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% Design
Addy Osmani

4 min read

Introducing Material Design Lite

getmdl.io -a library of components & templates in vanilla CSS, HTML and JS

Back in 2014, Google published the material design specification with a goal to
provide guidelines for good design and beautiful Ul across all device form factors.
Today we are releasing our effort to bring this to websites using vanilla CSS,

HTML and JavaScript. We're calling it Material Design Lite (MDL).

MDL makes it easy to add a material design look and feel to your websites. The
“Lite” part of MDL comes from several key design goals: MDL has few
dependencies, making it easy to install and use. It is framework-agnostic,
meaning MDL can be used with any of the rapidly changing landscape of front-
end tool chains. MDL has a low overhead in terms of code size (~27KB gzipped),
and a narrow focus—enabling material design styling for websites.

Get started now and give it a spin or try one of our examples on CodePen
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@ With Ripples
Open in CodePen

Components can be tried out on Codepen. For example, here’sbuttons.

MDL is a complementary implementation to the Paper elements built with
Polymer. The Paper elements are fully encapsulated components that can be
used individually or composed together to create a material design-style site, and
support more advanced user interaction. That said, MDL can be used alongside the
Polymer element counterparts.

Out of the box templates

Hamae & Title

Features

MDL optimises for websites heavy on content, such as marketing pages, text
articles and blogs. We’ve built responsive templates to show the range of sites that
can be created using MDL that can be downloaded from our Templates page. We
hope these inspire you to build great looking sites.
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Blogs:
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Text-heavy content sites:

Name & Title

Features

Details

Dashboards:

Home Q

82% 82% 82% 82%

- 4

Wiew opticns

[ Click per object
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Standalone articles:

Material Design Lite Q

How to install MDL

Gillum dolor esse sit incididunt vellt siusmod magna ad nostrud officia aute dodor dolor. Magna esse
ullamco pariatur adipisicing consectetur eu commodo officia. Ex cillum consaguat mollit minim alit
est deserunt occaecat nisi amet. Quis aliqua nostrud Lorem pocaecat sunt. Eiusmod quis amet
ullamco aliquip dolore ul ncididunt duis adipisicing. EM consequat nisi eiusmod aute ipsum sunt

veniam do est. Occaecal modit aliquip ul prokdent consectelur amet ex dolore consectelur aliqua alit

COmmodo nisl non conseciatur voluptate incididunt mollil duls dolong amet amel MMmpor exercilation

Ol el aute 88 aub id ad aliquip profdenl Ineme duis qui Rbore desenint anirm in Quis nisi sint
consaqual aliqua. Ex proident labone & laborum lampor figial sinl magna veniam minim. Mulka dodor
lamorg adipesicing in anim mallit [abors fugial eu. Alquip minim cillum ulfamoo volupLate non dolons
non ex duis fugiat duis ad. Desarunt cllum ad ot nisi amet non voluptate culpa qui do. Labone
ullamen 8l minim proident est faborum moliit ad labore deserunt ul irure dolore. Reprehenderit ad ad
Irure ut irune qui est ow velil ou excopleur adipisicing culpa. Laborum cupidatal ullameon eu duls anim
reprahanderit prolident aule ad consecialur dhusmod

and more.

Technical details and browser support

MDL includes a rich set of components, including material design buttons, text-
fields, tooltips, spinners and many more. It also include a responsive grid and
breakpoints that adhere to the new material design adaptive Ul guidelines.

The MDL sources are written in Sass using BEM. While we hope you'll use our
theme customizer or pre-built CSS, you can also download the MDL sources from
GitHub and build your own version. The easiest way to use MDL is by referencing
our CDN, but you can also download the CSS or import MDL via npm or Bower.
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CUSTOMIZE & DOWMNLDAD

Try it out

= o

The complete MDL experience works in all modern evergreen browsers (Chrome,
Firefox, Opera, Microsoft Edge) and Safari, but gracefully degrades to CSS-only in
browsers like IE9 that don’t pass our Cutting-the-mustard test. Our browser

compatibility matrix has the most up to date information on the browsers MDL
officially supports.

More questions?

We’re sure you have plenty of questions and we have tried to cover some of them
in our FAQ. Feel free to hit us up on GitHub or Stack Overflow if you have more. :)

We've been working with the designers evolving materiall design to build in
additional thinking for the web. This includes working on solutions for
responsive templates, high-performance typography and missing components like
badges.

19


http://getmdl.io/faq/index.html
https://github.com/google/material-design-lite/issues
https://github.com/google/material-design-lite/blob/master/src/mdlComponentHandler.js#L262
https://github.com/google/material-design-lite/#browser-support
http://getmdl.io/faq/index.html
https://github.com/google/material-design-lite/issues
http://stackoverflow.com/questions/tagged/material-design-lite

Typography

Light T12sp

display-4. font weight 300

Regular 56sp

display-3 font weight 400

Reqular 45sp

digplay-2 font welght 400

MDL is spec compliant for today and provides guidance on aspects of the spec that
are still being evolved. As with the material design spec itself, your
feedback and questions will help us evolve MDL, and in turn, how material
design works on the web.

What will you build?

MDL is built on the core technologies of the web you already know and use every
day—CSS, HTML and JS. By adopting MDL into your projects, you gain access to
an authoritative and highly curated implementation of material design for the web.

We can’t wait to see the beautiful, modern, responsive websites you're going to
build with Material Design Lite.
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AleS Nesetril

What If We Could Listen to
Medium Articles as Podcasts
(Concept)

There is one big problem on Medium for me: So many
great articles posted every day, but so little time to read
them all.

What if we could listen to all these great articles? I've
come up with a quick concept to transform Medium App
into an audio player by making just a few small
adjustments within the existing app.
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Problem

| was looking for a more effective way to consume all the content | save during the
day and fit it inside my busy schedule. | mostly save articles | see on Medium (+
occasionally articles from big tech websites), and my bookmark section is growing
almost daily. The only thing is that | have no time to read them all. Even by end of
the day... | hate myself for this, because I’'m missing so many great stories.

| was thinking someone could read the articles to me (if | can’t handle it myself)
... Maybe some app? Text-to-audio?

On the other hand, | still want to feel the emotion of the story and not listen to
some robot reading. Every. Word. Separately. With. No. Accent.

So0000000 what now?

Solution?

| listen to a lot of podcasts, shows or talks in the background while | work or when |
walk to the office, and | think it could be awesome to do the same thing with my

saved Medium articles— listen to them as audio instead of reading them as
text.

The whole functionality allowing this feature could be handled inside the
existing mobile app. There is no need for a standalone app.

How?

Let’s take a look on the existing Medium iOS app and its article detail screen. Focus
on the white bar in the bottom of the screen, which is used to introduce features
available for each article. You can see “bookmark,” “like” and “share” icons. What
about adding one more icon that allows you to play the article as audio?

It fits perfectly with the overall style of the app and fits the existing usage pattern of
having similar features at the bottom of the screen.
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If you want play the article as audio, you can just tap this little icon to open
the audio player, and that’s it. Happy listening!

@_ Mare Anderson

Designing an idea Designing an idea

showing work that they really consider

I I
q =, M
Designers often have a tough time

Designing an idea
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Nice, huh? Let's focus on the technical side now...

No extra software

You may be wondering where all the audio content could be made, what kind of
text-to-voice software could be used in the background, etc. | think there is no need
for such things. Writers could record themselves reading their own work and
attach it to the story as an audio file.

Of course, adding an audio version of you article should not be required. Once you
finish writing your story in the current version of the app, you are asked to add a few
tags to help readers find your story. | think there is the best opportunity to ask for
one more thing—a recording of your story.

Note: Users should not be pushed to record anything, but if they are asked to
do something extra, they may feel they are improving their readers’ experience
by allowing them to consume articles in a new way.

To give you a better idea about how it could look, | made a quick
mockup to compare the current version and my version:

Ready to publish? Ready to publish?

Publish
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Recording audio

| also tried to design a recording screen using the existing Ul style and colors.
Again, the whole flow fits the existing style of the app. It's a bit similar to adding
tags, which is already something you can do.

All you have to do is press the microphone button and start reading. | was
also thinking about adding some kind of indicator for highlighting words to
help you maintain rhythm/speed while recording your story. But | wasn’t sure
about the correct implementation. It may be confusing for users if they loose
track on this indicator, and it could mess up their recording.

Once you finish recording, you can save it and go back to the “publish” screen,
which will be in a different (finished) state. You can see the tags you selected and

attach the audio file you just recorded. Hit “publish,” and your story is out...

<

5 Apps | Use Every Day 5 Apps | Use Every Day 5 Apps | Use Every Day
(Mac Edition) (Mac Edition) (Mac Edition)

W Wheni

Ready to publish?

( >;\ g 00:00:00

More possibilities

Of course, this is just a quick concept | came up with in a few hours. But imagine
how many things could be added soon or later. Just to mention a few of them:
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Playlists — These would be like the music playlists we have on Spotify but with
articles waiting in a queue to be played.

Interviews (because two voices are better then one)—There are plenty of
interviews on Medium. It could be great to have a chance to play them as well.
It could work in reverse: people could record interviews as audio, and then
write them as articles as well.

Podcasts—These could be taken even more seriously and extended into their
own podcast section on Medium. Podcasts are now coming back, and it could
be great to have one place that includes great stories in both text and audio
form. No need to have this as a separate section.

People with reading difficulties—Not able to read a story? Just play it.

Bedtime stories?—Some of us love reading before going to bed.

Some of us use meditation or nature sounds to calm down and fall asleep. But
what about listening to Medium stories while you're in bed?

Let's be friends!

Ales Nesetril, UI/UX designer with passion for minimalism & simplicity, currently
working for STRV between Prague and San Francisco.

Twitter, Dribbble, Behance, Instagram

STRV is a top-tier, one-stop mobile app development shop working with
top-tier startups from Y Combinator and 500Startups, among others, across offices
in San Francisco, Los Angeles, New York and Prague.

Thanks to Maggie Appleton.
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n Design

Beth Dean

Emotional Intelligence in
Design

How Design Grows Up

It's a big world out there.

We're on a journey together, you and me. We’ve come a long way, but design for
the web is still in its adolescence. In the early aughts we learned to build websites
without tables, then we learned to use data to make decisions. Emotion never
played a role in driving page views, purchases or video plays. We just needed to
get people from point A to point B. People live their entire lives online now, we're
embarking on a new frontier as designers; we're designing frameworks for people

to exist online—a lot like they do offline.
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| first started to notice the disconnect between design and how people actually live
after my mom died. Every Mother's Day my inbox filled with messages suggesting
gifts for my dead mom. It used to sting, especially when | worked at a greeting card
company and all 10 of my test accounts would be bombarded with reminders she
was gone. | felt utterly alone in those moments, but somewhere a marketer was
watching open rates and conversions go up and to the right. They weren'’t thinking
about me, and it's not personal, they’re making something for the majority of people
—people whose moms don’t happen to be dead. Almost a decade later I'm pretty
used to it, but I know even the most benign design can be loaded with risk.

Confirm Details

Your official ID information is not shared with your host.

In which city is 23RD ST?

‘ SAN FRANCISCO T

Between 1985 and 1986, in which State did you live?

‘ QHIO ¥

Which of the following people do you know?

+
KAYLA DUGAS =
CARLOS RAMOS
CLEMENCIA CARZA
JOHN WAYNE BERRA
None of the above

To verify my identity, this site asked if | knew my dead mom.

When | worked in travel we ran the risk of sending people promotions based on
trips they had booked for funerals. When | worked in insurance people most
commonly accessed their policy documents after experiencing an accident..
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In one user test a woman was shown her credit score in an effort to provide more
helpful context about how her auto policy rate was calculated. Confronted with this
number she broke down in tears, the score triggered memories of a terrible
hospitalization that had caused her family financial crisis. Even filing your taxes can
be anxiety inducing if you're down to the wire and can’t make sense of the software.
People completing seemingly straightforward tasks do so in a variety of contexts
and life circumstances. Humanity can be sad, complicated and messy. We don't
stop being human when we go online. Sometimes even when you’re trying to make
something with the best intentions, something can go terribly wrong. Sometimes the
very tools you create to protect people cause harm. What can we do?

For years designers have approached software as though it were neutral: here’s
a set of options, now complete a task. In reality, people interact with software like
it's a human. As designers, we can shift our approach to thinking about how
people might feel using our products much like we would think about having a
conversation with another person. The ability to handle relationships and be aware
of emotions is called emotional intelligence, and it's what’s often missing in software
design today.

Emotional intelligence is defined with five characteristics:

1. Self awareness
2. Self regulation
3. Motivation
4. Empathy

5. People skills

Self Awareness

The difficult thing about “know thyself’ as it applies to software, is that software
doesn’t have feelings. Ultimately what's expressed to a person using software is
either explicit from a designer when we have opinions and try to persuade, or
implicitly from how the interaction makes the person feel.

