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Adversarial Design Duke University Press
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 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 LearnThe
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 practicesUnderstand
past innovations and future opportunities for continued improvementWho
This Book Is For Practitioners of product design, product development,
content, and design can benefit from this book.
Designing Interfaces MIT Press
Designing for Growth: A Design Thinking Tool Kit for
Managers (D4G) showed how organizations can use
design thinking to boost innovation and drive growth.
This updated and expanded companion guide is a stand-
alone project workbook that provides a step-by-step
framework for applying the D4G tool kit and process to a
particular project, systematically explaining how to
address the four key questions of the design thinking
approach. In the field book, Jeanne Liedtka, Tim Ogilvie,
and Rachel Brozenske guide readers through the design
process with reminders of key D4G takeaways as they
progress. Readers learn to identify an opportunity, draft
a design brief, conduct research, establish design
criteria, brainstorm, develop concepts, create napkin
pitches, make prototypes, solicit feedback from
stakeholders, and run learning launches. This second
edition is suitable for projects in business, nonprofit, and
government contexts, with all-new tools, practical
advice, and facilitation tips. A new introduction
discusses the relationship between strategy and design
thinking.
Things We Could Design Design, When Everybody Designs
This book provides accessible, comprehensive guidance on service
design and enables practitioners approaching the discipline for the

first time to develop the strategic mindset needed to exploit its
innovation potential. The opening chapters trace the origins of
service design and examine its links with service innovation, as well
as its strategic role in service organizations. It then offers step-by-
step guidance on tackling a service design project, explaining the
main design elements and indications of various useful design tools.
It also introduces the topic of evaluation as a support practice in
designing or redesigning better services, and providing evidence
concerning the value of service design interventions. The third
chapter explores how evaluation is currently approached in service
design practice through the analysis of a number of case studies.
Based on these experiences it extensively discusses evaluation, with
a particular focus on service evaluation, and explains its importance
in supporting service design and fostering innovation throughout
the service design process. Further it describes pragmatic directions
for setting up and conducting a service evaluation strategy. The
concluding chapter uses an interpretive model to summarize the
role evaluation could have in service design practice and focuses on
interdisciplinary competences that need to be acquired by service
designers in order to address the evolution of the discipline. The
novel approach adopted in the book fosters the growing interest in
design-driven service innovation and assists in realizing its full
potential in both the private and the public sector.
The Laws of Simplicity Routledge
A lot has happened in the world of digital
design since the first edition of this
title was published, but one thing remains
true: There is an ever-growing number of
people attempting to design everything from
newsletters to advertisements with no
formal training. This book is the one place
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they can turn to find quick, non-
intimidating, excellent design help from
trusted design instructor Robin Williams.
This revised and expanded classic includes
a new chapter on designing with type, more
quizzes and exercises, updated projects,
and new visual and typographic examples
that give the book a fresh, modern look. In
The Non-Designer's Design Book, 4th
Edition, Robin turns her attention to the
basic principles that govern good design.
Perfect for beginners, Robin boils great
design into four easy-to-master principles:
contrast, repetition, alignment, and
proximity (C.R.A.P.!). Readers who follow
her clearly explained concepts will produce
more sophisticated and professional work
immediately. Humor-infused, jargon-free
prose interspersed with design exercises,
quizzes, and illustrations make learning a
snap–which is just what audiences have come
to expect from this bestselling author.
Defuturing MIT Press
Provides information on designing easy-to-use interfaces.

Designing for the Digital Age MIT Press
How posthumanist design enables a world in which humans
share center stage with nonhumans, with whom we are
entangled. Over the past forty years, designers have privileged
human values such that human-centered design is seen as
progressive. Yet because all that is not human has been
depleted, made extinct, or put to human use, today's design
contributes to the existential threat of climate change and the
ongoing extinctions of other species. In Things We Could
Design, Ron Wakkary argues that human-centered design is not
the answer to our problems but is itself part of the problem.
Drawing on philosophy, design theory, and numerous design
works, he shows the way to a relational and expansive design
based on humility and cohabitation. Wakkary says that design
can no longer ignore its exploitation of nonhuman species and
the materials we mine for and reduce to human use.
Posthumanism, he argues, enables a rethinking of design that
displaces the human at the center of thought and action.

