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The present work provides a platform for leading Data designers whose vision and creativity
help us to anticipate major changes occurring in the Data Design field, and pre-empt the future.
Each of them strives to provide new answers to the question, “What challenges await Data
Design?” To avoid falling into too narrow a mind-set, each works hard to elucidate the breadth
of Data Design today and to demonstrate its widespread application across a variety of
business sectors. With end users in mind, designer-contributors bring to light the myriad of
purposes for which the field was originally intended, forging the bond even further between
Data Design and the aims and intentions of those who contribute to it. The first seven parts of
the book outline the scope of Data Design, and presents a line-up of “viewpoints” that
highlight this discipline’s main topics, and offers an in-depth look into practices boasting both
foresight and imagination. The eighth and final part features a series of interviews with Data
designers and artists whose methods embody originality and marked singularity. As a result, a
number of enlightening concepts and bright ideas unfold within the confines of this book to help
dispel the thick fog around this new and still relatively unknown discipline. A plethora of equally
eye-opening and edifying new terms, words, and key expressions also unfurl. Informing,
influencing, and inspiring are just a few of the buzz words belonging to an initiative that is, first
and foremost, a creative one, not to mention the possibility to discern the ever-changing and
naturally complex nature of today’s datasphere. Providing an invaluable and cutting-edge
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resource for design researchers, this work is also intended for students, professionals and
practitioners involved in Data Design, Interaction Design, Digital & Media Design, Data &
Information Visualization, Computer Science and Engineering.
Designing Experiments and Analyzing Data: A Model Comparison Perspective (3rd edition)
offers an integrative conceptual framework for understanding experimental design and data
analysis. Maxwell, Delaney, and Kelley first apply fundamental principles to simple
experimental designs followed by an application of the same principles to more complicated
designs. Their integrative conceptual framework better prepares readers to understand the
logic behind a general strategy of data analysis that is appropriate for a wide variety of
designs, which allows for the introduction of more complex topics that are generally omitted
from other books. Numerous pedagogical features further facilitate understanding: examples of
published research demonstrate the applicability of each chapter’s content; flowcharts assist
in choosing the most appropriate procedure; end-of-chapter lists of important formulas highlight
key ideas and assist readers in locating the initial presentation of equations; useful
programming code and tips are provided throughout the book and in associated resources
available online, and extensive sets of exercises help develop a deeper understanding of the
subject. Detailed solutions for some of the exercises and realistic data sets are included on the
website (DesigningExperiments.com). The pedagogical approach used throughout the book
enables readers to gain an overview of experimental design, from conceptualization of the
research question to analysis of the data. The book and its companion website with web apps,
tutorials, and detailed code are ideal for students and researchers seeking the optimal way to
design their studies and analyze the resulting data.
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Whether you’re designing consumer electronics, medical devices, enterprise Web apps, or
new ways to check out at the supermarket, today’s digitally-enabled products and services
provide both great opportunities to deliver compelling user experiences and great risks of
driving your customers crazy with complicated, confusing technology. Designing successful
products and services in the digital age requires a multi-disciplinary team with expertise in
interaction design, visual design, industrial design, and other disciplines. It also takes the ability
to come up with the big ideas that make a desirable product or service, as well as the skill and
perseverance to execute on the thousand small ideas that get your design into the hands of
users. It requires expertise in project management, user research, and consensus-building.
This comprehensive, full-color volume addresses all of these and more with detailed how-to
information, real-life examples, and exercises. Topics include assembling a design team,
planning and conducting user research, analyzing your data and turning it into personas, using
scenarios to drive requirements definition and design, collaborating in design meetings,
evaluating and iterating your design, and documenting finished design in a way that works for
engineers and stakeholders alike.