29


http://meyerweb.com/eric/thoughts/2014/12/24/inadvertent-algorithmic-cruelty/
https://www.facebook.com/chris.cox/posts/10101301777354543

For example, on Facebook, we want to be respectful guardians of people’s data, so
in ad settings we want people to declare intent about how they want to
be advertised to. This is in contrast to presenting an array of every possible
option which a person may never take action on. We ask how you want to see
ads: “Do you want to see ads based on your behavior?” This is how we
designed empowerment. we gave people the tools to make an informed
choice, by not muddying the message with all of the more granular options within
that choice.

Standing on top of mountains reminds me how small | am

It's easy for designers to be aware of our opinions and design interactions that
support the outcomes we want. Being aware of how non-choices affect an

experience is much more challenging. Emotions spread. Humans mirror. If
a people perceive an interface as expressing an emotion, they are likely to also

feel that emotion. Whether designers intend to or not, we're building relationships.
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Imagine the relationship you might have with a piece of government software as if
it were a person. How do we act and feel in relationships? Things can escalate
quickly. An interaction could be just the latest in a series of slights, it's like the app
just left a wet towel on the floor or forgot to take out the trash. You're screaming in
your head “I can’t believe it's doing this to me!” Maybe it's preventing you from
doing something really important, like renewing your license. This has a real effect

on our bodies. A universal trigger for anger is a sense of endangerment, which can
be signaled not just with physical threat, but more often symbolic threats: being

treated unjustly, or being insulted and demeaned. This creates an energy surge in
our body which lasts several minutes, but the effects of which can last much

longer.

Self Regulation

The risk with the neutrality of software is that we may be able to understand every
possible logical outcome in a situation (though often we don’t) but we're unable to
assign values to those outcomes. This is especially true with binary systems: a
person completes a task or they don’t. This sounds neutral, when in fact the
consequences of not completing the task could range from inconvenient to
devastating. This lack of awareness is where we get into trouble and
sometimes unintentionally do harm. Reason without feeling is blind.

Intensity can’t be quantified.

What is the cost of a decision that harms a few thousand people compared to a
decision that irritates millions? Ellen Pao talks about problems of scale to The
Washington Post “If mistakes are made 0.01 percent of the time, that could mean
tens of thousands of mistakes.” So much of an emotional message is nonverbal,
and a computer can’t pick up those cues. Designers can’t see people’s expressions
or body language, but we can try to understand reactions by paying very
careful attention to what people do, particularly in aggregate.Numbers often
don’t mean what we think they do, they tell us the what but not the why. Metrics are
a great way to come up with assumptions to be challenged, but don’t say a lot
without context. If someone is spending more time in a product, is it because the
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product is great or because the person can’t find what they need?

A friend of mine used a feature on a professional networking site that scraped her
address book for contacts. She didn’t know the service would automatically connect
her to every person in her inbox, an inbox that spans a decade. She was suddenly
connected to a person she never wanted to speak to again. Somewhere in a data
warehouse, the volume of connections on this service appears to be going up,
which superficially seems good. However, the quality of those connections is
diminishing. How many of these people actually want to be connected? How many
are actually going to return to the site because they were connected to someone
they exchanged an email with 3 years ago? That number going up isn’'t very
meaningful.

Motivation

Designers need their users’ motivations to inform their own. The best way to
understand motivation is to change perspective. Unfortunately, this isn’t always
easy, and | had to learn the hard way. After college, as one does when adult
problems and a desk job catch up to you, | gained a lot of weight—over a hundred
pounds, which | later lost. | learned very quickly what it meant to live in a world not
designed for me. Things most people take for granted are ordeals: seat belts on
airplanes, buying functional workout clothes, or really any clothes. The first time |
walked into a store and realized they didn’t carry my size | felt a lot of things. | felt
like the store was actively hostile. | felt like the store was rejecting me and was
saying another type of body was better than mine.

| walked out feeling like | didn’t deserve to look good.

| do not recommend trying this. Our perspectives can also be informed by the
people we spend time with. If a team is diverse, more perspectives are brought to
the table, products have fewer blind spots and designers create more things people
actually need. Think about five people you know with wildly different backgrounds
and life circumstances, how would they feel using different products?
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Empathy

A little humility can go a long way. Designers are not the users of their products.
Right as designers were learning about web standards, popular design offered the
wisdom “scratch your own itch.” This works well for solving one specific problem,
but ignores all other problems. Designers can’t assume everyone wants what we're
offering. People don’t always use things in the way we expect, only research can
tell us what'’s really going on.

For a while after my mom died, every birthday and Christmas my Stepdad would get
me a Bath & Body Works gift card. His reasoning was that my mom loved Bath &
Body Works, so | probably would to. | hate Bath & Body Works. His intentions were
sweet and sincere, but every time | got one of those gift cards | felt like he didn’t
know me. Every time | design something new | ask myself if | am giving
someone Bath & Body Works gift cards.

Risograph print | made following Eric’s talk at Facebook
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People Skills

Good content strategy is a great tool for communicating with an intentional tone.
What's the product’s voice? If the design were a person, how should it be
perceived? Friend? Teacher? Trusted advisor? Sham-wow spokesperson? What
kind of reaction could this voice elicit when someone is experiencing the product in
the worst case scenario? Let’s be honest about priorities. The definition of priority is
“a thing that is regarded as more important than another.” By prioritizing one thing,
we are inherently deprioritizing something else, do | know what I'm deprioritizing?
Eric Meyer says when you call something an edge case, you're really just defining
the limits of what you care about; he calls them stress cases. (He would also like to
give credit for paraphrasing Evan Henlleigh.) In December Facebook’s Year in
Review product suggested Eric should relive a “great” year, resurfacing a post
about his daughter’s death. We invited him to come speak to us candidly about his

experiences. Generously, he told us the reason we don'’t see planes falling from the
sky is because there’s 60 years of air crash data to draw on when designing planes.

This is uncharted territory, and mistakes are going to be made. When designers
make mistakes we have to take responsibility to move forward. An honest process
has enough time to test assumptions, and to be wrong and iterate on
those assumptions. Good research will bring as many new questions as it does
answer. Sometimes a product works great in carefully controlled tests, but won'’t be
stressed until wide release.

Try your best and then try a little harder

Without mindfulness, products might only be rude, but they might also affect
someone’s health, their support systems, or their very livelihood. A good friend
once told me that to be an adult is to be aware. It's time for design to become an
adult. As product and service design collide, designers are responsible for
understanding every ripple of our work.

Nurture the relationships your products are creating as though they were happening
in the physical world, and give without expecting anything in return. We have a
saying at Facebook, this journey is 1%finished.
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No one can ever be fully aware, but designers have to be open to growth
and the possibility we're wrong. Less up and to the right, more up and to the heart.

Many thanks to Jonathon Colman, Lisa Sy, Hannah Fletcher and
Ed Salvana for their feedback on my drafts.

Thanks to Lisa Sy and Jonathon Colman.
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H Design

Brian Nelson
6 min read

Google Calendar Concept

Part 1 in a series imagining the future of technology

In the future...

36


https://medium.com/@brianclnelson
https://medium.com/@brianclnelson
https://medium.com/@brianclnelson/technology-concepts-f4374b518a09

Your content will be available directly within
your calendar.
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Navigating dozens of apps to find your content is cumbersome and time
consuming. As a consequence, platforms that bundle content from various sources
have become extremely valuable and popular. A calendar platform can
automatically pull relevant events from your apps, which means that you don’t have
to spend time digging through those apps or manually creating events.

Compared with events you have manually added to your calendar, events pulled
from apps can be far more comprehensive and informative—full of engaging and
actionable components. Consumers now expect rich interactive media, and relying
on static plain text is a huge missed opportunity. In my concept, your calendar will
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provide immediate access to media such as TV episode recaps (HBO GO), sport
highlights (ESPN), and Tweets from live events.

Google Now integrates over 100 third party services (and has plans to open access
to all developers), while Google Calendar only connects with other Google services.
Google should follow in the footsteps of Sunrise (acquired by Microsoft in February),
and create an open platform for third party developers. Google’s
recent acquisition of Timeful is an encouraging sign of their commitment to
building a truly intelligent, assistive calendar.

Your calendar will get you excited for
upcoming events.

Before After
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=

RUAN HEMSWORTH + TOMMY KRLISE at 7015 |

Ryan Hemsworth and Tommy ¢ Ryan Hemsworth + To

¥
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June 26th
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Jun 15) RYAN HEMSWORTH +
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Friday, Jur 26, 7000 pm
&% Squests
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In the future, triplicate event items from Songkick, Facebook, and Eventbrite are
merged. The new event provides deep app links to the artist’s catalogue (in Apple
Music, Spotify, or SoundCloud), getting you psyched for the show.

Tapping the location reveals options to view the address in Google Maps or call a
car (on the day of the event). The QR code expands when tapped, making it easy
to check in once you arrive at the venue. Your calendar should make you feel at
ease, knowing that everything you need is instantly accessible.

Your calendar will evoke nostalgia.

Before After

Del Mar Weekend

(9 Thursday, Jun 18-
Monday, Jun 22

) benelson83 1@gmail.com

Del Mar Weekend

Y, |-

" ity i
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LAY

19 %\

P cmige’ |y

o Tt ; ! ‘% )
5 FRIENDS
Q@i L O
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Your calendar should encompass all the fun things you do, and make it easy to look
back and relive your favorite experiences. In this example, a calendar event
summarizes a weekend trip with friends using photos, videos, profile pictures, and a
map.

The success of Facebook’s and Instagram’s core products attest to our basic
desire to reminisce. Several tech companies have made more overt attempts to
capitalize on this impulse—by reminding you of your activity a year ago today
(TimeHop, Heyday, Facebook On This Day, Memoir) or summarizing an entire
year of your life (Facebook Year in Review, Spotify Year in Music).

Your calendar will suggest relevant

events.
T E:50 PR -
* ZocDoc
LITIT] 6:58 PM L
= June -

Teeth Cleaning
Dr. Bing Xla
450 Sutter 5t

Teeth Cleaning

29 Why iz this event suggested?

Mon The American Dental Assooiation recommends that you visit

your dentist at least once a year to get a routine examination
and clezning, Your last visit was 1 year ago today.

YOUR DENTIST

E Dr. Bing Xia
2

LDCATION

30

Tue

Alliance Dental
450 Sutler 5t

BOOK APPOINTMENT

Left: concept main calendar view. Right: event screen.
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Given how well your calendar knows you, and how much it knows about the
world, it should suggest highly relevant events and appointments that you'd be
sorry to miss. In this example, your calendar recommends a visit to the dentist,
using your past calendar events and the information you've added to ZocDoc.

Your calendar will respond dynamically to
changing contexts.

Made reservations for 8 people
tomorrow at 7:45 at Il Borgo in Hayes
e Valley. See you kids there!

Made reservations for 8 people
tomorrow at 7:45 at Il Borgo in Hayes
e Valley. See you kids there!

Il'Borgo” -

Italian

e Venue change! Suppenkuche at 8
VIEW MENU VIEW MENU
Tue, Jun 30, 7:45 pm Tue, Jun 30, 8:00 pm

LOCATION LOCATION
500 Fell St. 525 Laguna St.

FRIENDS GOING FRIENDS GOING

@i 4 ¢e@®s 4

CONTACT CONTACT
(415) 255-9289 (415)252-9108
ilborgo.com suppenkuche.com

Read sequence from left to right.

This flow demonstrates how your calendar will update automatically based on new
messages you receive. In the future, you won'’t have to adjust calendar events as
details change. More importantly, you’ll never show up to the wrong restaurant
because you missed a text.

Google’s Now on Tap, announced at I/O 2015, understands context and
intent deeply, and would enable dynamic event items as shown above.
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Your calendar will help you better understand
your behavior, and recommend adjustments.

BB M
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72.2 miles walked ... ......0.... 38:8& hrs
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June : :
% tennis practice sessions ...... 1.25 ¢ wk
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P00 A s R AR e SRR +3.1
18.:0% bedy Fat e osh i -2

-
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B -

-

g1H8 avg hrs asleep
16:88 avg hrs awake
7138 am avg wake up time
11:8d pm avg time to bed

48888 total hrs awake
248:98 total hrs aslecp

FOOD & DRINK
2,183 avg calories consumed per day

39% of daily calories from fat

38% of daily calories from protein
23% of daily calories from carbohydrates

Tep meals {instances)
Toomelette oV R R R 14

Left: concept main calendar view. Right: event screen.

The first step to changing your behavior is understanding it. The Monthly Summary
shown above is a receipt for all of your app activity organized by categories that
matter to you, like health, social life, professional development, and personal
finances.

Note that the Summary doesn’t pass judgement on what you’ve done; it’s just a list
of stats. The next, trickier step is creating a report card that makes encouraging and
effective suggestions about what tweaks you can make to be happier, healthier,

more productive, and better to yourself and others.

