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Visual Design in 
the Real World 
Balancing Business, Art, and 
Science 

X
in

g
 S

h
u

 b
y 

Li
xi

n
 W

a
n

g
 

Lisa Woodley 
XD Practice Lead, NTT DATA Americas 



“Design is the search 
for a magical balance 
between business and 
art; art and craft; 
intuition and reason; 
concept and detail; 
playfulness and 
formality; client and 
designer.” 

Valerie Pettis, Founder  
Pettis Design 

2 2 



Balance: not what, but who 

¡  Unreasonable 

¡  Impractical 

¡  Idealistic 

¡  Insane 
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¡  Stubborn 

¡  Dogmatic 

¡  Unimaginative 

¡  Out of Touch 

¡  Unrealistic 

¡  Domineering 

¡  Ignorant 

¡  Greedy 

¡  Wait 

¡  What 

¡  Umm . . . I just 
want to buy 
something from 
a place I trust 

The Designer The Developer 

The Business The Audience 



How do you make them all 
happy (and achieve balance)? 

1.  It’s only as beautiful as it is usable (and feasible) 

2.  When you design for everybody you design for nobody 

3.  Never underestimate the power of emotion 

4.  Don’t forget the real goal 

5.  Design is the means and not the end 
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It’s only as 
beautiful as it is 
usable 

“The real questions are: 
Does it solve a problem? Is 
it serviceable? How is it 
going to look in ten years?” 

—Charles Eames 
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When you design for everybody 
you design for nobody 

¡  Don’t design for everyone. It’s impossible. All you end up doing 
is designing something that makes everyone unhappy 
 
—Leisa Reichelt 
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Never 
underestimate 
the power of 
emotion 

“Behavioral design is all 
about feeling in control. 
Includes: usability, 
understanding, but also the 
feel.” 

—Don Norman 
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Don’t forget the real goal 
¡  80% of Superbowl 

Ads don’t help sales 

¡  People who 
remember seeing a 
Super Bowl ad recall 
the brand 35% of the 
time vs. about half 
the time for other ads 

Source: Comunicus  
2013 Superbowl Ad Study 

http://www.communicus.com/
topic13.php 
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http://www.youtube.com/watch?v=X1Sv_z9jm8A 

 “If Betty White is funny in the Snickers commercial that 
debuted during last year's Super Bowl, does that sell 
more Snickers or just sell Betty White?” 
                                 —Peter Daboll, CEO of Ace Metrix 



Design is the 
means and not 
the end. 

“Design should never say, 
‘Look at me.’ It should 
always say, “Look at this.” 

David Craib 
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How do you 
know if you got 

it right? 
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It’s obvious, and it’s transparent 
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Johnathan Ive, Sr. VP Industrial Design Apple, Cupertino in Objectified: A Documentary Film by Gary Hustwit 



When you do 
things right, 

people won’t 
be sure you 

did anything 
at all. 
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Questions? 

Lisa Woodley,  
XD Practice Lead NTT DATA Americas 
 
lisa.woodley@nttdata.com | @lisawoodley 


