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Where are the Jelly Beans? - Nancy Streza 2015-06-28
Three sisters love jelly beans and discover a fun surprise in this cute
children's book from Nancy Streza.
Graphic Design Theory - Helen Armstrong 2012-08-10
Graphic Design Theory is organized in three sections: "Creating the
Field" traces the evolution of graphic design over the course of the early
1900s, including influential avant-garde ideas of futurism,
constructivism, and the Bauhaus; "Building on Success" covers the midto late twentieth century and considers the International Style,
modernism, and postmodernism; and "Mapping the Future" opens at the
end of the last century and includes current discussions on legibility,
social responsibility, and new media. Striking color images illustrate
each of the movements discussed and demonstrate the ongoing
relationship between theory and practice. A brief commentary prefaces
each text, providing a cultural and historical framework through which
the work can be evaluated. Authors include such influential designers as
Herbert Bayer, L'szlo Moholy-Nagy, Karl Gerstner, Katherine McCoy,
Michael Rock, Lev Manovich, Ellen Lupton, and Lorraine Wild. Additional
features include a timeline, glossary, and bibliography for further
reading. A must-have survey for graduate and undergraduate courses in
design history, theory, and contemporary issues, Graphic Design Theory
invites designers and interested readers of all levels to plunge into the
world of design discourse.
Game Design Theory - Keith Burgun 2012-08-13
Despite the proliferation of video games in the twenty-first century, the
theory of game design is largely underdeveloped, leaving designers on
their own to understand what games really are. Helping you produce
better games, Game Design Theory: A New Philosophy for Understanding
Games presents a bold new path for analyzing and designing games. The
author offers a radical yet reasoned way of thinking about games and
provides a holistic solution to understanding the difference between
games and other types of interactive systems. He clearly details the
definitions, concepts, and methods that form the fundamentals of this
philosophy. He also uses the philosophy to analyze the history of games
and modern trends as well as to design games. Providing a robust, useful
philosophy for game design, this book gives you real answers about what
games are and how they work. Through this paradigm, you will be better
equipped to create fun games.
Participate - Helen Armstrong 2011-10-19
Creativity is no longer the sole territory of the designer and other
creative professionals. Amateurs are drawn to websites such as Flickr,
Threadless, WordPress, YouTube, Etsy, and Lulu, approaching design
with the expectation that they will fill in the content. Never has userdriven design been easier for the public to generate and distribute. How
will such a fundamental shift toward bottom-up creation affect the design
industry? Designing for Participatory Culture considers historical and
contemporary models of making that provide ideas for harnessing usergenerated content through participatory design. The authors discuss how
designers can lead the new breed of widely distributed amateur creatives
rather than be overrun by them. DPC challenges designers to transform
audiences into users, and completed layouts into open-ended systems.
The book opens with an introductory essay entitled 'Ceding Control,'
which explores the general concept of participatory culture and the
resulting emergence of systems-oriented models of co-creation. Four
chapters Modularity, Flexibility, Community, and Technology explore the
various approaches to participatory design through critical essays, case
studies, and interviews with leading designers in the field.
Writing and Research for Graphic Designers - Steven Heller 2013-01-18
"30 professionals give practical advice"--Cover.
Grid Systems in Graphic Design - 2015

This collection offers an expansive, multiplatform exploration of the
rapidly-expanding area of motion design and motion graphics, taking into
account both theoretical questions and creative professional practice.
Spanning interaction design, product interfaces, kinetic data
visualizations, typography, TV and film title design, brand building,
narrative storytelling, history, exhibits and environments, editors R.
Brian Stone and Leah Wahlin offer an interdisciplinary range of
academic essays and professional interviews that together form a
dialogue between motion design theory and professional practice.
Written for both those critically engaged with motion design as well as
those working or aspiring to work professionally in the field, the book
features a range of international contributors and interviews with some
of the best-known designers in the field, including Kyle Cooper, Karin
Fong, and Daniel Alenquer. The Theory and Practice of Motion Design
seeks to illuminate the diverse, interdisciplinary field of motion design by
offering a structured examination of how motion design has evolved,
what forces define our current understanding and implementation of
motion design, and how we can plan for and imagine the future of motion
design as it unfolds.