Fitbit, Jawbone, Apple Health and a host of other health technology companies
are all based upon this same premise, that easier access to and visualization of our
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of our data can change our behavior for the better. Companies like Reporter
and RescueTime are similar, but seek to provide insights that improve our
relationships with our loved ones and our work, respectively.

Calendar is a natural place for an aggregation of individual events. Summaries
(daily, weekly, monthly, and yearly), comparisons, trends, and correlations
could all prove valuable.

Try the prototype below by scrolling and tapping on event
cards!

The link of the video: https://briannelson.co/google-calendar-concept-7291a9923711#.51zsxb3xt
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Here is a collection of all of the use cases | explored.

Prototype on Marvel

Images on Dribbble

Contact

* @brianclnelson

* bcnelson831 at gmail.com
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Disclaimer

| don’t work for Google, and this calendar is not under development. This is just a
concept, for practice and fun.

References (in order of appearance)

* App unbundling, search and discovery by Benedict Evans

+ The Race to Become the WeChat of the West by Ted Livingston

+ This Is Twitter’s Top Secret Project Lightning—BuzzFeed (Mat Honan)

+ What Twitter Can Be by Chris Sacca

+ For Twitter, Future Means Here and Now —New York Times (Farhad Manjoo)

« Google Now Integrations

. Sunrise Calendar

« Microsoft Confirms Sunrise Acquisition, Adds Depth To lts Mobile Productivity
Offerings—TechCrunch (Darrell Etherington)

« Apps in Sunrise

* Google Acquires Timeful To Bring Smart Scheduling To Google Apps—
TechCrunch (Darrell Etherington)

. Apple Lets You Search Within Apps With A Deep Link Search API In iOS 9—
TechCrunch (Ingrid Lunden and Sarah Perez)

« Find app content straight from the Google app—now on iPhone and iPad by

Eli Wald

. New in the Google app: more Now cards from your Android apps by
Aparna Chennapragada
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« Nostalgia: A Product Designer’s Secret Weapon by Ryan Hoover

« TimeHop

« Heyday
. Facebook On This Day

. Memoir

. Facebook Year in Review

Spotify Year in Music

« “Now on tap” to help you with what you need in the moment, anywhere on

your phone by Aparna Chennapragada

* Fitbit
+ Jawbone

* Apple Health

* Reporter

« Feltron 2013 Annual Report by Nicolas Feltron

« RescueTime

- Privacy vs. User Experience by Dustin Curtis

Use cases

HBO GO
ESPN
Instacart

Songkick, Facebook, Eventbrite, SoundCloud, Spotify, Apple Music

Handy
Vint
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« ZocDoc

* Yelp

« witter

WorkLife

Credits

« Material Design Spec

* lllustration by Emily Jane

* Photography from Unsplash

Thanks to Andrew R McHugh, Evan Simoni, Nicholas Felton, and Amber lllig.
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Chase Bratton

Starbucks Android
Material Design

by Chase Bratton, Product Designer @ Starbucks

The evolution of Starbucks digital products for
Google’s new design framework.



https://twitter.com/chasebratton
https://twitter.com/chasebratton
https://medium.com/@chasebratton

I’'m happy to announce that Starbucks has released an updated version of our
Android app aligning to Material Design. It's the first step in our interpretation of
Google’s Material Design framework and the ongoing refinement of Starbucks’
digital brand.

An Exercise in Restraint

Since Google I/O 2014, the Starbucks product design team has been thinking
through how to implement the new framework. Our goal was to ensure that the
app avoided looking too “templated” when updating to Material Design. We wanted
even the simplest of screens to reflect subtle hints of the Starbucks brand. We
strived to provide concise logic for the adoption of certain aspects of Material
Design and considered what these changes meant for our customers and what
made sense to implement.
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Add a Starbucks Card to start
earning Rewards.
You can add an existing Starbucks

if you have one or get a brand new dit
5 __!_mud ‘L

By tappilhg the butten below "uig'r' otothe
Starbucks Terms and Conditions

GET STARTED

Typography

Our team aligns the Starbucks digital brand across all touch points in order
maintain a consistent visual look and feel for our customers across platforms. A
primary way we achieve continuity is with typography. We adapted the standard

Material Design typography scale, weights, and tracking to a set that feels suitable
for our content and easy for our customers to use.
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Display 4 Display 4

Display 3 Display 3

Display 2 Display 2
Display 1

Headline

Elevation

Elevation is a core principle used throughout the app to emphasize priority and
hierarchy on screens. The use of shadows creates a sense of “depth of field”,
enabling certain elements to appears closer to the glass. Persistent actions are
elevated in order to create sense of priority on each activity.
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Iconography

Aligning all icons to Google’s grid allows us to maintain consistency with
Android system icons while incorporating styling from Starbucks brand icons.

Color&Iimagery

We are taking advantage of Google’s guideline suggestion to prioritize color and
imagery. Warm blacks & grays from the Starbucks digital brand color palette are

used to add vibrancy. We use the color palette class to accent app bars on product
detail screens.
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Challenges

With Android’s diverse segmentation of screen sizes and devices, we knew there
might be unexpected challenges along the way to optimize for all customers. This
meant we didn’t try to obey every rule of the guidelines. We are looking at the
adoption of Material Design as an ongoing process, and we’re optimizing our
design to benefit our customers first. We're listening to (and learning from) our
customers every day—if you have any notes for us, feel free to get in touch.”

Starbucks Product Design Team

Caroline Maxwell (Product Designer), Chase Bratton (Product Designer), Jason
StdT (Sr Product Designer), Trevor Denton (Sr. Product Designer), J&T Feters
(Product Designer Manager), Jeremy Beasley (Product Design Manager), Ben Ford
(Product Designer)

Thanks to Jason Stoff.
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Design
Daniel Rakhamimov
5 min read

The look of someone who gives a shit.

The Jony lve Principle

“I think the majority of our manufactured environment is characterized by
carelessness...and we have genuinely tried to make products that don’t stand
testament to those values, they stand testament to us desperately trying to make
the very best product we can because we know someone like J.J. is going to sit
down and stare at this screen. He will sense...he won’t be able to articulate it,
but we hope that he will sense the care that went into it, and i do believe that
we are capable of discerning far more than we are capable of articulating...”

— Jony lve
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he quote above was taken from a recent conversation between Jony Ive,

J.J. Abrams & Brian Grazer at the Vanity Fair Summit this year. Reading it
truly doesn’t do it justice so make sure to check out the video at the bottom of
this page when you get to it.

What really resonated with me was this line:

| do believe that we are capable of discerning far more than
we are capable of articulating. ..

Now think about that for a second...what Jony is so eloquently implying is that when
he designs the products that touch millions of people on a daily basis, he doesn’t do
it with the notion that we will experience it through our rational thinking brain, but
that we will feel it through the deeper, less articulate, emotional one. The one
that gives you trouble articulating the proper response to a question like:

“Why do you love that person?”
or
“Why did you quit your job to go work at a company that pays you less?”

This particularly resonates with me because today we live in an “MVP” first world
that has swung so much on the side of having to ship something for the sake of
shipping...or for the sake of selling it to our users as fast as possible, or meeting a
price point, or hitting a schedule, or beating our competitor to market, or some other
metric of the month...etc

| think we might have lost something.

| think we lost the care, thought, and love in our products. | think it's the idea that we
should make something enjoyable and fun just because it might put a smile on the
users face and not because we need to hit some sort of click through rate. It's the
idea that next time you want to ship your “Uber for dogs” app, you sit there and
fucking research the shit out of what the difference between a Pitbull and a Bulldog
is before you even dare write a line of code.
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It's irrational. Or is it?

There’s probably no data to back it up but I'm sure it's at least partly responsible for
all of the great products we use. It might even be that “x-factor” we're all so
desperately trying to find.

Maybe it's time we do what Jony does and focus on the things we probably
can’t directly put a number on at the moment, or discern from a testimonial in
a user test?

Maybe we should spend time on figuring out what really... REALLY matters to us
and to the people who use the products we make, instead of throwing a bunch of
darts at the board and see what sticks?

Maybe the reason all of our product design looks the same is because all of us are
trying to quickly ship something and don’t want to take the time out to really dig
deeply into the problem we want to solve. So we follow the same design patterns
and we churn out the same soulless generic crap.

‘Just throw some bootstrap on it!”

“We shot all this stuff,” Dye says, “the butterflies and the jellyfish and the flowers for the motion face, it's
all in-camera. And so the flowers were shot blooming over time. | think the longest one took us 285
hours, and over 24,000 shots.”—Wired
(http://www.wired.com/2015/04/apple-watch-design/)
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Those jellyfish, butterflies, and flowers on your Apple Watch were actual real
jellyfish, butterflies, and flowers that were shot with a camera. They weren’'t some
animation design cranked out for an 8-point story in some team’s sprint. They shot
one fucking flower for 285 hours, with over 24,000 shots, just so the first thing you
see when you look at your wrist puts a smile on your face, and lights up a part of
your brain that you didn’t even know you had.

Why?

Because they care about their craft.
Because they care about your experience.
Do you?

That’s the Jony lve Principle.

The whole thing is worth a watch. Really. But skip to 17:25 if you just want to see the relevant
part.
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| want to share some of the products that really resonate with me because of the
amount of work, care, love and thought | think were put into them.

1974 Porsche 911 Turbo.
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Apple iPhone 5
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Kanye West’'s My Beautiful Dark Twisted Fantasy

What are some of yours? Share it in your response!

Who am 1?

I’'m an engineering-minded product designer and a design-minded iOS engineer

from New York City. | also happen to be looking to join a team of passionate
people to work on some great products.

If that interests you, lets chat: danielrak@me.comor @danielrakh
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)
- Design
Darin Dimitroff
12 min read

Thank you for everything,
Adobe

| really want to move on

Disclaimer: This is not a rant, nor one of the many articles dissing
Adobe’s subscription model. I'm perfectly okay with it.

Why Adobe is one of the most important
companies in my life

| started using Adobe products in middle school. At the time, | never thought I'd do
anything remotely connected with design, | just liked messing around with
computers. Like most kids, | didn’t know about the technical differences between
designers, developers and probably IT support people, | just liked computers and
did all sorts of random things while others were focused on gaming.

If you’re a designer in their 20s or 30s, my story is probably pretty similar to yours.
| had no idea what | did was considered design and, frankly, | didn’t care. The first
tools | used were pirated versions of Photoshop and Dreamweaver.
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| remember feeling completely intimidated by the endless grid of panels. It was
a strange state of mind | can feel to this day if | try hard enough. A mix of fear
of the unknown and utter excitement about all the possibilities. Like most
curious people, the latter manages to prevail most of the time and that moves us
forward.

At the time, | had no idea about the scale of Adobe, | didn’t even care who made the
software. It was just me, Photoshop and sleepless hours of working on the ugliest
shit you can imagine. The web was full of learning resources, | even bought some of
Adobe’s official books. We get used to it when we get older, but learning new tools
is probably one of the most exciting aspects of our jobs. It affects our ways of
thinking and solving problems. Up until the last few years, Adobe had practically
zero competition for most designers. I've tried Corel's products and other
alternatives, but nothing felt close to what Adobe had achieved, especially after |
moved to a primarily vector workflow. Combined with endless learning resources,
plugins, content packs and many more, Adobe defined whole generations of
designers who might have otherwise taken a different career path.

It’s not you, it’s the others

Gradually, | formed a broader sense of the design/development landscape and,
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sometime in high school, started realizing I'm kind of a designer. Through the
years, |'ve always thought being a designer is an art discipline and | can’t draw
or create complex artwork. Joining design communities and, most
importantly, Twitter, exposed me to the world of designing as an engineer, not an
artist. I'm not using Ul, UX, IX, Ul/UX,(insert random letters) as | believe this
pointless discussion should end.

“If you can design one thing, you can design everything.”
Massimo Vignelli

| focused on visual branding and worked at a few advertising agencies. | still have
a thing for it, but I'm spending most of my time doing what | truly love—interaction
design. When | started designing interfaces and websites for a living, | switched
from Photoshop to lllustrator because | had a reasonable experience with the tool
from my print days. Nevertheless, | kept juggling between Photoshop and
lllustrator. Most interface designers have stuck with Photoshop’s vector tools and
never touched lllustrator. Thinking of it, | should have done the same. Long story
short, it never felt right.

Adobe
Photoshop™

Macintosh version 1.0.7

Thomas Knoll, John Knoll, $teve Guttman
and Russell Brown

Copyright ©1989-90 Adobe Systems Incorporated.
All rights reserved. Adobe Photoshop and the
Adobe Photoshop logo are trademarks of Adobe
Systems Incorporated.