Designing Data Reports that Work provides research-based best practices for constructing
effective data systems in schools and for designing reports that are relevant, necessary, and
easily understood. Clear and coherent data systems and data reports significantly improve
educators’ data use and save educators time and frustration. The strategies in this book will
help those responsible for designing education data reports—including school leaders,
administrators, and educational technology vendors—to create productive data reports
individualized for each school or district. This book breaks down the key concepts in creating
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and implementing data systems, ensuring that you are a better partner with teachers and staff
so they can work with and use data correctly and improve teaching and learning.
Real critique has become a lost skill among collaborative teams today. Critique is intended to
help teams strengthen their designs, products, and services, rather than be used to assert
authority or push agendas under the guise of "feedback." In this practical guide, authors Adam
Connor and Aaron Irizarry teach you techniques, tools, and a framework for helping members
of your design team give and receive critique. Using firsthand stories and lessons from
prominent figures in the design community, this book examines the good, the bad, and the ugly
of feedback. You’ll come away with tips, actionable insights, activities, and a cheat sheet for
practicing critique as a part of your collaborative process. This book covers: Best practices
(and anti-patterns) for giving and receiving critique Cultural aspects that influence your ability
to critique constructively When, how much, and how often to use critique in the creative
process Facilitation techniques for making critiques timely and more effective Strategies for
dealing with difficult people and challenging situations
An exploration of how design might be led by marginalized communities, dismantle structural
inequality, and advance collective liberation and ecological survival. What is the relationship
between design, power, and social justice? “Design justice” is an approach to design that is
led by marginalized communities and that aims expilcitly to challenge, rather than reproduce,
structural inequalities. It has emerged from a growing community of designers in various fields
who work closely with social movements and community-based organizations around the
world. This book explores the theory and practice of design justice, demonstrates how
universalist design principles and practices erase certain groups of people—specifically, those
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who are intersectionally disadvantaged or multiply burdened under the matrix of domination
(white supremacist heteropatriarchy, ableism, capitalism, and settler colonialism)—and invites
readers to “build a better world, a world where many worlds fit; linked worlds of collective
liberation and ecological sustainability.” Along the way, the book documents a multitude of realworld community-led design practices, each grounded in a particular social movement. Design
Justice goes beyond recent calls for design for good, user-centered design, and employment
diversity in the technology and design professions; it connects design to larger struggles for
collective liberation and ecological survival.
What is inclusive design? It is simple. It means that your product has been created with the
intention of being accessible to as many different users as possible. For a long time, the
concept of accessibility has been limited in terms of only defining physical spaces. However,
change is afoot: personal technology now plays a part in the everyday lives of most of us, and
thus it is a responsibility for designers of apps, web pages, and more public-facing tech
products to make them accessible to all. Our digital era brings progressive ideas and paradigm
shifts – but they are only truly progressive if everybody can participate. In Inclusive Design for
a Digital World, multiple crucial aspects of technological accessibility are confronted, followed
by step-by-step solutions from User Experience Design professor and author Regine Gilbert.
Think about every potential user who could be using your product. Could they be visually
impaired? Have limited motor skills? Be deaf or hard of hearing? This book addresses a
plethora of web accessibility issues that people with disabilities face. Your app might be
blocking out an entire sector of the population without you ever intending or realizing it. For
example, is your instructional text full of animated words and Emoji icons? This makes it
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difficult for a user with vision impairment to use an assistive reading device, such as a speech
synthesizer, along with your app correctly. In Inclusive Design for a Digital World, Gilbert
covers the Web Content Accessibility Guidelines (WCAG) 2.1 requirements, emerging
technologies such as VR and AR, best practices for web development, and more. As a creator
in the modern digital era, your aim should be to make products that are inclusive of all people.
Technology has, overall, increased connection and information equality around the world. To
continue its impact, access and usability of such technology must be made a priority, and there
is no better place to get started than Inclusive Design for a Digital World. What You’ll Learn
The moral, ethical, and high level legal reasons for accessible design Tools and best practices
for user research and web developers The different types of designs for disabilities on various
platforms Familiarize yourself with web compliance guidelines Test products and usability best
practices Understand past innovations and future opportunities for continued improvement
Who This Book Is For Practitioners of product design, product development, content, and
design can benefit from this book.
