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https://www.interaction-design.org/literature/topics/visual-hierarchy#building_blocks_of_visual_hierarchy-1
https://www.interaction-design.org/literature/topics/visual-hierarchy#building_blocks_of_visual_hierarchy-1
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C1: Design-Led Strategy: Design thinking for business strategy and entrepreneurship
(The Univ. of Sydney)
C2: Start the UX Design Process: Empathize, Define, and Ideate (Google)

C3: Prototyping and Design (Univ. of Minnesota)
C4: Principles of UX/UI Design (Meta)
C5: Conduct UX Research and Test Early Concepts (Google)



https://www.coursera.org/learn/design-strategy/home/week/1
https://www.coursera.org/learn/start-ux-design-process/home/module/1
https://www.coursera.org/learn/prototyping-design/home/welcome
https://www.coursera.org/learn/principles-of-ux-ui-design/home/welcome
https://www.coursera.org/learn/conduct-ux-research/home/welcome