Personalized for: MacApp™ @1985, 1986, 1987 Apple Computer, Inc.
Ref & Pres Library

Apple Computer, Inc. [ av st Bl raihin

PCA107000073-629 |. AR T INIRETH Vs ] [ OK ]

Photoshop 1.0.7's About screen

Photoshop started as a professional photo editing tool and has always felt like one.
No matter how many designer focused features Adobe adds, the core workflows
and logic feel distant and don’t reflect the way | think. | tried Fireworks, but | felt so
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wrong | went back to lllustrator. In the meantime, | started doing whatever | could in
code. It felt closer to the final medium and much faster and easier. At the end of the
day, | felt like interaction designers are the cuckoos of design. We use all kinds of
tools to get things done, but none of them is specifically tailored to our needs.

Enter Sketch 2

The first time | tried Sketch, it didn’t have a tenth of the status it has nowadays. I'm
generally open to trying new tools, even when I'm almost certain they won'’t fit my
workflow. | remember downloading a free trial of Sketch 2 and using it for an hour or
two. | have a thing for native feeling and looking apps, | fell in love with the interface
and how smooth and snappy it felt.

Unfortunately, it was lacking a serious portion of the features | need to get things
done. In combination with the radically different behavior and completely new
keyboard shortcuts, | was quick to decide Sketch is just another small and
generally useless design app. | don’t remember launching it again during the trial
period. Nobody | knew was using it, it had a limited amount of plugins and the
name didn’t help me realize it was meant to be an interface design tool.

My sense of time is a mess, but, six months later, some Sketch stories started
surfacing across the web. | had almost forgotten I've used it, but most of them
came from people | trust, so | decided to give Sketch 2 another try. On top of that, |
was working on a rather important mobile Ul project and Sketch promised to be
just the tool for that.
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This time | changed my mindset: | wasn’t going to think of it as an lllustrator
replacement, but as an entirely new app with its own set of logic one has to get
used to. The first few days were stressful, to say the least. | had never used design
tools not made by Adobe for a prolonged period of time. Nevertheless, thank you,
younger self, for sticking with Sketch despite the initial gripes. You rock.

Making the switch
Sketch 3

| was already pretty happy with

whatever version of Sketch 2 | was

using. lllustrator was still in my dock
- el and | used it regularly for different
' things Sketch couldn’t do, mostly
icons and complex bezier stuff.
After version 3 was out, | started
trying to deal with more and more of
those tasks inside Sketch. | even did
some simple illustrations (they are
terrible and it's not Sketch’s fault).
What struck me was that, after some

persuading, my partner Kalina (an illustrator, icon designer and lllustrator aficionado)
tried Sketch and felt okay about it. She’s still using lllustrator for some tasks,
especially print, but we’'ve managed to move to almost entirely Sketch+Affinity
Designer based workflows. When | have to work on .ai files, | prefer staying in
Sketch for as long as possible, even when it makes things a bit harder.

Designers who use Sketch regularly should be familiar with the feeling of not willing
to launch Photoshop/lllustrator. Every hour with Bohemian Coding’s creation made it
harder for me to go back to Adobe products,but we couldn't cut the cord so quickly.

Sketch could be used as a multidisciplinary design tool, but it's really tailored
toward Ul design. Laser focus is a part of what makes it great.
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Affinity Designer

Just like Sketch, | tried Affinity
Designer out of pure curiosity.
Already using Pixelmator for most
raster tasks, | was looking for an
lllustrator replacement. Serif had
been working on it for four years and
their long history made me even
more optimistic. The initial release
had some problems and missing
features, but it was a love at first
sight. | had just used lllustrator on my
Retina MacBook Pro and switching to
Affinity Designer left me in awe.

It just felt like a modern app, making use of the powerful hardware of my computer
and making that HiDPI screen shine with crisp Retina assets. Pinch to zoom didn't
feel like a half-loaded GIF and, finally—native autosave.

| was willing to wait for the missing features and fixes because of the solid
foundation. A few months later, Affinity Designer is an amazing piece of software
we use in production, even with our legacy .ai and .psd files. In most cases, it's
much faster than Photoshop at opening PSDs, which still blows me away. It even
won an Apple Design Award.

We’'re testing Affinity Photo for raster work and we’re quite pleased. The app even

shares a common file format with Designer, which makes working between apps a
breeze. I've always wanted something like that in Creative Cloud. Affinity Photo

might replace the strange mix of Photoshop and Pixelmator we use. Serif is also
working on an InDesign competitor called Affinity Publisher. Not sure if we have a

need for that, but it sounds interesting.
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Realizing there’s no sacred cow

Using exclusively Adobe design software forms a reality distortion field. A
notion that no other company can produce a viable competitor and, even if it
does, it wouldn’t be production ready. It's been like that for so many years.
Let’'s assume it is production ready, but nobody will use it because nobody is
already using it. All the plugins won’t be there. The resources won't be
compatible. The business model won’t be sustainable. They’ll get acquired.
There won’t be a Windows version. Sketch has proven getting into Adobe
territory is not impossible.

According to the preliminary findings of Khoi Vinh’s survey, Sketch is the
leading tool for both wireframing and interface design. It is totally production
ready. A myriad of designers are using it, it's adopted by companies such as
Apple and Google and they are releasing official resources in Sketch format.

Most of the designers | know and follow are using it as a daily driver. There’s
a plethora of useful plugins solving actual problems we face every day.

Most importantly, there’s a vibrant community and the Bohemian Coding
guys are an important part of it. I'm not sure whether Serif will manage to
repeat Bohemian Coding’s success, but | sure hope they will. Not because |
want Adobe to lose, but because | want them to stop pretending this whole
thing isn’t happening.
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It’s not about the bugs

Adobe software has always felt sort of sluggish and I've experienced different kinds
of problems, but that's not my major gripe with the company. Sketch is pretty buggy
too, but | love using it because | know the team is sweating over fixing everything as
quickly as possible. It's about the culture.

Two years ago, | filed a Creative Cloud bug in Adobe’s forums. Dozens of user
compaints and four versions of OS X later, it’s still there. | recommend you check
out the thread, Adobe’s responses are, to say the least, weird.

Another thing you should check out is Episode 17 of the Design Details
podcast (highly recommended). Adobe’s attitude towards its competitors and the
state of their products as a whole is puzzling. A few times throughout the
podcast, | was about to impulsively kill my CC subscription.

But it’s also about the bugs

I’'m used to keeping old versions of Adobe software. Most designers | know do it too.
We're all afraid something will break. We'’re used to it, but it doesn’t make it less
weird. Imagine having to do that with every piece of software you use.

The last lllustrator update broke SVG exports and introduced GPU rendering which
is totally useless. | recommend you follow @iconwerk’s updates on both problems.
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The old codebase is not an excuse

Even people who love Adobe’s products admit most of the apps are far from
perfect. Separate overlaid windows blocking the entire interface, pixelated assets,
leftover Aqua components, unexpected behavior, lack of coherent logic. Let me
stop there, here’s a whole Tumblr blog about it.

Both Adobe employees and users keep being apologetic about it, referring to the
old codebase and everything they have to support. While | can see what they
mean, users should not suffer because of a product’s legacy. It's a problem Adobe
has to deal with better. The old codebase is not beneficial to users, but they are
still paying the price.

Focus on the tools, cut the fat

I’'m aware Adobe is trying to bring as much value as possible to the Creative Cloud
subscription. Things like TypeKit are great inclusions, but Adobe's mobile strategy
is a different story. Try searching for “Adobe” in the App Store, especially on an
iPad. You'll find a weird mix of apps, most of which I'd consider partially or
completely deprecated.
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Even worse, I've tried most of them and the ones that didn’t feel mediocre didn’t
solve any real problems. Not backed by any stats, but | don’t know a single
designer who uses Adobe’s mobile apps. Color is kind of cool, but | prefer using it

in the browser.

Some of Adobe’s iPad apps.
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Adobe should bring back some focus to its main products and kill most of its
little apps.

We need a dedicated Ul design tool

Killing Fireworks seemed weird to me. I've never used it extensively, but, with
the rise of Sketch, the least logical thing Adobe could do is kill its competitor.

Design Spaces in Adobe Photoshop CC 2015

Pulling everything into Photoshop is one of the main reasons more and more
designers are switching to Sketch. Photoshop started as a photo editing tool and, to
this day, we can feel that. Design Spaces is a nice addition, but it's severely lacking
and, honestly, Ul design is significant enough for its own app, not a mode. Through
the eyes of a beginner, Photoshop feels intimidating and, if someone wants to focus
on Ul, they don’t really need most of the tools. Sketch’s laser focused functionality
actually helped me become a better designer, allowing me to focus on what really
matters.
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I'd love to see a real Sketch competitor made by Adobe. Imagine what a company
this size could do. You should definitely read Josh Puckett’'s take on the idea of
designing with real data. And what about prototyping?Practically all innovation in the
space is coming from small companies like Framer and Pixate (Facebook’s Origami

as an exception, but it's more of a side project).

I’m not canceling my subscription
But I'd love to

“I'm sure he’s just being butthurt on the Internet. He’ll probably
continue paying for years to come”

I's a reasonable point. I've read numerous similar comments under articles on the
topic. Being stuck with paying is a situation active Sketch users are familiar with,
especially if their work is not solely limited to interfaces. Our small design studio does
equal parts product design, branding and illustration, including print. Honestly, we
could go on with 90% of our work without using Adobe’s products, but those 10%
matter. A huge part of them is working with other people’s PSDs—in some complex
scenarios (especially containing Smart Objects), Affinity Designer’s import isn’t ideal,
although they are making constant improvements.

At the end of the day, | might sound much more fed up with Adobe than | really am.
As | noted in the beginning, this is not a rant. Adobe’s products are still essential to
my business and I’'m okay with paying. Nevertheless, an important insight came to
me while | was doing my taxes a few months ago. We’re paying the most for the
software we use the least. To me, this makes absolutely no sense.

The moral of the story, at least for me, is simple. Next time you decide to try out a
new product, don’t be cynical about it. Dive in with your best intentions, learn to use
it optimally and be patient about the problems. A few years ago, this product was
Sketch. 25 years ago, it was Photoshop. And it changed everything.
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Further reading

Modern Design Tools: Adaptive Layouts

Bye, bye Adobe.

Harnessing Vector Awesomeness in Sketch

Making the switch

Sketch VS Photoshop

Why is Sketch becoming so popular compared to Photoshop

for interface design?

It's Time to Dump Photoshop and Embrace Sketch
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Designing Data-Driven

Interfaces
Telling the story of your data



https://medium.com/@eklimcz
https://medium.com/@eklimcz

‘Dashboard”, “Big Data”, “Data visualization”, “Analytics”—there’'s been an
explosion of people and companies looking to do interesting things with their data.
I've been lucky to work on dozens of data-heavy interfaces throughout my career
and | wanted to share some thoughts on how to arrive at a distinct and meaningful
product.

Many people have already tackled this topic, so I'm going try and stick to the parts
of our process that have the most impact.

1. Different users, different data

Whenever you're designing complex systems there will inevitably be multiple users
or personas to design for. Executives, managers, and analysts are common
personas that each have their own workflows and data needs.

Defining good personas and generating insights is an art within itself, and it's not
something I’'m going to detail here. If you're curious about how to do this, check out

this helpful post from Cooper.

The important thing to remember about personas is to identify them upfront and
organize your information architecture tasks and wireframes around them.

Below is a deliverable we used for a healthcare reporting application we worked on
last year. The system has distinct users each requiring their own data workflows.
Once we established the key personas we included them alongside our
deliverables with each review session.
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Notice how the personas top each artboard. Our clients have been receptive to this approach.

Presenting artwork to a room of clients can be a difficult task. Whether you're

explaining wireframes and flow diagrams or debating visual treatments, it's hard to
keep everyone tracking to your vision.

Organizing your artwork by personas will help you (and your clients) stay on
point during these discussions.

2. Shape the Page

One technique I've picked up over the years is the concept of shaping the page.
The core idea is really simple:

Show the user what they need to see first, then structure the
remainder of the page based on the user story or hierarchy of
information.
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The concept of shaping the page is a core principle of writing prose (and many
other forms of communication), and something | became intimate with after writing
a book. Over the years I've spent a lot of time with the book “Style: The Basics of
Clarity and Grace”. Aside from being an excellent reference for writing, it describes
the concept eloquently:

When you start with distractions, your audience has a hard time seeing not
just what each element is about, but the focus of the entire passage.

This is a useful principle to keep in mind when designing UX. Below are
two common approaches we use to shape the page.

CRITICAL BROAD OVERVIEW
GLANCEABLE DETAIL SUMMARY
INFORMATIVE SPECIFIC ITEMS/TASKS

Give your dashboards some structure. Ask yourself—What story am | telling with this information?

Many of the dashboards and data viz projects | see popup on behance and
dribbble are beautifully designed (visually) but are often overwhelmingly
underwhelming. They are either A) a myriad of graph widgets arranged in a
pinterest-style layout with no hierarchy or B) over-designed visualizations that
aren't appropriate for the data.
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The left image shows an overwhelming approach to data vis. The right is an example of ornamentation that
detracts from the point of the data.

In the image above (on the left), the reporting dashboard takes a Mission Control
approach to presenting the information...which is pretty overwhelming. To avoid
this, we try to approach these types of interfaces by curating the information more
like you're reading a magazine article.