Why attractive things work better and other crucial insights into human-centered design
Emotions are inseparable from how we humans think, choose, and act. In Emotional Design,
cognitive scientist Don Norman shows how the principles of human psychology apply to the
invention and design of new technologies and products. In The Design of Everyday Things,
Norman made the definitive case for human-centered design, showing that good design
demanded that the user's must take precedence over a designer's aesthetic if anything, from
light switches to airplanes, was going to work as the user needed. In this book, he takes his
thinking several steps farther, showing that successful design must incorporate not just what
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users need, but must address our minds by attending to our visceral reactions, to our
behavioral choices, and to the stories we want the things in our lives to tell others about
ourselves. Good human-centered design isn't just about making effective tools that are
straightforward to use; it's about making affective tools that mesh well with our emotions and
help us express our identities and support our social lives. From roller coasters to robots,
sports cars to smart phones, attractive things work better. Whether designer or consumer, user
or inventor, this book is the definitive guide to making Norman's insights work for you.

In this completely updated and revised edition of Designing with the Mind in Mind, Jeff
Johnson provides you with just enough background in perceptual and cognitive
psychology that user interface (UI) design guidelines make intuitive sense rather than
being just a list or rules to follow. Early UI practitioners were trained in cognitive
psychology, and developed UI design rules based on it. But as the field has evolved
since the first edition of this book, designers enter the field from many disciplines.
Practitioners today have enough experience in UI design that they have been exposed
to design rules, but it is essential that they understand the psychology behind the rules
in order to effectively apply them. In this new edition, you'll find new chapters on human
choice and decision making, hand-eye coordination and attention, as well as new
examples, figures, and explanations throughout. Provides an essential source for user
interface design rules and how, when, and why to apply them Arms designers with the
science behind each design rule, allowing them to make informed decisions in projects,
and to explain those decisions to others Equips readers with the knowledge to make
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educated tradeoffs between competing rules, project deadlines, and budget pressures
Completely updated and revised, including additional coverage on human choice and
decision making, hand-eye coordination and attention, and new mobile and touchscreen examples throughout
The A/B Testing mindset at a company evolves through four stages. Intuition: In the
beginning, intuition drives decisions. The company acknowledges the user, but does
not solicit feedback. Data is sparse. Data driven: Decision makers use data to
supplement their intuition in cases when they are less confident. The data lacks
richness and methods for processing data are crude. Causal statements are drawn
from situations that do not warrant them. Data is not respected. A/B Testing: The
company unearths the practice of A/B Testing and embarks on the well-trodden path of
successful companies. A/B Testing gains followers, however infrastructure is nascent
and statistical methods are questionable. The goal is to get a number, not necessarily a
correct number. The thought is that a number from an A/B Test must be trustworthy
because, well, it's from an A/B Test! Sound A/B Testing: The company is educated on
the fundamentals of A/B Testing. The company adopts sounds practices, produces
trustworthy numbers, and makes informed go/no-go decisions. Regardless where your
company is on the journey, this book will guide you to the last stage.
Many businesses are based on creating desirable experiences, products and services
for users. However in spite of this, companies often fail to consider the end user - the
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customer - in their planning and development processes. As a result, organizations find
themselves spending huge sums of money creating products and services that, quite
simply, don't work. User experience research, also known as UX research, focuses on
understanding user behaviours, needs and motivations through a range of
observational techniques, task analysis and other methodologies. User Research is a
practical guide that shows readers how to use the vast array of user research methods
available. Covering all the key research methods including face-to-face user testing,
card sorting, surveys, A/B testing and many more, the book gives expert insight into the
nuances, advantages and disadvantages of each, while also providing guidance on
how to interpret, analyze and share the data once it has been obtained. Ultimately,
User Research is about putting natural powers of observation and conversation to use
in a specific way. The book isn't bogged down with small, specific, technical detail rather, it explores the fundamentals of user research, which remain true regardless of
the context in which they are applied. As such, the tools and frameworks given here
can be used in any sector or industry, to improve any part of the customer journey and
experience; whether that means improving software, websites, customer services,
products, packaging or more.