Data-driven Graphic Design - Andrew Richardson 2017-07-06
Digital technology has not only revolutionized the way designers work,
but also the kinds of designs they produce. The development of the
computer as a design environment has encouraged a new breed of digital
designer; keen to explore the unique creative potential of the computer
as an input/output device. Data-driven Graphic Design introduces the
creative potential of computational data and how it can be used to inform
and create everything from typography, print and moving graphics to
interactive design and physical installations. Using code as a creative
environment allows designers to step outside the boundaries of
commercial software tools, and create a set of unique, digitally informed
pieces of work. The use of code offers a new way of thinking about and
creating design for the digital environment. Each chapter outlines key
concepts and techniques, before exploring a range of innovative projects
through case studies and interviews with the artists and designers who
created them. These provide an inspirational, real-world context for
every technique. Finally each chapter concludes with a Code section,
guiding you through the process of experimenting with each technique
yourself (with sample projects and code examples using the popular
Processing language supplied online to get you started).
Design Studies - Audrey Bennett 2006-08-31
In an age of globalization and connectivity, the idea of "mainstream
culture" has become quaint. Websites, magazines, books, and television
have all honed in on ever-diversifying subcultures, hoping to carve out
niche audiences that grow savvier and more narrowly sliced by the day.
Consequently,the discipline of graphic design has undergone a sea
change. Where visual communication was once informed by a designer's
creative intuition, the proliferation of specialized audiences now calls for
more research-based design processes. Designers who ignore research
run the risk of becoming mere tools for communication rather than bold
voices. Design Studies, a collection of 27 essays from an international
cast of top design researchers, sets out to mend this schism between
research and practice. The texts presented here make a strong argument
for performing rigorous experimentation and analysis. Each author
outlines methods in which research has aided their designwhether by
investigating how senior citizensreact to design aesthetics, how hip hop
culture can inﬂuence design, or how design for Third World nations is
affected by cultural differences. Contributors also outline inspired ways
in which design educators can teach research methods to their students.
Finally, Design Studies is rounded out by ﬁve annotated bibliographies to
further aid designers in their research. This comprehensive reader is the
deﬁnitive reference for this new direction in graphic design, and an
essential resource for both students and practitioners.

The Theory and Practice of Motion Design - R. Brian Stone 2018-06-19
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Graphic Design - Rob Giampietro 2011
Published on the occasion of an exhibition held at the Walker Art Center,
Minneapolis, Minn. and four other institutions between Oct. 22. 2011 and
Dec. 2013.
Modern Digital Design and Switching Theory - Eugene D. Fabricius
2017-12-14
Modern Digital Design and Switching Theory is an important text that
focuses on promoting an understanding of digital logic and the computer
programs used in the minimization of logic expressions. Several
computer approaches are explained at an elementary level, including the
Quine-McCluskey method as applied to single and multiple output
functions, the Shannon expansion approach to multilevel logic, the
Directed Search Algorithm, and the method of Consensus. Chapters 9
and 10 offer an introduction to current research in field programmable
devices and multilevel logic synthesis. Chapter 9 covers more advanced
topics in programmed logic devices, including techniques for input
decoding and Field-Programmable Gate Arrays (FPGAs). Chapter 10
includes a discussion of boolean division, kernels and factoring, boolean
tree structures, rectangle covering, binary decision diagrams, and ifthen-else operators. Computer algorithms covered in these two chapters
include weak division, iterative weak division, and kernel extraction by
tabular methods and by rectangle covering theory. Modern Digital
Design and Switching Theory is an excellent textbook for electrical and
computer engineering students, in addition to a worthwhile reference for
professionals working with integrated circuits.
Psychology 2e - Rose M. Spielman 2020-04-22

layers, and transparency. This revised edition replaces sixty-four pages
of the original publication with new content, including new chapters on
visualizing data, typography, modes of representation, and Gestalt
principles, and adds sixteen pages of new student and professional work
covering such topics as working with grids and designing with color.
Design, Writing, Research - Ellen Lupton 1996
This anthology turns a critical eye on advertising, newspapers,
commercial photography.
It's All in the Mind - K. J. Rabane 2016-04-10
The body of a dancer is found in a flat a stone's throw away from the
house where Mitchell Brooks lives, but it might just as well be a million
miles away. Traumatised by events he experienced as a news cameraman
Mitch is trapped in his house where every day becomes the same. He
spends his days living through the lives of others, his sister, his doctor,
and the friends who call to see him, until one day a stranger rings his
bell. Afterwards, it seems he can't avoid being sucked in to the events
surrounding the murder until he makes a disturbing discovery.