Not to say there isn't a time and place for a mission control Ul...I personally would
love to design something like that. But for most situations seeing everything all the
time is unnecessary.

The key thing to consider — avoid creating a smattering of visualizations. Shape
the information on the page so the user is presented with key information first, then
follow it up with supporting content.

3. Choose the *right* visualizations

There are many (too many) designs floating around that misuse charts in favor of
aesthetics.

The worst part is—these “bad habits” seem to be multiplying. Everywhere | look, |
see area charts that should be pie graphs or line charts that should be bar graphs.
So let’s try to stop this together...Here'’s a few tips for doing your data justice:
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Start with the Data

I's not sexy—raw tabular rows of data. However, it'’s the best place to start. It will
help you start thinking about what variables are available in the data and how the
various data entities are related.
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The flat nature of raw data will help you think through relationships between entities in the system.

Aside from staring blankly at rows of data and hoping ideas eventually slip into
your subconscious, you can be a little more proactive by checking out these
great resources to help uncover interesting connections:

*  Charted—a tool developed by Medium that automatically visualizes data.
- Designing Better charts with Google Sheets, lllustrator, and Sketch —

- Tableau - This tool is one of the best out there, but very expensive.

There is no silver bullet for this part of the process. Don'’t be afraid to dive into
the data and try making basic charts by mixing and matching different variables. It

takes time, but it's worth it. Some of the best ideas I've come up with started with
tinkering around with raw data files.
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Working with Discrete vs. Continuous Data
It took me a while to realize this, some graphs do a better job of articulating your
data than others. It's easy to pick charts that look good in your composition and

hope your data works out. I've been guilty of doing this myself many times (Il love
me a good scatter plot).

Depending on the type of data you're working with some types of visualizations
work better than others. One way to choose the appropriate chart is to evaluate the
type of data you have. There are two main types of data:

Discrete Data —distinct values you can count. For example, a number of goals
scored or Facebook likes.
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Bar charts work best for discrete data

Continuous Data — Any value in a range. For example, rainfall for a season
or a person’s height/weight.
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Line charts work best for continuous data

In short, line graphs work best for continuous data and bar graphs work best for
discrete data.

One resource that really solidified this for me is “ The Wall Street Journal: Guide to
information Graphics” by Dona Wong. | wish | would have had this book with me
years ago. Its an invaluable reference for choosing appropriate graphs and the dos
& don'ts for presenting information.

83


http://www.amazon.com/Street-Journal-Guide-Information-Graphics/dp/0393347281

THE WALL STREET JOURNAL.

Guide to Information Graphics

Dona M. Wong

http://www.amazon.com/Street-Journal-Guide-Information-Graphics/dp/0393347281

4. Basic vs. Custom visualizations

Lastly, as the designer of these data-rich systems you have to constantly ask
yourself “should | take the path less traveled and go custom? Or should | use tried-
and-true charts to articulate the message?”.

| recently came across this article from 37 Signals— Three charts are all | need.
The author makes a strong point about how a visualization “problem solving”
characteristics supersedes its visual qualities. | totally agree with the sentiment of
his post. However, | think his opinion represents a very utilitarian perspective. |
believe custom visualizations can often enhance the usability of the data AND look
unique and compelling.
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Dash / [ HealthController - All actions

% of requests

Milliseconds

| . dash |

An example of a basic bar chart

To me there are “one-size-fits-all” charts and “best-fit” charts. Tables, lines and bar
charts do a great job of accommodating many types of data, but they are also
pretty generic (one-size-fits-all). As a professional designer | want the look and feel
of my work to be distinct and useful.

For example, The New York Times does an amazing job augmenting their
articles with custom interactive visualizations. You can see more of their work
here. Let’s explore a couple examples of impeccable custom visualizations:

This example puts a twist on a line graph by offering a “peek” into the
underlying data driving the chart.
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http://www.nytimes.com/interactive/2014/12/29/us/year-in-interactive-storytelling.html?_r=0
http://www.nytimes.com/interactive/2014/12/29/us/year-in-interactive-storytelling.html?_r=0

http://www.nytimes.com/interactive/2013/03/29/sports/baseball/Strikeouts-Are-Still-Soaring.html? r=0

In this 3D graph, the change in perspective is visually mind-blowing but also helps
give the user a better insight into the relativity of the data.

http://www.nytimes.com/interactive/2015/03/19/upshot/3d-vield-curve-economic-
growth.html? r=0
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This example from Selfiecity.net does a nice job using the actual content to create
the visualization.

http://selfiecity.net/

Lastly, from a project we did with CNN, we use color-coding to show political
party preference and 3D extrusion to visualize demographic information
simultaneously.

http://truthlabs.com/work/cnn

As a rule of thumb —we try to come up with custom visualizations when the
data and tech call for it, but we always have a plan B in case things don't pan out
or the client prefers a less ambitious approach.
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5. So What?

So why do we put all this data on the page anyway? Answer: so people can do shit
with it—make decisions, investigate, predict the future, whatever. The point is, your
users aren't marveling at the pretty colors you've selected, they are trying to do their
jobs.

So here’s my advice —after you've gotten your page laid out and everything is
crafted just right, ask yourself “so what?”. Look at each graph, widget, chart,
table, and ponder what someone will glean from it. Often times you'll come to the
conclusion, “it doesn't matter”, which a red flag to reduce or rethink.

I's happened to me a few times—I've created wonderfully complex dashboards
housing a series of trend graphs, pie charts, and maps with thousands of data
points. Only to be asked by the client “| just want to know if the product is working...
where can | see that?” or “I only need to know 3 things...X, Y, and Z. Where can |
find those?”

Sigh. In this moment you realize that you've gotten lost in the weeds and
missed the big picture.

One tactic I've picked up to help with this is to try and use text to communicate
exactly what someone wants to know.

Arr-wStream

You saved $1.45M this year to
L = dat Yaur olsl SINES ThIS MonEn.
Rk $182,234

savings this yuar

aus totsl pragram
$338,254

At a high-level, text summaries can be more useful than charts.
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The images above are taken from two of our recent projects. Both simply tell the
user what they need to know via text rather than relying on charts or graphs that
need to be interpreted.

This approach resonates with our clients, especially for high-level information.
But as | mentioned earlier there are always multiple personas to consider, so
use where appropriate.

Like all forms of design, it's a balancing act.

Strive to present your data in a distinctive way, but avoid over-designing
and unnecessary distractions.

Choose the right graphs for your data, but don’t forget to construct your page
with hierarchy.

Fret every tiny detail no matter how frustrating and tedious...and don't forget to
ask yourself, “So what?”

Thanks to Tyson Damman.
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Gabriel Tomescu

The anatomy of a credit
card form

Paying for something online with a credit card is simple, right? Yes and no. Yes,
because we’ve been doing it since the early days of the Internet (e.g. Amazon),
and no, because no two credit card forms are alike.



https://medium.com/@gabrieltomescu
https://medium.com/@gabrieltomescu

Over the past 20 years, we’ve built a mental model of paying online: | pull out
a credit card from my wallet, enter the card details into a web form, and click
a submit button. But getting from A to Z can be a tricky journey, riddled
with questions the user has to answer. And obviously, nobody wants an

instruction manual.
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Credit card forms from various popular websites and apps.

Paying for something online is still 2-3x clunkier than paying in-person. Nothing
beats tapping/swiping your card at a physical terminal. Zero typing required. You
don’t even care about the information printed on your card. In a magical world, you
could tap your card on your monitor to buy a swag new T-shirt from your favourite
band. Or get rid of physical cards altogether, so you don’t have to pull out a card
from you wallet. We’ve made significant progress in the physical world with Apple

Pay.

Online, we'’re getting closer. Paying online will become easier, and faster. The latest
HTML spec includes specifications for credit card inputs, and browsers are pushing
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the boundaries. Chrome 42+ supports autocomplete. Safari supports credit card
autofill. But you still need a physical card to manually input your security code with
every transaction.

But before credit card forms become a thing of the past, we still have the
present-day task of adding clarity, simplicity, and security to the credit card form.

At Wave, our Invoice product enables business owners to create and send invoices
to their customers, and to have those invoices paid via credit card. My job was to
design the credit card form, given a set of business requirements and constraints.
This post is about the design considerations our team explored to arrive at the
finished product.

Pay Invoice

[ervesicanll | DISCOVER

visa @5

Payment amount

$500.00 Edit

Mame on card

Card number

Expiry date Security code

MM SYY

ZIP/Postal code

& Pay $500.00

The Wave credit card form
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Our goal was to make sense of all the various inputs and questions a user may
have, including:

1. What payment cards are accepted?

2. Deciding how much to pay

3. Name on card

4. Card number

5. Card type being used

6. Expiry date

7. Security code

8. Why is there a ZIP code?

9. Is this form safe and secure?
10. What happens when | click submit?
11. Handling card errors

12. Designing for different screens

1. WHAT PAYMENT CARDS ARE ACCEPTED?

When the customer is presented with the credit card form, one of their first
questions is “Is my credit card accepted”? This behaviour is the virtual equivalent of
the physical-world scenario. When you’re at a physical counter ready to pay, you
look for stickers to indicate the cards supported. So the common way to answer the
question is by using credit card logos.

But, where do you place the logos on a web form? At first we tried to place them
above the card number field. This placement reduces the height of the form, but the
cards are small and look squished. Another option was to place them inside the
input. This almost worked, but because we have a narrow input field, the cards took
up too much space, overpowering the input. We decided to place the credit card
logos at the top of the form. This placement makes them immediately visible,
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because they are the first element a user has to parse visually. The user doesn't
have to search for them. And they promptly call attention to themselves with a “this
is where you pay” message. We felt the logos alone were sufficient, so we did not

add labels for “Cards accepted”, or “Pay with”.

& 9 9

Pay Invoice Pay Invoice Pay Invoice
Payment amount Payment amount VISA w e oiscoven
$500.00 Edit $500.00 Edit

Payment amount
Name on card Name on card

$500.00 Edit

Name on card
Card number

o g BBy

Card number i

Card number
Expiry date Security code Expiry date Security code
" Expiry date Security code

ZIP/Postal code ZIP/Postal code MM /¥y

ZIP/Postal code

A Pay $500.00

2. DECIDING HOW MUCH TO PAY

One requirement we had to satisfy was allowing the user to decide how much to
pay. For large invoices, a customer may need to make a partial payment (e.g. a
deposit), or pay the invoice with multiple payments as the work is completed. By
default, the payment amount equals the total unpaid invoice amount. In other
words, if a partial payment has been made, the payment amount equals
the balance owed.

With web forms, we know that more inputs lead to lower completion rates, and
higher bounce rates. To reduce the number of inputs, we show the payment amount
in a read-only format, with a button to edit it, instead of displaying the text input by
default. In edit mode, we considered having a Save or Done button, that would flip
the input back to read-only.
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But we felt this was unnecessary, since the amount is already visible inside the
input. Also, if the customer wanted to edit the amount again, they could simply
change the input value, without having to deal with Edit/Done buttons.

We also wanted to confirm the payment amount when the user is ready to submit
the form. A confirmation reassures the user of the amount that will be charged to
their credit card. We display the payment amount inside the Pay button, at the
bottom of the form. This amount updates synchronously with the amount entered in
the payment amount input.

Pay Invoice Pay Invoice
visa &8 =2 _— visa @5 = v
Payment amount Payment amount
$500.00 Edit $ 500.00
MName on card Mame on card
Card number Card number
Egpiry date _Security_ code E){_piry date _Securi!:y code _
MM /£ YY 2 MM 7YY
ZIP/Postal code :;‘.IPfPostaI code

3. NAME ON CARD

The next thing we ask the user to provide is the name of the credit card owner. We
considered several options for the label text:
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+ Name of card holder

+ Card holder name

+ Name on card

+ Name (as it appears on your card) Full

* name on card

We felt that Name on card was the shortest and clearest way to ask for this input.
This asks the user to simply type exactly what's displayed on the card, instead of
thinking about the card owner’s full or abbreviated name.

4. CARD NUMBER

When reaching the card number input, a common question that a user asks is: “My
card number has spaces. Do | enter my card number with spaces, or without?” To
solve for this, we limit the input values to numbers only, so 0-9. So if a user types a
space, it does not register and it does not affect the number format.

At first, we wanted to mask the card number when the user leaves the input. This
was an attempt to provide the user with a sense of security, similar to how
password fields are masked. But we realized that the credit card number is not a
“secret”. You can’t do much with just a card number. Furthermore, when a user is
ready to submit the form, they may want to double-check their inputs for accuracy. A
masked field would break the visual review of the form because the user would
have to put the focus back on the card input to reveal its value.