Designing Better Maps: A Guide for GIS Users, second edition, breaks down the myriad
decisions involved in creating maps that communicate effectively. The second edition
includes updated material and a new chapter on map publishing.
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User experience (UX) design has traditionally been a deliverables-based practice, with
wireframes, site maps, flow diagrams, and mockups. But in today’s web-driven reality,
orchestrating the entire design from the get-go no longer works. This hands-on book
demonstrates Lean UX, a deeply collaborative and cross-functional process that lets
you strip away heavy deliverables in favor of building shared understanding with the
rest of the product team. Lean UX is the evolution of product design; refined through
the real-world experiences of companies large and small, these practices and principles
help you maintain daily, continuous engagement with your teammates, rather than work
in isolation. This book shows you how to use Lean UX on your own projects. Get a
tactical understanding of Lean UX—and how it changes the way teams work together
Frame a vision of the problem you’re solving and focus your team on the right
outcomes Bring the designer’s tool kit to the rest of your product team Break down the
silos created by job titles and learn to trust your teammates Improve the quality and
productivity of your teams, and focus on validated experiences as opposed to
deliverables/documents Learn how Lean UX integrates with Agile UX
Voice user interfaces (VUIs) are becoming all the rage today. But how do you build one
that people can actually converse with? Whether you’re designing a mobile app, a toy,
or a device such as a home assistant, this practical book guides you through basic VUI
design principles, helps you choose the right speech recognition engine, and shows
you how to measure your VUI’s performance and improve upon it. Author Cathy Pearl
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also takes product managers, UX designers, and VUI designers into advanced design
topics that will help make your VUI not just functional, but great. Understand key VUI
design concepts, including command-and-control and conversational systems Decide if
you should use an avatar or other visual representation with your VUI Explore speech
recognition technology and its impact on your design Take your VUI above and beyond
the basic exchange of information Learn practical ways to test your VUI application with
users Monitor your app and learn how to quickly improve performance Get real-world
examples of VUIs for home assistants, smartwatches, and car systems
A new wave of products is helping people change their behavior and daily routines,
whether it’s exercising more (Jawbone Up), taking control of their finances
(HelloWallet), or organizing their email (Mailbox). This practical guide shows you how to
design these types of products for users seeking to take action and achieve specific
goals. Stephen Wendel, HelloWallet’s head researcher, takes you step-by-step through
the process of applying behavioral economics and psychology to the practical problems
of product design and development. Using a combination of lean and agile
development methods, you’ll learn a simple iterative approach for identifying target
users and behaviors, building the product, and gauging its effectiveness. Discover how
to create easy-to-use products to help people make positive changes. Learn the three
main strategies to help people change behavior Identify your target audience and the
behaviors they seek to change Extract user stories and identify obstacles to behavior
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change Develop effective interface designs that are enjoyable to use Measure your
product’s impact and learn ways to improve it Use practical examples from products
like Nest, Fitbit, and Opower
User experience doesn’t happen on a screen; it happens in the mind, and the
experience is multidimensional and multisensory. This practical book will help you
uncover critical insights about how your customers think so you can create products or
services with an exceptional experience. Corporate leaders, marketers, product
owners, and designers will learn how cognitive processes from different brain regions
form what we perceive as a singular experience. Author John Whalen shows you how
anyone on your team can conduct "contextual interviews" to unlock insights. You’ll then
learn how to apply that knowledge to design brilliant experiences for your customers.