Graphic Design Discourse - Henry Hongmin Kim 2018-03-20
If the aim of graphic design is to communicate meaning clearly, there's
an irony that the field itself has struggled between two contradictory
opposites: rote design resulting from a rigorous, fixed set of rules, and
eccentric design that expresses the hand of the artist but fails to
communicate with its audience. But what if designers focused on process
and critical analysis over visual outcome? Through a carefully selected
collection of more than seventy-five seminal texts spanning centuries and
bridging the disciplines of art, architecture, design history, philosophy,
and cultural theory, Graphic Design Discourse: Evolving Theories,
Ideologies, and Processes of Visual Communication establishes a new
paradigm for graphic design methodologies for the twenty-first century.
This illuminating anthology is essential reading for practicing designers,
educators, and students trying to understand how to design in a singular,
expressive way without forgoing clear and concise visual communication.
Designing with the Body - Kristina Hook 2018-11-13
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, datadriven 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 Manifesto,” which challenges
interaction designers to “restart” their field—to focus on bodies and
perception rather than reasoning and intellect.
Digital Design Theory - Helen Armstrong 2016-06-28
Digital Design Theory bridges the gap between the discourse of print
design and interactive experience by examining the impact of
computation on the field of design. As graphic design moves from the
creation of closed, static objects to the development of open, interactive
frameworks, designers seek to understand their own rapidly shifting
profession. Helen Armstrong's carefully curated introduction to
groundbreaking primary texts, from the 1960s to the present, provides
the background necessary for an understanding of digital design
vocabulary and thought. Accessible essays from designers and
programmers are by influential figures such as Ladislav Sutnar, Bruno
Munari, Wim Crouwel, Sol LeWitt, Muriel Cooper, Zuzana Licko, Rudy
VanderLans, John Maeda, Paola Antonelli, Luna Maurer, and Keetra
Dean Dixon. Their topics range from graphic design's fascination with
programmatic design, to early strivings for an authentic digital aesthetic,
to the move from object-based design and to experience-based design.

The Fundamentals of Creative Design - Gavin Ambrose 2011-08-31
Introduces students to the various aspects of the graphic design. This
title provides a fresh introduction to the key elements of the discipline
and looks at the following topics: design thinking, format, layout, grids,
typography, colour, image and print and finish.
Designing for the Digital Age - Kim Goodwin 2011-03-25
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.
The Art of Digital Design - Franklin P. Prosser 1987
Hardware -- Logic Design.
Visual Research: An Introduction to Research Methodologies in Graphic
Design - Ian Noble 2004-12
Visual Research explains the key terms and theories that underlie design
research, examining the importance of audience, communication theory,
semiotics and semantics. It features a range of case studies which
demonstrate how the use of rigorous research methods can form the
basis of effective visual communication and design problem solving,
eschewing end product analysis for a discussion of the way research
feeds into the design process.
Layout Essentials - Beth Tondreau 2011-06
This book outlines and demonstrates basic layout/grid guidelines and
rules.
Graphic Design: The New Basics - Ellen Lupton 2015-07-14
Our bestselling introduction to graphic design is now available in a
revised and updated edition. In Graphic Design: The New Basics,
bestselling author Ellen Lupton (Thinking with Type, Type on Screen)
and design educator Jennifer Cole Phillips explain the key concepts of
visual language that inform any work of design, from logo or letterhead
to a complex website. Through visual demonstrations and concise
commentary, students and professionals explore the formal elements of
twodimensional design, such as point, line, plane, scale, hierarchy,
digital-design-theory-readings-from-the-field-design-briefs
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Accompanying commentary assesses the relevance of each excerpt to the
working and intellectual life of designers.
Baseline Shift - Briar Levit 2021-12-11
Baseline Shift captures the untold stories of women across time who
used graphic design to earn a living while changing the world. Baseline
Shift centers diverse women across backgrounds whose work has
shaped, shifted, and formed graphic design as we know it today. From an
interdisciplinary book designer and calligrapher during Harlem's
Renaissance, to the invisible drafters of Monotype's drawing office, the
women represented here include auteurs, advocates for social justice,
and creators ahead of their time. The fifteen essays in this illustrated
collection come from contributors with a variety of backgrounds and
perspectives. Baseline Shift is essential reading for students and
practitioners of graphic design, as well as anyone with an interest in
women's history.