5. CARD TYPE BEING USED

A helpful pattern we noticed in other payment forms is to indicate the card type
being used in a visual way. This reassures the user that the card type input matches
the card they are holding in their hand. We can determine the card type from the
starting first number, as follows:

+ 3—Travel/entertainment cards (e.g. American Express and Diners Club)
 4—Visa

« 5—MasterCard
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. 6—Discover Card

After the user enters the first two numbers, we display a card logo inside the input
field, floated to the right.

Pay Invoice

Payment amount

$500.00 Edit

MName on card

John Wave

Card number

4242 | VISA

Expiry date Security code

MM S YY

ZIP/Postal code
& Pay $500.00

Of course, we could’ve done this differently, based on our designs from question 1:

Dim out the credit card logos at the top of the form. But because the logos
are placed away from the number input, the correlation would not be clear.

+ Place all the credit card logos inside the number input by default, then as the
user types in the first two numbers, all the card logos disappears except for
the one that corresponds to the input.
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6. EXPIRY DATE

Most credit cards display their expiry dates in the format MM/YY (month and year).
Some may include the full year, in an YYYY format. When designing the
expiry date input, we wanted to keep the user in typing mode to speed their
input. The user does not have to reach for a mouse to pick a date and year
from a select menu, or navigate the options via up/down arrows. The user simply
has to type in the numbers as they appear on the credit card. This also prevents
the user from having to think of the actual month (e.g. 08 is August), so
cognitive load is minimized.

Because this input requires a particular format for the date, we
included placeholder text inside the input. Note that the placeholder text includes
a “/”, but this is not required to be typed by the user. We limit the input value to
numbers only, so if a user does type a forward slash, it is not registered. After the
month is entered, the slash is automatically appended.

Vs
& 9 ©
Pay Invoice Pay Invoice Pay Invoice

Payment amount

$500.00 Edit

Name on card

Card number

Ex_plres Securi_t_y code

MM

ZIP code

Payment amount

$500.00 Edit

Name on card

Card number

Expires_ Sec_urity_ code

MM¥| YY

ZIP code

Payment amount

$500.00 Edit

Name on card

Card number

E)_(pires SEEUF'l_ty code

MM /YY

ZIP code

& Pay $500.00

& Pay $500.00

& Pay $500.00
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7. SECURITY CODE

The card security code was invented to reduce credit card fraud. In other words, it’s
meant to make cards more secure. The problem is that this code suffers severely

from non-standardized naming. What should we call it? Every card brand has its
own naming convention:

+ MasterCard—card validation code (“CVC2”)

« Visa—card verification value (“CVV2”)

+ Discover—card identification number (“CID”)

+ American Express—“CID” or “unique card code”

* Debit Card—“CSC” or “card security code”
And there are even more permutations:

+ Card verification data
+ Card verification number
+ Card verification code
+ Card code verification

Nuts, right? Acronyms create confusion. We wanted to stay away from them, but
still indicate to the user that this code is all about security. So we decided to name
this input “Security code”.

Next, a security code can be 4 digits (American Express, on the front of the card)
or 3 digits (every other brand, on the back of the card). To help the user determine
which code they need to enter, and where to find it, we included a visual tooltip.
The tooltip has 3 states:

1. Dual code: If the user has not yet entered a card number, the tooltip shows
both options available.

2. 4-digit code: If the user has entered an American Express card, the tooltip
indicates a 4-digit code on the front.
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3-digit code: If the user has entered any other card, the tooltip indicates a 3-
digit code on the back.

Security code tooltip
(both cards)

Pay invoice

FiEhuahy  DISCHVER

For Visa, MasterCard and Discover
{left), the 3 digits on the bock of your
card

Far American Express [right), the 4
digits on the front of your card,

[1234]
® (e
i)

10/16 123

ZIP/Postal code

90120

Security code tooltip
{Visa, MC, Discover)

Pay invoice

The 3 digits on the beck
of your credit card.

10/16 123

ZIP/Postal code

90120

Security code tooltip
[AMEX)

Pay invoice

The 4 digits on the front
of your credit card.

AMERICAN EXPRESS

3333 L2345k 90000

10/16 123

ZIP/Postal code

90120

8. ZIP CODE

As an extra security measure, we have to ask customers for the ZIP code
associated with their card. There is a trade-off here: adding extra inputs to the form
can increase bounce rates, but by adding it, our business is more secure and less
prone to fraud.

We realized that users may enter the ZIP code associated with their
personal address, instead of the code associated with their cards. To add clarity, we
added a note in a tooltip, which asks for the code from the credit's card billing
address.

US zip codes contain only numbers, up to a maximum of 10 (ZIP + 4 FTW). In
Canada, zip codes contain letters, and spaces too. We restricted the input field to a
max character count of 10.

And because we had to satisfy naming conventions for both US and Canadian
customers, the input label reads “ZIP/Postal code”.
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Pay invoice

lanieiranll  DISCOVER

visa &5

Payment amount

$  500.00

Mame on card

John Wave

Card number

4242 4242 4242 4242 wviIsA

Enter the ZIP/Postal code for your
credit card's billing address.

LIFrFostal coae

890120

@ Pay $500.00

9. IS THIS FORM SAFE AND SECURE?

When a user first skims a credit card form, they often ask themselves “Is this form
secure? How do | trust the website behind this form? Are they just spoofing my
card details?”. There are many ways you can reinforce security through design.
Some options we considered included:

Place a lock icon inside the form header, next to “Pay Invoice”, but this
felt weak and disconnected from the form inputs.

Place a lock icon inside the card number field, but the question became “Is
only this input secure, or is the entire form secure?”.

Label the Pay button with text “Pay $1.00 securely”, but the text would not fit
for large payment amounts.

Add a security badge below the form, but we felt badges distract from a
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clean aesthetic, and from the overall brand of the page. Also, users can't tell
two badges apart, so we scrapped the idea. Previous A/B tests also
indicated no difference in conversion.

Given the existing mental model of paying with credit cards online, we felt the
presence of one lock icon was sufficient. The design solution was to add a lock

icon inside the Pay button. The position of the icon is key, because it reinforces
security at the critical point: when you click Pay.

® ® © © ©

& Pay Invoice Pay Invoice Pay Invoice Pay Invoice Pay Invoice

visa S0 Bl ™% visa @B R Y visa @ B ™y
Payment amount Payment amount Payment amount Payment amount Payment amount
$500.00 Edit $500.00 Edit $500.00 Edit $500.00 Edit $500.00 Edit
Name on card Name on card Name on card Name on card Name on card
Card number Card number Card number Card number Card number
Expiry date Security code Expiry date Security code Expiry date Security code Expiry date security code Expiry date Security code

MM /7YY M ¥ AM { YY MM/ YY

ZIP/Postal code ZIP/Postal code ZIP/Postal code ZIP/Postal code ZIP/Postal code

Pay $500.00 securely |

10. WHAT HAPPENS WHEN | CLICK PAY?

Once the user is ready to pay, they click the Pay button. The button changes
state to a pending/loading state, and the text readsr “Sending...”. We make a
server request, and assuming an error-free state, we display a success
message.
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Pay invoice X

visa CO g2

Payment amount

$500.00 Edit

Name on card

e $500.00

Card number )
. Your payment is complete.
4242 4242 4242 4242  VISA

Expiry date Security code

10/ 16 123 Verification code:

Lj986l|GI8656)KS3509GKCQIL
ZIP/Postal code

90120

View receipt

11. HANDLING CARD ERRORS

One of the most important, and often unloved parts of web form design, is
error handling. Yes, it can be tedious at times. Yes, there are endless ways to
design errors. But when done right, error handling can turn an ambiguous
interaction into a clear one.

There are two general categories of error validation in Internet software:(1)
client-side and (2) server-side.

Client-side validation

Client-side errors are caught before a request is sent to to the server. These
errors are typically caused by formatting errors in the data, or missing data.
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To make things interesting, you can validate client-side input in different ways.
Luckily, Luke Wroblewski wrote a great article explaining the After, While, and
Before and While validation methods. We chose the After method based on Luke’s
research, and our gut feelings. The After method displays an error message after
the user has indicated that she is done answering a question by moving on to the
next one. In other words, validating on “blur”. Also to keep in mind, the user is not

“locked” into a field if there is an error. They can tab on their keyboard and move to
the next input, and come back later to fix any errors shown.

These were our validation criteria for client-side errors:

« All inputs, except Name on card and ZIP code, must contain numbers only (i.e.
no letters or special characters)

« Payment amount: Must be minimum $1

+ Card number: Length must be 16 numbers (15 for American Express), must
begin with one of the four known card codes

+ Expiry date: Length must be 2 numbers for month, and 2 for the year (i.e.
MMYY). Month can only be 01 to 12, year must be minimum 15.

+ Security code: Length must be 4 numbers if American Express, or 3 numbers
for other card brands

+ ZIP code: Length must be minimum 5 characters, maximum 10 characters

To visually indicate an error, we highlight the input field containing the error with
red background and red border. We don’t make the input text red. As for the error
hint, we display it below the error field, in red text.
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Pay invoice

visa &

Payment amount

$500.00 Edit

Mame on card

John Wave

Card number

4242 4242 4242 424 |

Enter a 16-digit card number
Expiry date Security code

MM LYY

EI_P{F'_ns.taI code

8 Pay $500.00

Server-side validation

Server-side errors are caught after a request is sent to the server. They can be
system-specific, or specific to the object being validated. In our form, we had to
account for three types of server errors:

1. Invalid data, including card number, expiry date, security code, or ZIP code
(e.g. expired card, invalid postal code)

2. System errors, for when there is a problem with the server (e.g. timeouts, lost
connection)

3. Card errors, for when the card being used has been declined by the payment
network for some reason (and there are literally hundreds of reasons)
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In the case of a system error, we leave the fields populated so that a user can retry
the payment. When a card is declined (i.e. card error), this is usually a smell for
fraud, so we clear the data entered by the user.

cieared for system errors

247 4247 4242 wesa 4242 4242 4242 8247 wvsa

el

12. DESIGNING FOR DIFFERENT SCREENS

From the start, we knew that we wanted to build one form that could be used on
different screen sizes (i.e. responsive), and different screens (i.e. inside the Wave
iPhone app). By using a singular form object, we only have to make changes to the
form in one place. We don’t have to maintain multiple code bases.

Inside the Invoice by Wave iPhone app, we initially implemented a native credit
card form, that was based on the single line input design pattern. The input

was functional, but slightly buggy. More importantly, we perceived a poor
experience with the way this input display labels, and the way a user has to
navigate between inputs if there are errors present.

Now, using an HTML iFrame, we inject the new credit card form inside the app.
Users have a near identical payment experience when entering their credit card
details on a desktop browser, or inside the app. In the future, inside our iPhone
app, we will style the form elements using CSS to match the design of other forms
inside the app.
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And there you have it, the anatomy of a credit card form! We've reviewed
everything from copy, form input design, error handling, and mobile. Our credit
card form will definitely evolve over time, so stay tuned for news. The payments
space is not exactly sexy, but learning and understanding the user interactions
behind accepting a credit card payment was really fun.

Now, time for a demo!

Huge thanks to Nick Presta, who engineered the entire form in React (woot!), and
the rest of the awesome Payments crew at Wave.

This post was originally posted on my personal website. Thanks for reading.
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Has Visual Design Fallen Flat?

Countless pixels were spilled during The Great Ul Flattening of 2013-2014.

It was a time of great change in the world of visual design: foreshadowed by
Microsoft’'s aggressively modernist Metro style, popularized and polarized by the
release of iIOS 7, and perhaps most fully realized in the form of Google’s Material
Design.

Flat design (a reductive but useful shorthand) didn’t just kill skeuomorphism (ditto),
it danced on its grave and then erased every last trace of beveling, shadow, and
granite texture from the headstone.
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Such is design. Progress, change, and fashion are inevitable. The sun will some
day set on these latest styles too. Predicting future trends is a futile game, but it's
interesting to look at where we are today and speculate on possible future
directions. What lies over the (extremely flat) horizon? What next for the visual
design of software products?

(Note: This post first appeared on the Inside Intercom blog, where we share our
thoughts on product strategy, design, customer experience, and startups.)

Surveying the landscape

Here’s a basic laundry list of common visual design tropes in software today:

+ Heavily inspired by iOS and Material Design, often slavishly adhering to their
style guidelines.

+ Flat rectangles with some minimal shadows, frequent use of large photography
and video as background to headline text.

+ Lots of negative space around content, grid layouts with low information
density, a focus on bold, clean typography.

+ Borderless, edge to edge blocks of plain white accented by vibrant, poppy
colour palettes; more muted, desaturated colours are often used in

photography.
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- Frequent use of blurring effects, luminescence and splashy neon, which works
well for marketing but not necessarily for productivity/communication products.

. Given the lack of visual ornamentation much of the “freshness” and “polish” of
modern designs come in the form of slick animations and subtle transitions.

In short, a lot of today’s visual language is about clean simplicity, executed well.
There are a few fashion trends in there, sure, but in general this is a list of
objectively desirable qualities. It reflects a maturity to the aesthetics of digital
design that has been developing for decades, a process that for periods was held
back by amateurism or an under-appreciation of the value of beauty and clarity in
software. It is now safe to go online without fear your eyeballs will be accosted by
crimes against taste. As an industry we should be proud of this.