Learn about the "six minds" of user experience and how each contributes to the
perception of a singular experience Find out how your team—without any specialized
training in psychology—can uncover critical insights about your customers’ conscious
and unconscious processes Learn how to immediately apply what you’ve learned to
improve your products and services Explore practical examples of how the Fortune 100
used this system to build highly successful experiences
Effective interface animation deftly combines form and function to improve feedback,
aid in orientation, direct attention, show causality, and express your brand’s
personality. Designing Interface Animation shows you how to create web animation that
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balances purpose and style while blending seamlessly into the user’s experience. This
book is a crash course in motion design theory and practice for web designers, UX
professionals, and front-end developers alike.
Improving the User Experience through Practical Data Analytics shows you how to
make UX design decisions based on data—not hunches. Authors Fritz and Berger help
the UX professional recognize the enormous potential of user data that is collected as a
natural by-product of routine UX research methods, including moderated usability tests,
unmoderated usability tests, surveys, and contextual inquiries. Then, step-by-step, they
explain how to utilize both descriptive and predictive statistical techniques to gain
meaningful insight with that data. By mastering the use of these techniques, you’ll
delight your users, increase your bottom line and gain a powerful competitive
advantage for your company—and yourself. Key features include: Practical advise on
choosing the right data analysis technique for each project. A step-by-step methodology
for applying each technique, including examples and scenarios drawn from the UX field.
Detailed screen shots and instructions for performing the techniques using Excel (both
for PC and Mac) and SPSS. Clear and concise guidance on interpreting the data
output. Exercises to practice the techniques Practical guidance on choosing the right
data analysis technique for each project. Real-world examples to build a theoretical and
practical understanding of key concepts from consumer and financial verticals. A stepby-step methodology for applying each predictive technique, including detailed
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examples. A detailed guide to interpreting the data output and examples of how to
effectively present the findings in a report. Exercises to learn the techniques
This text represents a breakthrough in the process underlying the design of the
increasingly common and important data-driven Web applications.
Data is at the center of many challenges in system design today. Difficult issues need
to be figured out, such as scalability, consistency, reliability, efficiency, and
maintainability. In addition, we have an overwhelming variety of tools, including
relational databases, NoSQL datastores, stream or batch processors, and message
brokers. What are the right choices for your application? How do you make sense of all
these buzzwords? In this practical and comprehensive guide, author Martin Kleppmann
helps you navigate this diverse landscape by examining the pros and cons of various
technologies for processing and storing data. Software keeps changing, but the
fundamental principles remain the same. With this book, software engineers and
architects will learn how to apply those ideas in practice, and how to make full use of
data in modern applications. Peer under the hood of the systems you already use, and
learn how to use and operate them more effectively Make informed decisions by
identifying the strengths and weaknesses of different tools Navigate the trade-offs
around consistency, scalability, fault tolerance, and complexity Understand the
distributed systems research upon which modern databases are built Peek behind the
scenes of major online services, and learn from their architectures
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This book provides you with more than 100 patterns, principles, and best practices,
along with advice for many of the common challenges you'll face when starting a social
website.--[book cover]
Applying the principles of human-centered design to real-world health care challenges,
from drug packaging to early detection of breast cancer. This book makes a case for
applying the principles of design thinking to real-world health care challenges. As health
care systems around the globe struggle to expand access, improve outcomes, and
control costs, Health Design Thinking offers a human-centered approach for designing
health care products and services, with examples and case studies that range from
drug packaging and exam rooms to internet-connected devices for early detection of
breast cancer. Written by leaders in the field—Bon Ku, a physician and founder of the
innovative Health Design Lab at Sidney Kimmel Medical College, and Ellen Lupton, an
award-winning graphic designer and curator at Cooper Hewitt Smithsonian Design
Museum—the book outlines the fundamentals of design thinking and highlights important
products, prototypes, and research in health design. Health design thinking uses play
and experimentation rather than a rigid methodology. It draws on interviews,
