usability: (from Jakob Neilsen - http://www.useit.com/alertbox/20030825.html) 
What (Definition of Usability)
Usability is a quality attribute that assesses how easy user interfaces are to use. The word "usability" also refers to methods for improving ease-of-use during the design process.
Usability is defined by five quality components:
· Learnability: How easy is it for users to accomplish basic tasks the first time they encounter the design?
· Efficiency: Once users have learned the design, how quickly can they perform tasks?
· Memorability: When users return to the design after a period of not using it, how easily can they reestablish proficiency?
· Errors: How many errors do users make, how severe are these errors, and how easily can they recover from the errors?
· Satisfaction: How pleasant is it to use the design?
There are many other important quality attributes. A key one is utility, which refers to the design's functionality: Does it do what users need? Usability and utility are equally important: It matters little that something is easy if it's not what you want. It's also no good if the system can hypothetically do what you want, but you can't make it happen because the user interface is too difficult. To study a design's utility, you can use the same user research methods that improve usability.
Why Usability is Important
On the Web, usability is a necessary condition for survival. If a website is difficult to use, people leave. If the homepage fails to clearly state what a company offers and what users can do on the site, people leave. If users get lost on a website, they leave. If a website's information is hard to read or doesn't answer users' key questions, they leave. Note a pattern here? There's no such thing as a user reading a website manual or otherwise spending much time trying to figure out an interface. There are plenty of other websites available; leaving is the first line of defense when users encounter a difficulty. 

User experience design (ux) is a subset of the field of experience design that pertains to the creation of the architecture and interaction models that affect user experience of a device or system. As user experience is a subjective feeling, it cannot actually be "designed". Instead, you can design for a user experience, trying to enable certain kind of experiences[1]. The scope of the field is directed at affecting "all aspects of the user’s interaction with the product: how it is perceived, learned, and used." [2] - from http://en.wikipedia.org/wiki/User_experience_design 
(see also: interaction experience design - ixd)

Jakob Neilsen - http://www.useit.com/ 

Steve Krug. Don’t Make Me Think & Rocket Surgery Made Easy - http://www.sensible.com/
& a video of Krug on “The Least You Can Do About Usability” - http://network.businessofsoftware.org/video/steve-krug-on-the-least-you 

A List Apart - http://www.alistapart.com/ 

Boxes and Arrows - http://www.boxesandarrows.com/ 

Usability.gov http://www.usability.gov

Web Content.gov http://www.usa.gov/webcontent/

Writing for the Web presentation - http://www.slideshare.net/jeffwisniewski/writing-for-the-wired-world-4443320 

The problem of findability (Search):
Peter Morville - Ambient Findability, Search Patterns & more...
http://findability.org/ 

Forms that work - http://www.formsthatwork.com/ 
	 			
Web Form Design
		
Filling in the Blanks		 			 		 	
	 	 	
By Luke Wroblewski. Rosenfeld Media, May 2008.
ISBNs: paperback (1-933820-24-1); digital editions (1-933820-25-X)

Also, 2 O’Reilly titles that may help:
Information Architecture. http://oreilly.com/catalog/9780596000356 
Designing Web Navigation. http://oreilly.com/catalog/9780596528102/ 

To get easier access for state employees to O’Reilly & other technology books, you may want to purchase a license to Safari Tech Ebooks. We have a limited license for staff here at CSL, for now, but I’m not certain about its future due to budget constraints - http://www.safaribooksonline.com/Corporate/Index/requestInfo-Enterprise.php 

Lots more (of my own) bookmarks at http://www.delicious.com/sbclapp/usability 

Design Patterns (Solutions for common web design issues that are established as “best practices”):
http://www.designofsites.com/design-patterns/ 
http://designinginterfaces.com/ 
http://developer.yahoo.com/ypatterns/ 

Trends in Online Government from the Pew Center:
http://www.slideshare.net/PewInternet/dgi-conference?from=ss_embed 

Remote Usability Testing Tools:
Loop11 - http://www.loop11.com
Omniture - http://www.omniture.com
UserZoom - http://www.userzoom.com/ 
Silver back - http://www.silverbackapp.com/ 
Morae - http://www.techsmith.com/morae.asp 
A blog/site on Remote Usability Testing http://remoteusability.com/tools/ 
List of 24 usability testing tools - http://www.usefulusability.com/24-usability-testing-tools/ 
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