Some claim the trend towards minimalism is a sign of more mature users: innately
familiar with how to interact with Uls, they no longer need to be hit over the head
with obviously-pressable beveled buttons. The training wheels have come off, and
so designers are free to express themselves stylistically again, less encumbered
by the obligation to educate. Finally the smaller size of mobile screens has
contributed, most naturally accommodating simpler, less fussy designs.
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The commoditization of design

When you squint your eyes and tilt your head, don’t a lot of these products look
awfully, well, similar? Don’t they look pretty but, at times, a little dull?

When it becomes necessary for virtually every business to signal they value design
by adopting an up-to-date style, it becomes a commodity, a box to be ticked. That
fresh look quickly becomes a cliché. This descent towards aesthetic monoculture
was helped by the ease with which this particular style can be cheaply imitated:
stick a blurred photo in the background, lay some centered Helvetica Neue on top
and you’re already halfway there!

What other opportunities might we be missing out on? The internet and its
surrounding technologies are the driving cultural forces of our generation. Taken
individually all of these designs are quite beautiful. But who wants to live in a world
with only one type of beauty?

The status quo of visual design in software is pleasantly inoffensive, but also
somewhat uninspiring. It is of course natural for styles to settle into a comfortable
conclusion for a time. These things come in cycles and mobile Ul design is clearly
providing a lot of cues here. Who knows, we may even be nearing the crest of the
trend: Peak Flat, if you will.

If current styles were precipitated by the introduction of touchscreen devices, it may
be the case that newer technologies will trigger a whole new wave of visual styles.
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Technological drivers of design aesthetics

If these trends were indeed triggered by new materials, it may be instructive to
look to the past, to other schools of design, and to study how designers react to
technological change.

During the early 1900s the Swiss-French architect Le Corbusier seized upon the
relatively new construction method of reinforced concrete—steel bars encased in
slabs of concrete—to enable him to design buildings that were previously
structurally impossible. Chasing an absolute purity and minimalism in his work,
Le Corbusier reduced the structure of his buildings to the absolute minimum,

creating drastic and stunning new styles of modernist architecture. Anything
deemed not essential was considered superfluous, almost offensive.

Although the influence of this style was significant, we don’t see buildings like this
everywhere today. Why not? One reason may be that these designs, often benign
and sometimes wonderful when viewed in isolation, add up to a lifeless whole
when repeated endlessly. Le Corbusier’s unrealised plan for a “Radiant City” in
Paris of repeating sixty-story housing units would surely have been a social and
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aesthetic disaster, almost oppressive in its modernity, not to mention devoid of
the soul that makes so many cities great.

The alternative is a more bottoms-up, organic, and mixed approach to design. Jane
Jacobs, activist and critic of urban planning wrote in her wonderful book The Death
and Life of Great American Cities, “There is a quality even meaner than outright
ugliness or disorder, and this meaner quality is the dishonest mask of pretended
order, achieved by ignoring or suppressing the real order that is struggling to exist
and to be served.”

Repeated endlessly, even beautifully simple design can become boring at best,
ugly at worst. If all software begins to look the same we lose out on the opportunity
to see something as wonderfully different.

Just as we live in cities, we inhabit our digital spaces. How these spaces make
us feel is important, and so functional considerations need to be balanced by less
tangible qualities if these spaces are to become truly special. Variety and richness
of aesthetics allows products to stand out in relation to one another, and in doing
so reach a true expression of beautiful design.
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So, what’s next?

It's worth asking some questions, and in the process trying to imagine what an
even more mature era of software visual design might look like.

* On the desktop, panels with draggable handles seem like a natural complement
to 2D pointing devices. Today’s trends were in many ways influenced by the
smooth, inert, slate-like nature of the devices that we mostly view these designs
on. In that sense, flat design could be considered “native” to touchscreens, more
so than the overly-literal metaphors of early smartphones: perhaps this is an
honest account of what pictures under glass should look like. Our tools shape

us, and thereafter they shape how we design. How will the changing nature of
devices influence what we see on them? For how much longer will flat glowing
rectangles continue to dominate?

- Every trend drags along a backlash in its wake. According to the natural ebb
and flow of fashion, there will come a time when less is not necessarily
considered more. In the 90s desktop publishing software led to grungy
magazines, in the 2000s the computer as appliance led to a world of oversized
pixels, today we have our touchscreens and flat design. There will be a next
thing. There always is.

.  What might a more aesthetically diverse software world look like? A world where
your credit card provider and your sock subscription service don’t look like the
exact same company? As one style becomes increasingly prevalent, others will
emerge in an attempt to set themselves apart. Perhaps the next big trend will
simply be a multiplicity of trends.

. More and more the data we interact with is becoming crystallized down into
nuggets of micro-content, most commonly in the form of cards. Will much of the
app functionality become subsumed down the stack to the OS level? If so, will
this lead to even more homogeneous Uls? In turn, might there be a counter-
reaction against that trend?

+ Technology is spreading throughout the world like wildfire. What does a world
with another couple of billion people online look like, bringing with them styles,
tastes, and cultural influences that may be utterly alien to the Designed-in-
California aesthetic that dominates today?
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So which of these predictions will come to pass? Well, you've made it this far, I'm
not going to start lying to you now.

| don’t actually know.

Maybe there won’t be a seismic shift at all. The literal representation of real-life
objects in Uls hung around for a long time after the birth of the desktop metaphor.
Who'’s to say this new approach of manipulating minimally-adorned digital objects
won’t stay with us for just as long?

But somehow | doubt it.

Think you have an answer?

We'd love to hear your thoughts in the comments. What examples of truly unique
design have you seen recently? We’d love to see early suggestions of what might
come next.

Or even better, let’s figure it out together. We're hiring a Senior Visual Designer to
create a beautiful aesthetic style and develop it into a coherent, sophisticated, multi-
platform design system. Whitespace optional.

Written by Emmet Connolly, director of product design at Intercom. This post first
appeared on the Inside Intercom blog, where we regularly share our thoughts on
product strategy, design, customer experience, and startups. Intercom’s user
communication tool helps internet businesses see and talk to their customers.

Want to read more articles like this?

Here’s some more of our thoughts on design:
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The End Of Apps As We Know Them - Inside
Intercom

The experience of our primary mobile screen being a bank of app icons
that lead to independent destinations is dying...

blog.intercom.io

How we design at Intercom - Inside Intercom

"...great designers are dogged in understanding the problem they are
dealing with. Their curiosity and tenacity for...

blog.intercom.io

On magical software... - Inside Intercom

Software is most impressive when it gives you things for free. When just a
simple few taps or clicks delivers instant...

blog.intercom.io
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Messaging Is just getting started

Messaging isn’t about text. It's about conversations. Here’s why

the simplest apps on your phone are quickly becoming the most
powerful.

There’s arguably more innovation happening in messaging today than any other
mainstream category of software.

Yes, typing on your phone is a lousy proposition: a tiny keyboard trapped behind a
pane of glass and hidden underneath your thumbs. But we still do it. We message
all day long, in bursts and binges. We message family, friends, colleagues.
Increasingly, we message more than anything else we do on our phones.
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THE REASONS WHY MOBILE MESSAGING
WORKS

Despite its shortcomings as an input mechanism, typing on a touchscreen has
succeeded for many of the same reasons that mobile itself has succeeded.

1. IT'S ASYNCHRONOUS

Both parties don’t need to be available at the same time, unlike with phone or
video chat. Yet conversations tend to move along at a decent clip, unlike they do
over email. Messaging provides some buffer time that | suspect can actually
improve the quality of a conversation; people have time to formulate a good
response (or a good joke) without immediate pressure or fear of 'esprit d’escalier.

2. IT'S EASY TO CONSUME

Most messages can be quickly read from a lock screen notification (or from a
watch!) and immediately understood. They’re short. You don’t have to set time
aside to plough through them. They don’t feel like a burden. This may seem
obvious, but anyone who has put off listening to voicemail or marked an email as
unread understands the value of this.
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3. IT'S INFORMAL

Hi Peter,

Hope you are keeping well. Was great to bump
into you at the conference last month and I'm
glad to hear things are going so well at Dark

Snapper. Know anyone looking for

a Sr. Product Manager role?

I'm wondering if you could do me a guick

favour. We're looking to hire a Senior Product
Manager, and I'm wondering if you know Let me check. Karl?
anyone in your network who'd fit the bill. I've
asked Karl but he's already taken a new role.

Already asked him :)

Any help you can give would be much appreci-
afed and all suggestions would be treated with
the strictest confidence! K. Let me think.

Sincerely,
Mike,

VP of Product, Recruitment App Inc

There’'s no need for boilerplate salutations, lengthy intros, or signatures.
Messaging is snappy. Tap it out, done. The awkwardness and inherent limitations
of typing on a phone may have even contributed to this advantage: nobody’s going
to think you’re rude for not tapping out the novel-length version. This became clear
to me the first time | used Intercom to chat with a business: the breezy dynamic of
the medium changes the tone to be far less formal.

4. IT°"S ALWAYS WITH YOU

This is also why we’re willing to take 100% of our photos with a camera the size of
a lentil, and play games or read books on a screen the size of a playing card.
Convenience always trumps power when it comes to communicating.

5. IT'S EXPRESSIVE

An emoji can actually say a lot. A read message that goes unreplied can say more.
Communication is a fundamentally human act, and anything that allows us to
connect with each other is going to connect with us. Messaging can emulate the
intimacy of a private conversation or the fun of group banter.
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So if sending messages is already so great, why does it need to change?

THE WAYS WE COMMUNICATE NEVER STOP
EVOLVING

Let’s look back down the communication stack. Writing is the main technology we
use to pass information back and forth so that it persists for a long time. You could
even say that language itself is a technology that allows us to transfer ideas from
one person to another.

Language, drawing, writing, printing, television and nearly every other
communication technology; they all emerged or were collectively invented to solve
the problem of the previous method of communication not being fast enough, or
robust enough, or of sufficient fidelity.

Morten Just | W Follow
@mortenjust e St

Your Ul is your product's humble compensation for not being
telepathic
10:20 AM - 29 Apr 2015

+« 211 239

As enjoyable as it may be to lean back and make steeple-fingered proclamations
about the history of linguistics, what does all of this have to do with Snapchat?
Language and other communication technologies tend to change over time to
become more and more nuanced. Messaging is no different. Human
conversations are about much more than just static text, so it's natural that
messaging apps would evolve to add more color.

We have always gravitated towards technologies that allow us a higher dynamic
range of expressiveness. The telegraph was better than semaphore. Talkies were
better than silent movies. Television was better than radio. Email was better than
snail mail. And messaging apps are quickly replacing SMS.
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Information wants to be immediate, global, and expressive. Like a stream of water
finds a crack in the rock and expands it, information will always find a way to
develop a more efficient channel.

TEXT MESSAGING HAS BEEN EVOLVING TOO

Just a couple of years ago we were sending clipped, plain text SMS messages back
and forth. But today it's common for a chat to consist of text, emojis, stickers,
photos, videos, and audio recordings. Our digital conversations have almost
imperceptibly morphed into a rich, evocative form of communication.

What's even more interesting is that just like language changing over time, these
ideas seem to be emergent. Hashtags, reaction gifs, and \ (. ) / don’t have
owners. They appear and spread like cultural memes, and only then do some,
eventually, become encoded in products as trending topics, Snapchats, and
emoji.

It’s not difficult to imagine a messaging Ul co-opting much of
what we use notifications and search for today.

And there’s no reason to expect the changes to stop. As was the case with emaoji,
the next step in the evolution of messaging seems to be coming from the East in
the form of apps like WeChat and Line. These apps embed functionality into
conversations, allowing users to call a cab or order flowers right inside their
messaging Uls. Tasks like this would have traditionally fallen to apps, most of
which were shoved into some dusty folder in the corner of your phone for that one
time a year you actually needed to launch it.
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But what if you could achieve the same thing in a conversation?

HOW THIS MIGHT WORK: CARDS INSIDE
MESSAGES

Let's look at some examples. Instead of having a taxi-hailing app on your phone,
imagine being able to message a taxi company. Just as keyboard features like
QuickType on iOS suggest words you might like to make, the messaging app could
suggest entire messages:

< Uber < Uber < Uber < Uber

@ ""‘?\1 John Doe
Where to? Where to? I need a lift home
v Fell St

| nead a lift home Your driver is on his way
Your driver is on his way e @ John Doe
w

Qs - —
G F
A

oak 3! | will be right out

Dak S

Your driver is outside.

| need a lift home

A e—
| need a It to work chllistEt Your driver is outside.
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Type reply Type raply

With the same app you could book tickets to a movie just by messaging a different

contact:
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€ Fandango < Fandango € Fandango < Fandango [ Fandango < Fandango

Th Arverger Tichats are €12 sach,
- (e want 1 book?
Westtve 150

Tickets are €12 each, m

wear o book?