observations, diagrams, storytelling, physical models, and role playing; design teams
focus not on technology but on problems faced by patients and clinicians. The book's
diverse case studies show health design thinking in action. These include the
development of PillPack, which frames prescription drug delivery in terms of user
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experience design; a credit card–size device that allows patients to generate their own
electrocardiograms; and improved emergency room signage. Drawings, photographs,
storyboards, and other visualizations accompany the case studies. Copublished with
Cooper Hewitt, Smithsonian Design Museum
Data visualization is an efficient and effective medium for communicating large amounts
of information, but the design process can often seem like an unexplainable creative
endeavor. This concise book aims to demystify the design process by showing you how
to use a linear decision-making process to encode your information visually. Delve into
different kinds of visualization, including infographics and visual art, and explore the
influences at work in each one. Then learn how to apply these concepts to your design
process. Learn data visualization classifications, including explanatory, exploratory, and
hybrid Discover how three fundamental influences—the designer, the reader, and the
data—shape what you create Learn how to describe the specific goal of your
visualization and identify the supporting data Decide the spatial position of your visual
entities with axes Encode the various dimensions of your data with appropriate visual
properties, such as shape and color See visualization best practices and suggestions
for encoding various specific data types
Without words, apps would be an unusable jumble of shapes and icons, while voice
interfaces and chatbots wouldn't even exist. Words make software human–centered,
and require just as much thought as the branding and code. This book will show you
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how to give your users clarity, test your words, and collaborate with your team. You'll
see that writing is designing.
Dashboards have become popular in recent years as uniquely powerful tools for
communicating important information at a glance. Although dashboards are potentially
powerful, this potential is rarely realized. The greatest display technology in the world
won't solve this if you fail to use effective visual design. And if a dashboard fails to tell
you precisely what you need to know in an instant, you'll never use it, even if it's filled
with cute gauges, meters, and traffic lights. Don't let your investment in dashboard
technology go to waste. This book will teach you the visual design skills you need to
create dashboards that communicate clearly, rapidly, and compellingly. "Information
Dashboard Design will explain how to: Avoid the thirteen mistakes common to
dashboard design Provide viewers with the information they need quickly and clearly
Apply what we now know about visual perception to the visual presentation of
information Minimize distractions, cliches, and unnecessary embellishments that create
confusion Organize business information to support meaning and usability Create an
aesthetically pleasing viewing experience Maintain consistency of design to provide
accurate interpretation Optimize the power of dashboard technology by pairing it with
visual effectiveness Stephen Few has over 20 years of experience as an IT innovator,
consultant, and educator. As Principal of the consultancy Perceptual Edge, Stephen
focuses on data visualization for analyzing and communicating quantitative business
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information. He provides consulting and training services, speaks frequently at
conferences, and teaches in the MBA program at the University ofCalifornia in
Berkeley. He is also the author of "Show Me the Numbers: Designing Tables and
Graphs to Enlighten. Visit his website at www.perceptualedge.com.
On the surface, design practices and data science may not seem like obvious partners.
But these disciplines actually work toward the same goal, helping designers and
product managers understand users so they can craft elegant digital experiences.
While data can enhance design, design can bring deeper meaning to data. This
practical guide shows you how to conduct data-driven A/B testing for making design
decisions on everything from small tweaks to large-scale UX concepts. Complete with
real-world examples, this book shows you how to make data-driven design part of your
product design workflow. Understand the relationship between data, business, and
design Get a firm grounding in data, data types, and components of A/B testing Use an
experimentation framework to define opportunities, formulate hypotheses, and test
different options Create hypotheses that connect to key metrics and business goals
Design proposed solutions for hypotheses that are most promising Interpret the results
of an A/B test and determine your next move
PLEASE PROVIDE COURSE INFORMATION PLEASE PROVIDE
Designing with DataImproving the User Experience with A/B Testing"O'Reilly Media,
Inc."
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Interaction design that entails a qualitative shift from a symbolic, language-oriented
stance to an experiential stance that encompasses the entire design and use cycle.