Weaving together posthumanist philosophies with design, he
describes what he calls things--nonhumans made by
designers--and calls for a commitment to design with more than
human participation. Wakkary also focuses on design as
"nomadic practices"--a multiplicity of intentionalities and
situated knowledges that shows design to be expansive and
pluralistic. He calls his overall approach "designing-with": the
practice of design in a world in which humans share center stage
with nonhumans, and in which we are bound together materially,
ethically, and existentially.
Life and Death Design Peachpit Press
Do you want to build web pages but have no prior experience? This
friendly guide is the perfect place to start. You’ll begin at square
one, learning how the web and web pages work, and then steadily
build from there. By the end of the book, you’ll have the skills to
create a simple site with multicolumn pages that adapt for mobile
devices. Each chapter provides exercises to help you learn various
techniques and short quizzes to make sure you understand key
concepts. This thoroughly revised edition is ideal for students and
professionals of all backgrounds and skill levels. It is simple and
clear enough for beginners, yet thorough enough to be a useful
reference for experienced developers keeping their skills up to date.
Build HTML pages with text, links, images, tables, and forms Use
style sheets (CSS) for colors, backgrounds, formatting text, page
layout, and even simple animation effects Learn how JavaScript
works and why the language is so important in web design Create
and optimize web images so they’ll download as quickly as possible
NEW! Use CSS Flexbox and Grid for sophisticated and flexible page
layout NEW! Learn the ins and outs of Responsive Web Design to
make web pages look great on all devices NEW! Become familiar
with the command line, Git, and other tools in the modern web
developer’s toolkit NEW! Get to know the super-powers of SVG
graphics
Inspired Design IGI Global
Emergencies—landing a malfunctioning plane, resuscitating a heart
attack victim, or avoiding a head-on car crash—all require split-
second decisions that can mean life or death. Fortunately, designers
of life-saving products have leveraged research and brain science to
help users reduce panic and harness their best instincts. Life and
Death Design brings these techniques to everyday designers who
want to help their users think clearly and act safely.
Reimagining Design EGEA spa
Design, When Everybody DesignsMIT Press
Design as Future-Making Bloomsbury Publishing
#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.
This Is Service Design Doing MIT Press
Ten laws of simplicity for business, technology, and design that teach
us how to need less but get more. Finally, we are learning that
simplicity equals sanity. We're rebelling against technology that's too
complicated, DVD players with too many menus, and software
accompanied by 75-megabyte "read me" manuals. The iPod's clean
gadgetry has made simplicity hip. But sometimes we find ourselves
caught up in the simplicity paradox: we want something that's simple
and easy to use, but also does all the complex things we might ever
want it to do. In The Laws of Simplicity, John Maeda offers ten laws
for balancing simplicity and complexity in business, technology, and
design—guidelines for needing less and actually getting more.
Maeda—a professor in MIT's Media Lab and a world-renowned
graphic designer—explores the question of how we can redefine the
notion of "improved" so that it doesn't always mean something more,
something added on. Maeda's first law of simplicity is "Reduce." It's
not necessarily beneficial to add technology features just because we
can. And the features that we do have must be organized (Law 2) in a
sensible hierarchy so users aren't distracted by features and functions
they don't need. But simplicity is not less just for the sake of less.
Skip ahead to Law 9: "Failure: Accept the fact that some things can
never be made simple." Maeda's concise guide to simplicity in the
digital age shows us how this idea can be a cornerstone of
organizations and their products—how it can drive both business and
technology. We can learn to simplify without sacrificing comfort and
meaning, and we can achieve the balance described in Law 10. This
law, which Maeda calls "The One," tells us: "Simplicity is about
subtracting the obvious, and adding the meaningful."
Meaningful Stuff Apress
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
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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 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.
Do Good MIT Press
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
Designs for the Pluriverse Knopf
Critical Design is becoming an increasingly influential discipline,
affecting policy and practice in a range of fields. Matt Malpass's
book is the first to introduce critical design as a field, providing a
history of the discipline, outlining its key influences, theories and
approaches, and explaining how critical design can work in practice
through a range of contemporary examples. Critical Design moves
away from traditional approaches that limit design's role to the
production of profitable objects, focusing instead on a practice that is
interrogative, discursive and experimental. Using a wide range of

examples from contemporary practice, and drawing on interviews
with key practitioners, Matt Malpass provides an introduction to
critical design practice and a manifesto for how a radical and
unorthodox practice might provide design answers in an age of
austerity and ecological crisis.
Emotional Design Bloomsbury Publishing
An argument for a design philosophy of better, not more. Never
have we wanted, owned, and wasted so much stuff. Our
consumptive path through modern life leaves a wake of social
and ecological destruction--sneakers worn only once, bicycles
barely even ridden, and forgotten smartphones languishing in
drawers. By what perverse alchemy do our newest, coolest
things so readily transform into meaningless junk? In
Meaningful Stuff, Jonathan Chapman investigates why we
throw away things that still work, and shows how we can design
products, services, and systems that last. Obsolescence is an
economically driven design decision--a plan to hasten a
product's functional or psychological undesirability. Many
electronic devices, for example, are intentionally impossible to
dismantle for repair or recycling, their brief use-career
proceeding inexorably to a landfill. A sustainable design
specialist who serves as a consultant to global businesses and
governmental organizations, Chapman calls for the decoupling
of economic activity from mindless material consumption and
shows how to do it. Chapman shares his vision for an
"experience heavy, material light" design sensibility. This vital
and timely new design philosophy reveals how meaning
emerges from designed encounters between people and things,
explores ways to increase the quality and longevity of our
relationships with objects and the systems behind them, and
ultimately demonstrates why design can--and must--lead the
transition to a sustainable future.
Livable Proximity Pearson Education
In Designs for the Pluriverse Arturo Escobar presents a new vision of
design theory and practice aimed at channeling design's world-making
capacity toward ways of being and doing that are deeply attuned to justice
and the Earth. Noting that most design—from consumer goods and digital
technologies to built environments—currently serves capitalist ends,
Escobar argues for the development of an “autonomous design” that
eschews commercial and modernizing aims in favor of more collaborative
and placed-based approaches. Such design attends to questions of
environment, experience, and politics while focusing on the production of
human experience based on the radical interdependence of all beings.
Mapping autonomous design’s principles to the history of decolonial

efforts of indigenous and Afro-descended people in Latin America, Escobar
shows how refiguring current design practices could lead to the creation of
more just and sustainable social orders.