Digital Design Theory - Helen Armstrong 2016-06-07
Digital Design Theory bridges the gap between the discourse of print
design and interactive experience by examining the impact of
computation on the field of design. As graphic design moves from the
creation of closed, static objects to the development of open, interactive
frameworks, designers seek to understand their own rapidly shifting
profession. Helen Armstrong's carefully curated introduction to
groundbreaking primary texts, from the 1960s to the present, provides
the background necessary for an understanding of digital design
vocabulary and thought. Accessible essays from designers and
programmers are by influential figures such as Ladislav Sutnar, Bruno
Munari, Wim Crouwel, Sol LeWitt, Muriel Cooper, Zuzana Licko, Rudy
VanderLans, John Maeda, Paola Antonelli, Luna Maurer, and Keetra
Dean Dixon. Their topics range from graphic design's fascination with
programmatic design, to early strivings for an authentic digital aesthetic,
to the move from object-based design and to experience-based design.
Accompanying commentary assesses the relevance of each excerpt to the
working and intellectual life of designers.
Design - D.J. Huppatz 2019-10-17
Design is everywhere. It shapes not only our present but also our future.
An essential introductory guide, Design: The Key Concepts covers
fundamental design concepts: thinking, service, context, interaction,
experience, and systems. Each concept is situated within a broad
context, enabling the reader to understand design's contemporary
practice and its relationship to issues such as new technology, social and
economic development, globalization, and sustainability. Concepts are
also explained by use of concise, illustrated case studies of contemporary
objects, spaces, systems, and methods such as Uber, the iPhone,
Kickstarter and IKEA. Chapter summaries and supporting discussion
questions make this an engaging and accessible introduction for students
and those new to the field. An annotated bibliography provides direction
for further reading.
Typography Essentials Revised and Updated - Ina Saltz 2019-02-12
Typography Essentials: 100 Design Principles for Working with Type is a
practical, hands-on resource that distills and organizes the many
complex issues surrounding the effective use of typography. An essential
reference for designers since 2009, Typography Essentials is now
completely refreshed with updated text, new graphics and photos, and a
whole new look. Divided into four sections—The Letter, The Word, The
Paragraph, and The Page—the text is concise, compact, and easy to
reference. Each of the 100 principles, which cover all practical aspects of
designing with type, has an explanation and inspiring visual examples
drawn from international books, magazines, posters, and more.
Typography Essentials is for designers of every medium in which type
plays a major role, and is organized and designed to make the process
enjoyable and entertaining, as well as instructional.
Deep Learning - Ian Goodfellow 2016-11-10
An introduction to a broad range of topics in deep learning, covering
mathematical and conceptual background, deep learning techniques
used in industry, and research perspectives. “Written by three experts in
the field, Deep Learning is the only comprehensive book on the subject.”
—Elon Musk, cochair of OpenAI; cofounder and CEO of Tesla and SpaceX
Deep learning is a form of machine learning that enables computers to
learn from experience and understand the world in terms of a hierarchy
of concepts. Because the computer gathers knowledge from experience,
there is no need for a human computer operator to formally specify all
the knowledge that the computer needs. The hierarchy of concepts
allows the computer to learn complicated concepts by building them out
of simpler ones; a graph of these hierarchies would be many layers deep.
This book introduces a broad range of topics in deep learning. The text
digital-design-theory-readings-from-the-field-design-briefs

offers mathematical and conceptual background, covering relevant
concepts in linear algebra, probability theory and information theory,
numerical computation, and machine learning. It describes deep learning
techniques used by practitioners in industry, including deep feedforward
networks, regularization, optimization algorithms, convolutional
networks, sequence modeling, and practical methodology; and it surveys
such applications as natural language processing, speech recognition,
computer vision, online recommendation systems, bioinformatics, and
videogames. Finally, the book offers research perspectives, covering
such theoretical topics as linear factor models, autoencoders,
representation learning, structured probabilistic models, Monte Carlo
methods, the partition function, approximate inference, and deep
generative models. Deep Learning can be used by undergraduate or
graduate students planning careers in either industry or research, and by
software engineers who want to begin using deep learning in their
products or platforms. A website offers supplementary material for both
readers and instructors.