With the rise of ubiquitous technology, data-driven design, and the Internet of Things,
our interactions and interfaces with technology are about to change dramatically,
incorporating such emerging technologies as shape-changing interfaces, wearables,
and movement-tracking apps. A successful interactive tool will allow the user to engage
in a smooth, embodied, interaction, creating an intimate correspondence between
users' actions and system response. And yet, as Kristina Höök points out, current
design methods emphasize symbolic, language-oriented, and predominantly visual
interactions. In Designing with the Body, Höök proposes a qualitative shift in interaction
design to an experiential, felt, aesthetic stance that encompasses the entire design and
use cycle. Höök calls this new approach soma design; it is a process that
reincorporates body and movement into a design regime that has long privileged
language and logic. Soma design offers an alternative to the aggressive, rapid design
processes that dominate commercial interaction design; it allows (and requires) a slow,
thoughtful process that takes into account fundamental human values. She argues that
this new approach will yield better products and create healthier, more sustainable
companies. Höök outlines the theory underlying soma design and describes
motivations, methods, and tools. She offers examples of soma design “encounters”
and an account of her own design process. She concludes with “A Soma Design
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Manifesto,” which challenges interaction designers to “restart” their field—to focus on
bodies and perception rather than reasoning and intellect.
Foundations for Designing User-Centered Systems introduces the fundamental human
capabilities and characteristics that influence how people use interactive technologies.
Organized into four main areas—anthropometrics, behaviour, cognition and social
factors—it covers basic research and considers the practical implications of that
research on system design. Applying what you learn from this book will help you to
design interactive systems that are more usable, more useful and more effective. The
authors have deliberately developed Foundations for Designing User-Centered
Systems to appeal to system designers and developers, as well as to students who are
taking courses in system design and HCI. The book reflects the authors’ backgrounds
in computer science, cognitive science, psychology and human factors. The material in
the book is based on their collective experience which adds up to almost 90 years of
working in academia and both with, and within, industry; covering domains that include
aviation, consumer Internet, defense, eCommerce, enterprise system design, health
care, and industrial process control.
Even the smartest among us can feel inept as we fail to figure out which light switch or
oven burner to turn on, or whether to push, pull, or slide a door. The fault, argues this
ingenious—even liberating—book, lies not in ourselves, but in product design that ignores
the needs of users and the principles of cognitive psychology. The problems range from
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ambiguous and hidden controls to arbitrary relationships between controls and
functions, coupled with a lack of feedback or other assistance and unreasonable
demands on memorization. The Design of Everyday Things shows that good, usable
design is possible. The rules are simple: make things visible, exploit natural
relationships that couple function and control, and make intelligent use of constraints.
The goal: guide the user effortlessly to the right action on the right control at the right
time. In this entertaining and insightful analysis, cognitive scientist Don Norman hails
excellence of design as the most important key to regaining the competitive edge in
influencing consumer behavior. Now fully expanded and updated, with a new
introduction by the author, The Design of Everyday Things is a powerful primer on
how—and why—some products satisfy customers while others only frustrate them.
In the past few years, we’ve seen many data products based on predictive modeling.
These products range from weather forecasting to recommendation engines like
Amazon's. Prediction technology can be interesting and mathematically elegant, but we
need to take the next step: going from recommendations to products that can produce
optimal strategies for meeting concrete business objectives. We already know how to
build these products: they've been in use for the past decade or so, but they're not as
common as they should be. This report shows how to take the next step: to go from
simple predictions and recommendations to a new generation of data products with the
potential to revolutionize entire industries.
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This book illustrates in detail how digital video can be utilized throughout a design process,
from the early user studies, through making sense of the video content and envisioning the
future with video scenarios, to provoking change with video artifacts. The text offers first-hand
case studies in both academic and industrial contexts, and is complemented by video excerpts.
It is a must-read for those wishing to create value through insightful design.