Designing Better Services Rosenfeld Media
Design as Future-Making brings together leading international
designers, scholars, and critics to address ways in which design
is shaping the future. The contributors share an understanding of
design as a practice that, with its focus on innovation and
newness, is a natural ally of futurity. Ultimately, the choices
made by designers are understood here as choices about the kind
of world we want to live in. Design as Future-Making locates
design in a space of creative and critical reflection, examining
the expanding nature of practice in fields such as biomedicine,
sustainability, digital crafting, fashion, architecture, urbanism,
and design activism. The authors contextualize design and its
affects within issues of social justice, environmental health,
political agency, education, and the right to pleasure and play.
Collectively, they make the case that, as an integrated mode of
thought and action, design is intrinsically social and deeply
political.
Designing with Society Springer
Uncertainty and possibility are emerging as both theoretical
concepts and fields of empirical investigation, as scholars and
practitioners seek new creative, hopeful and speculative modes
of understanding and intervening in a world of crisis.This book
offers new perspectives on the central issues of uncertainty and
possibility, and identifies new research methods which take
advantage of disruptive and experimental techniques.
Advancing a practical agenda for future making, it reveals how
uncertainty can be engaged as a generative ‘technology’ for
understanding, researching and intervening in the world.
Drawing on key themes in creative methodologies, such as
making, essaying, inhabiting and attuning, chapters explore
contemporary sites of practice. The book looks at maker spaces
and technology design, the imaginaries of architectural design,
the temporalities of built cultural heritage, and interdisciplinary
making and performing. Based on the authors' own academic
work and their applied research with a range of different
organizations, Uncertainty and Possibility outlines new
opportunities for research and intervention. It is essential
reading for students, scholars and practitioners in design
anthropology and human-centred design.
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Speculative Everything MIT Press
Exploring how design can be used for good—prompting self-
reflection, igniting the imagination, and affecting positive social
change. Good design provides solutions to problems. It improves our
buildings, medical equipment, clothing, and kitchen utensils, among
other objects. But what if design could also improve societal
problems by prompting positive ideological change? In this book,
Bruce and Stephanie Tharp survey recent critical design practices and
propose a new, more inclusive field of socially minded practice:
discursive design. While many consider good design to be
unobtrusive, intuitive, invisible, and undemanding intellectually,
discursive design instead targets the intellect, prompting self-
reflection and igniting the imagination. Discursive design (derived
from “discourse”) expands the boundaries of how we can use
design—how objects are, in effect, good(s) for thinking. Discursive
Design invites us to see objects in a new light, to understand more
than their basic form and utility. Beyond the different foci of critical
design, speculative design, design fiction, interrogative design, and
adversarial design, Bruce and Stephanie Tharp establish a more
comprehensive, unifying vision as well as innovative methods. They
not only offer social criticism but also explore how objects can, for
example, be used by counselors in therapy sessions, by town councils
to facilitate a pre-vote discussions, by activists seeking engagement,
and by institutions and industry to better understand the values,
beliefs, and attitudes of those whom they serve. Discursive design
sparks new ways of thinking, and it is only through new thinking that
our sociocultural futures can change.
"O'Reilly Media, Inc."
From the co-founders of Havenly comes “a perfect read for anyone
looking to infuse more personality and style into their space—on their own
time and budget, and in their own unique way” (Rachel Zoe). “Not only do
Lee and Emily unpack all their tips for creating a space that looks as good
as it feels, but they do it in a way that is made for real-life
application.”—Bobby Berk, design expert and host of Netflix’s Queer Eye
Interior design can be daunting, and as a result, many of us never even
attempt to design our own homes. In Design the Home You Love, Havenly
founders Lee Mayer and Emily Motayed break down the ambiguous world
of home design. First you learn how to identify your own style (whether
you’re a fan of Parisian Modern or California Casual) and then how to
incorporate furniture that matches your style and fits your budget. Design
the Home You Love takes you step-by-step and room-by-room through
each part of the house to help you fulfill your home’s potential. Whether
you’re looking to give your home a complete makeover, spruce up your
rental apartment, or merely take your living room from blah to fab, Lee
and Emily bring fresh ideas, advice, and inspiration to the table. Illustrated
with eye-catching photography and livable inspiration from real-life
clients, this is the interior design book that finally makes it possible for us

all to achieve our design goals.
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