Graphic Design Theory - Meredith Davis 2012
Meredith Davis draws on her many years' experience teaching graphic
design students to explain complex theories with total clarity,
encouraging readers to evaluate existing design work critically, and to
use theoretical frameworks to enhance their own studio practice
Interactive Design - Andy Pratt 2012-09-01
User experience design is one of the fastest-growing specialties in
graphic design. Smart companies realize that the most successful
products are designed to meet the needs and goals of real people—the
users. This means putting the user at the center of the design process.
This innovative, comprehensive book examines the user-centered design
process from the perspective of a designer. With rich imagery,
Interactive Design introduces the different UX players, outlines the usercentered design process from user research to user testing, and explains
through various examples how user-centered design has been
successfully integrated into the design process of a variety of design
studios worldwide.
Design for Learning - Jason K. McDonald 2021
Type on Screen - Ellen Lupton 2014-08-12
The long awaited follow-up to our all-time bestseller Thinking with Type
is here. Type on Screen is the definitive guide to using classic
typographic concepts of form and structure to make dynamic
compositions for screen-based applications. Covering a broad range of
technologies—from electronic publications and websites to videos and
mobile devices—this hands-on primer presents the latest information
available to help designers make critical creative decisions, including
how to choose typefaces for the screen, how to style beautiful, functional
text and navigation, how to apply principles of animation to text, and how
to generate new forms and experiences with code-based operations. Type
on Screen is an essential design tool for anyone seeking clear and
focused guidance about typography for the digital age.
Design Justice - Sasha Costanza-Chock 2020-03-03
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 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 real-world 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.
We Are Not Users - Eswaran Subrahmanian 2020-03-17
A call to reclaim and rethink the field of designing as a liberal art where
diverse voices come together to shape the material world. We live in a
material world of designed artifacts, both digital and analog. We think of
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ourselves as users; the platforms, devices, or objects provide a service
that we can use. But is this really the case? We Are Not Users argues
that people cannot be reduced to the entity called “user”; we are not
homogenous but diverse. That buzz of dissonance that we hear reflects
the difficulty of condensing our diversity into “one size fits all.” This book
proposes that a new understanding of design could resolve that
dissonance, and issues a call to reclaim and rethink the field of designing
as a liberal art where diverse voices come together to shape the material
world. The authors envision designing as a dialogue, simultaneously
about the individual and the social—an act enriched by diversity of both
disciplines and perspectives. The book presents the building blocks of a
language that can conceive designing in all its richness, with relevance
for both theory and practice. It introduces a theoretical model,
terminology, examples, and a framework for bringing together the social,
cultural, and political aspects of designing. It will be essential reading for
design theorists and for designers in areas ranging from architecture to
software design and policymaking.
Extra Bold - Ellen Lupton 2021-06-25
Extra Bold is the inclusive, practical, and informative (design) career
guide for everyone! Part textbook and part comic book, zine, manifesto,
survival guide, and self-help manual, Extra Bold is filled with stories and
ideas that don't show up in other career books or design overviews. •
Both pragmatic and inquisitive, the book explores power structures in
the workplace and how to navigate them. • Interviews showcase people
at different stages of their careers. • Biographical sketches explore
individuals marginalized by sexism, racism, and ableism. • Practical
guides cover everything from starting out, to wage gaps, coming out at
work, cover letters, mentoring, and more. A new take on the design
canon. • Opens with critical essays that rethink design principles and
practices through theories of feminism, anti-racism, inclusion, and
nonbinary thinking. • Features interviews, essays, typefaces, and
projects from dozens of contributors with a variety of racial and ethnic
backgrounds, abilities, gender identities, and positions of economic and
social privilege. • Adds new voices to the dominant design canon.
Written collaboratively by a diverse team of authors, with original,
handcrafted illustrations by Jennifer Tobias that bring warmth,
happiness, humor, and narrative depth to the book. Extra Bold is written
by Ellen Lupton (Thinking with Type), Farah Kafei, Jennifer Tobias, Josh
A. Halstead, Kaleena Sales, Leslie Xia, and Valentina Vergara.
Elements of Design - Gail Freet Hannah 2013-07-02
A hands-on book design students and designers alike will welcome.