"What do you need to become a data-driven organization? Far more than having big data or a
crack team of unicorn data scientists, it requires establishing an effective, deeply-ingrained
data culture. This practical book shows you how true data-drivenness involves processes that
require genuine buy-in across your company ... Through interviews and examples from data
scientists and analytics leaders in a variety of industries ... Anderson explains the analytics
value chain you need to adopt when building predictive business models"--Publisher's
description.
Bad design is everywhere, and its cost is much higher than we think. In this thought-provoking
book, authors Jonathan Shariat and Cynthia Savard Saucier explain how poorly designed
products can anger, sadden, exclude, and even kill people who use them. The designers
responsible certainly didn’t intend harm, so what can you do to avoid making similar mistakes?
Tragic Design examines real case studies that show how certain design choices adversely
affected users, and includes in-depth interviews with authorities in the design industry. Pick up
this book and learn how you can be an agent of change in the design community and at your
company. You’ll explore: Designs that can kill, including the bad interface that doomed a
young cancer patient Designs that anger, through impolite technology and dark patterns How
design can inadvertently cause emotional pain Designs that exclude people through lack of
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accessibility, diversity, and justice How to advocate for ethical design when it isn’t easy to do
so Tools and techniques that can help you avoid harmful design decisions Inspiring
professionals who use design to improve our world
#1 NEW YORK TIMES BEST SELLER • At last, a book that shows you how to build—design—a
life you can thrive in, at any age or stage Designers create worlds and solve problems using
design thinking. Look around your office or home—at the tablet or smartphone you may be
holding or the chair you are sitting in. Everything in our lives was designed by someone. And
every design starts with a problem that a designer or team of designers seeks to solve. In this
book, Bill Burnett and Dave Evans show us how design thinking can help us create a life that is
both meaningful and fulfilling, regardless of who or where we are, what we do or have done for
a living, or how young or old we are. The same design thinking responsible for amazing
technology, products, and spaces can be used to design and build your career and your life, a
life of fulfillment and joy, constantly creative and productive, one that always holds the
possibility of surprise.
Don't simply show your data—tell a story with it! Storytelling with Data teaches you the
fundamentals of data visualization and how to communicate effectively with data. You'll
discover the power of storytelling and the way to make data a pivotal point in your story. The
lessons in this illuminative text are grounded in theory, but made accessible through numerous
real-world examples—ready for immediate application to your next graph or presentation.
Storytelling is not an inherent skill, especially when it comes to data visualization, and the tools
at our disposal don't make it any easier. This book demonstrates how to go beyond
conventional tools to reach the root of your data, and how to use your data to create an
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engaging, informative, compelling story. Specifically, you'll learn how to: Understand the
importance of context and audience Determine the appropriate type of graph for your situation
Recognize and eliminate the clutter clouding your information Direct your audience's attention
to the most important parts of your data Think like a designer and utilize concepts of design in
data visualization Leverage the power of storytelling to help your message resonate with your
audience Together, the lessons in this book will help you turn your data into high impact visual
stories that stick with your audience. Rid your world of ineffective graphs, one exploding 3D pie
chart at a time. There is a story in your data—Storytelling with Data will give you the skills and
power to tell it!
SAP Analytics Cloud is overflowing with visualization options. Charts, tables, drilldowns,
geomaps--if you can dream it, you can design and build it. Learn how to create a dashboard for
any use case, from acquired data dashboards and responsive mobile dashboards to HR
dashboards using SAP SuccessFactors data. Follow step-by-step instructions to structure your
data, choose the relevant features, and then implement them. Contains custom-designed
dashboards for each chapter! Highlights include: 1) Dashboard design 2) Live data
connections 3) Acquired data dashboards 4) Planning dashboards 5) Responsive mobile
dashboards 6) SAP SuccessFactors dashboards 7) Qualtrics dashboards 8) R visualizations 9)
Analytics designer 10) SAP Digital Boardroom
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