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Lonely Planet Rizzo, http://rizzo.lonelyplanet.com

Lucidchart, https://www.lucidchart.com

Marvel, https://marvelapp.com

MindMup, https://www.mindmup.com

Morae, https://www.techsmith.com/morae.html

OptimalSort Card Sorting,
https://www.optimalworkshop.com/optimalsort

Optimizely, https://www.optimizely.com

h @ www.uxlab.it



POP, https://marvelapp.com/pop

PrEmo, http://www.premotool.com

Qualaroo, https://qualaroo.com

Shopify Polaris, https://polaris.shopify.com

The Thing From The Future, http://situationlab.org/project/the-thing-

from-the-future

Sketch, https://www.sketchapp.com
Sketchsheets, https://sketchsheets.com

SUPR-Q, https://measuringu.com/product/suprq

SurveyMonkey, https://it.surveymonkey.com

SUS, http://www.measuringu.com/sus.php

Treejack Tree Testing, https://www.optimalworkshop.com/treejack

Trello, https://trello.com

UEQ, http://www.ueg-online.org

Ul Stencils, https://www.uistencils.com

Usabilla, https://usabilla.com

UserTesting, https://www.usertesting.com

UXCam, https://uxcam.com

UXPin, https://www.uxpin.com
VWO, https://vwo.com

WAMMI, http://www.wammi.com

Wordclouds, https://www.wordclouds.com

Wordle, http://www.wordle.net

XMind, https://www.xmind.net
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