Elements of Design is a tribute to an exceptional teacher and a study of
the abstract visual relationships that were her lifelong pursuit. Rowena
Reed Kiostellow taught industrial design at Pratt Institute for more than
fifty years and the designers she trained-and the designers they're
training today-have changed the face of American design. This succinct,
instructive, invaluable book reconstructs the series of exercises that led
Kostellow's students from the manipulation of simple forms to the
creation of complex solutions to difficult design problems. It includes her
exercises and commentary along with selected student solutions, and
concludes with examples of work from former students who became
leaders in the field, including such well-known figures as Tucker
Viemeister, Ralph Applebaum, Ted Muehling, and many others.
Big Data, Big Design - Helen Armstrong 2021-11-04
Big Data, Big Design provides designers with the tools they need to
harness the potential of machine learning and put it to use for good
through thoughtful, human-centered, intentional design. Enter the world
of Machine Learning (ML) and Artificial Intelligence (AI) through a
design lens in this thoughtful handbook of practical skills, technical
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knowledge, interviews, essays, and theory, written specifically for
designers. Gain an understanding of the design opportunities and design
biases that arise when using predictive algorithms. Learn how to place
design principles and cultural context at the heart of AI and ML through
real-life case studies and examples. This portable, accessible guide will
give beginners and more advanced AI and ML users the confidence to
make reasoned, thoughtful decisions when implementing ML design
solutions.
The 20 Minute Business Analyst - Mark A. Monteleone 2013-03-25
Who has time to read text books? As a busy business analysis consultant
and instructor, my free time is short and precious. That is why I like to
read articles. They are brief and to the point. I like quick reference cards
for a similar reason – they offer immediate help. I also like humor in the
context of the subject. Laughter keeps me interested and awake. If
you're busy like me, this book is for you. It is a collection of short
business analysis articles, humorous but pertinent stories and quick
reference cards. • If you are a business analyst practitioner, these
articles will confirm best practices or provide you additional insight as to
why they are best practices; no matter how good you are at eliciting and
documenting requirements, you can always improve. • If you are a
professor at an institution of higher learning, these articles can serve as
a source for discussion at both the graduate and undergraduate level.
Being and the Screen - Stephane Vial 2019-11-12
How digital technology is profoundly renewing our sense of what is real
and how we perceive. Digital technologies are not just tools; they are
structures of perception. They determine the way in which the world
appears to us. For nearly half a century, technology has provided us with
perceptions coming from an unknown world. The digital beings that
emerge from our screens and our interfaces disrupt the notion of what
we experience as real, thereby leading us to relearn how to perceive. In
Being and the Screen, Stéphane Vial provides a philosophical analysis of
technology in general, and of digital technologies in particular, that
relies on the observation of experience (phenomenology) and the history
of technology (epistemology). He explains that technology is no longer
separate from ourselves—if it ever was. Rather, we are as much a part of
the machine as the machine is part of us. Vial argues that the so-called
difference between the real and the virtual does not exist and never has.
We are living in a hybrid environment—which is both digital and
nondigital, online and offline. With this book, Vial endows philosophical
meaning to what we experience daily in our digital age. In A Short
Treatise on Design, Vial offers a concise introduction to the discipline of
design—not a history book, but a book built of philosophical problems,
developing a theory of the effect of design. This book is published with
the support of the University of Nîmes, France.
Designing Design - Kenya Hara 2015-01-25
Representing a new generation of designers in Japan, Kenya Hara (born
1958) pays tribute to his mentors, using long overlooked Japanese icons
and images in much of his work. In Designing Design, he impresses upon
the reader the importance of emptiness in both the visual and
philosophical traditions of Japan, and its application to design, made
visible by means of numerous examples from his own work: Hara for
instance designed the opening and closing ceremony programs for the
Nagano Winter Olympic Games 1998. In 2001, he enrolled as a board
member for the Japanese label MUJI and has considerably moulded the
identity of this successful corporation as communication and design
advisor ever since. Kenya Hara, alongside Naoto Fukasawa one of the
leading design personalities in Japan, has also called attention to himself
with exhibitions such as Re-Design: The Daily Products of the 21st
Century.
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