Hop you snjoyed the
fhiawen

Yout tickots are boaked
oy Emmat, rinki nq of Tickets are €12 each Here's your carfirmation
u: g & move again want 1o book? number: CONX?4

i

ELEE

N—— T =t

It's not difficult to imagine a messaging Ul co-opting much of what we use
notifications and search for today, and working on a variety of devices:

pre— In 15 mins

Meeting with Dan at

Java Coffee
P

Meeting with Dan
™ Main St.

Today we achieve these interactions with apps that need to be
discovered, downloaded, updated, launched, and used at just the right time.
It's entirely possible that this clutter of apps will be replaced by shifting
all of these interactions into a messaging environment that’s already being used
every day.

If this sounds familiar, it's because a version of it has been predicted for a while:
it's the notion of functionality lifting itself out of app silos and being made available
as services. Up until now the smart money was on these pieces of micro-content
and micro-functionality surfacing as cards, perhaps on the web or in the

notification layer of your phone.
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But more and more, notifications are suffering from an overwhelming noise problem
that still hasn’t been solved, and with wearables becoming a thing, it may get worse
before it gets better.

In fact the real shift happening in user habits today isn't away from the web, or
towards a specific replacement device. The change has been to move from one
screen to a constellation of screens, regardless of whether it's a desktop, laptop,
tablet, phone, watch, or whatever pops up next. That's why an app-based channel
for cards may make even more sense than an OS-specific one like notifications. No
longer tied to a specific platform or device, your conversations and the features they
enable can move around with you.

The building blocks for so much of this are already in place. Siri and Google Now
have been softening people up to the idea of getting structured answers from a non-
human. On-demand Services like Uber, Taskrabbit, and Instacart are providing more
and more discreet chunks of value that are independent of their app housing.
Startups like x.ai are exploring the use of Al-driven messaging to solve bounded
problems reliably in automated text replies. Messaging platforms like Intercom exist

to allow businesses to talk to their customers. The quick interactions and nuggets of
information that work best on wearables fit right into this new model.

Cards may not be the future of the web, but the future of messages.

e & @

MESSAGING IS A FAST-MOVING LAYER

A lingering question: shouldn’t all of this be happening in the notification panel of
our phones instead of within random messaging apps? It certainly seems plausible
that this might happen at the OS level. In fact, it would be great, and given enough
time | think it would indeed happen.

But suspect rich cards will become a de facto standard in a range of messaging
platforms long before Apple and Google get around to baking something like this
into iIOS or Android notifications. Messaging apps are simply able to move and
innovate much faster than the OS layer.
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To explain what | mean, let’'s look back again at the sudden and dramatic shift in
user activity from SMS to app-based messaging. A few years ago, SMS was
beginning to evolve slowly towards capabilities like photos and video (in the form of
MMS). But SMS is standardised and tied to complex carrier infrastructure. Perhaps
it's even held back by parties with a vested interest in keeping their lucrative profits
undisturbed. This inertia paved the way for over-the-top (OTT) messaging apps to
emerge and then innovate like crazy, trying out a whole set of new features that
quickly attracted users in their hundreds of millions. OTT apps were faster, better,
cheaper. The fact that these apps are built on top of the cellular infrastructure
provided is a classic judo move, a more agile layer being able to outmaneuver the
slower competition.

In his book How Buildings Learn, Steward Brand proposes a model for architecture
that thinks about the different “layers” of a building changing at different speeds

over time. For example, the site on which a house is constructed generally doesn't
change at all, and the structure of the house can remain the same for decades.

Inside the house, though, there are more fluid layers that can be easily and quickly
changed at will: the stuff is in a constant state of flux, changing every day, or the
space plan can be rearranged easily. Brand says that good architecture accounts
for the fact that the usage of a building will change over time, and it should be
designed to accommodate that change.
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Drewrumbed Hyan

SHEARING LAYERS OF CHANGE. Because of the
different rates of change of its components, a
building is always tearing itself apart.

Here’'s a diagram of the same thinking applied to today’s mobile

infrastructure:

126



Content
Features
Apps

Operating System

Devices

Carriers are ultimately in the infrastructure business, building a global
physical network. They are the site upon which our connected devices are built,
and are slow to change.

Devices are subject to lengthy design and manufacturing lead time. They might
change every couple of years, and in a fragmented way. Innovations that
rely on hardware updates can be take years to arrive.

Operating systems tend to be updated on a yearly cadence. Not bad, but still
not fast enough to match the breakneck speed at which new services and
trends appear. iOS still lacks a decent notification system.

Apps can sometimes be built and launched in a matter of weeks, which means
that new solutions can quickly emerge and compete in an ever-
changing marketplace of ideas. Meerkat and Periscope launch and a
whole new category is suddenly established.

Features can arrive even more more quickly, subject only to app store review
times. Every few days an exciting new update can move the state of the
art forward.
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« Content is fluid and ever-changing through constant daily use. Innovation
comes most quickly here, with people bending existing apps to achieve new
goals (e.g. selling goods on Instagram) which in turn suggests a whole new
host of features and apps that may be possible.

The interplay between new apps, their evolving features, and the content
they contain: these are the overlapping layers that move freely enough to allow for
rapid innovation.

SMS wasn’t able to evolve quickly enough to suit the complex and changing needs
of users, because it was too far down the stack, tied to a slow-moving layer. Native
notifications are likewise part of the OS, also a relatively slow-moving layer.

On the other hand, messages in apps are part of the software features layer, a fluid
substrate that can move and adapt much more quickly. Just as messaging apps
were able to adopt the carrier's own cellular infrastructure to deliver a better
solution than native messaging, they may be able to co-opt the operating system’s
notification system to deliver better real time functionality.

Notifications clearly need to get smarter and richer. But as it went with SMS, so it
may with notifications: an OTT solution moving much more quickly and eating its
lunch.

Messaging is about to get a lot more expressive. The conversation is moving
forward fast. Exciting times ahead for both users and designers.

Written by Emmet Connolly, Director of Design at Intercom. This post first
appeared on the Inside Intercom blog, where we regularly share our thoughts on
product strategy, design, customer experience, and startups.
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Intercom is a platform that makes it easy for web and mobile businesses
to communicate with their customers, personally and at scale.

Want to read more articles like this?

It's Time For Notifications To Get Smart - Inside
Intercom

My phone buzzed. | was somewhere in Iceland. More than ten miles from
my car and any other human being. Holding a phone...

blog.intercom.io

Design is a conversation - Inside Intercom

It's often said design is a dialogue between designer and user. We talk to
users about what they want and need. We...

blog.intercom.io

Has Visual Design Fallen Flat? - Inside Intercom

Countless pixels were spilled during The Great Ul Flattening of 2013-2014.
It was a time of great change in the world...
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What I've Learned Designing
Small Things at Facebook

If youre a Product Designer like me, you've probably been asked to
design something “small” when you've got bigger things you want to attack.
This thing might be an A/B test, or it might just be a small design request: polishing
or adding something to an existing experience.

I'll admit, I've rolled my eyes at these requests, and I've felt at times like I'm justified
in that. These requests are sometimes shortsighted fixes for bigger problems.
Sometimes they're tests against things | know won'’t result positively. Sometimes
the direction is ignoring more systems-level experiences. Sometimes the result
backs us into a corner by its success at a granular level without synthesizing into
higher level application.
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So basically, when the next person asks me if we can test the green button
over grey, or to throw a lock on it, I'm pretty much going to pull my hair out. Admit it,
you feel the same way sometimes.

Is it okay to push back on these things? We're Product Designers. We
have good instincts. Our design directions should always be right. Right?

Not always.

Experimenting through small things gives us an opportunity to validate
everything we think we know. At Facebook, we use both quantitative and
qualitative data to point us in a general direction, but we never really know how an
experiment is going to go until we put something out into the wild. Our hunches
aren’t enough.

Use small things as experiments, ways to learn more about that big thing you
want to attack.

I know. Sometimes it's frustrating to take the small steps when the big steps
are obvious. It's time consuming, and it doesn’t always allow us to exhibit our
expertise as master designers. The silver lining, however, is that designing for
the small things paves the way for the big things—the crazy ideas, the big bets—
because all the angles have been explored, challenged, and vetted.

In order to do big things, you must do the small things first.

Learning to do the little things has been an exercise in growth for me. I've learned
to move quickly, and I've learned to design for real people instead of myself. I've
learned that by supporting my cross-functional teammates, we communicate and
collaborate better. I've learned that in order to tell a compelling product story,
supporting details are a must. I've learned that experimentation is foundational to
creating thoughtful and meaningful experiences.

Here are a few key things that I've learned about designing for the small things.
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1. There are no bad ideas.

You need a range of ideas to know on what and how to experiment. And everyone
has ideas. Get them all. Designers, product managers, developers, engineers,
content strategists, data scientists, researchers, marketers, even interns all have
different and valuable perspective.

How do you get those ideas? Try categorizing generation methods into two different
categories: passive and active. Passive collection could include things like lists or
online groups or forums. Active generation could include things like working
sessions or brainstorms. Get into habits of both.

| work on the Privacy team at Facebook, and we work on a lot of the small things.
Privacy’s hard; it's a big, complicated space. There’s a lot to do. It's not the sort of
area where it's often beneficial to make massive product changes, roll them out with
big fanfare and announce, “Hey world! We changed your privacy entirely!” Many of
you know how that works. Many of you know how that feels . In order to make
thoughtful, meaningful, and useful changes to an experience, we first need to
expose the entire landscape of what’s possible, determine the potential impact, and
then give it a go and learn before we scale to the world.

| recently facilitated a brainstorm with the team to better understand what we
might do to improve privacy. We started with a statement guide: “If we
, people would feel about privacy on Facebook.” The

only very simple rule to this exercise was this: There are no bad ideas.

| kicked it off. My first suggestion? “If we showed people a photo of us, the Privacy
team, people would feel like they had real people looking out for them and would
feel better about privacy on Facebook.”

Okay, that’s kind of a silly idea. I'm pretty sure no one wants to see our mugs on
a privacy communication. We’re an odd-looking bunch. But | suggested this for
two reasons.

First, it allowed to me to get the ugly out of the way, and it exposed an
underlying need that people have: to feel like someone real is looking out
for them. Second, it paved the way for someone else to riff off of the theme.
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Perhaps if we think that people want an advocate for their privacy, there’s another
way to do that. Or maybe a teammate hears “photo” and has a spark about an idea
for photo privacy. Or maybe there’s an awkward silence, and it goes nowhere, but it
gives someone else the courage to speak up because their idea can’t possibly be
worse than mine.

Which is totally fine. Because there are no bad ideas.

2. Use your assumptions, but know when to let
them go.

I's really easy—especially as a Product Designer—to go with your gut, either from
expertise or our own personal experience. It's our job to know what works and what
doesn’t in terms of interaction patterns and usability and delight. We exude
confidence in that; it's our area of proficiency. But let me remind you, we’re not
always right.

When it comes to design experiments, you can never be too confident in what might
move a metric or have impact. You might have an idea, and you might have a
hunch, and you might have a very strong opinion, but you never really know for
sure what the result might be until you test it.

And let’s be real, you might not really know the difference between your
idea, your hunch, or your strongopinion. So let these—your assumptions
(because that’s what they are) — beyour guide, not your commander

Add words back into your vocabulary like “possible” and “probable.” Replace “I'm
pretty sure that...” with “My personal thought is that...” Make a distinction between
the known and the unknown. Have a firm understanding of the difference between

presumption and knowledge (and make sure your ego knows that too).
Which leads me to this: Use your knowledge. Use your findings from research

inside and outside of your organization, from other experiments. Allow this
knowledge to craft your assumptions.
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Seat those side by side with things you absolutely-one-hundred-percent-
without-a-doubt know will never work, and test them. | guarantee you there
will be a time when you are surprised, where your assumption was wrong, and
that thing that was never going to work, worked. And if you’re smart, you'll tuck that
away in your knowledge bank for later.

| recently was pretty darned positive that an educational product we were promoting
wouldn’t be successful. | came to that conclusion because we know that if you give
people too much to read, they won’t read it. We know this from user research. We
hear all the time that there’s “too much text” and that passages are “too long.” So
when it came time to test this thing, | scoffed.

Guess what? | was wrong. This experiment tested positively. We discovered people
do read under the right conditions. My assumption moving forward is that people
will read educational content if it's well produced and it's about something they care
about.

But who knows. | could be wrong.

3. Don’t count on a silver bullet.

You usually don'’t get a silver bullet. You most certainly don’t get a box of them. If
you work with a silver bullet mentality and put all your resources and energy into the
one thing your team is super enthusiastic about and it doesn’t work out, it's
incredibly disappointing. No one wants to see teammates discouraged, to see ideas
fail or abandoned and work scrapped. The easiest way to bounce back from this is
to be producing at a quick pace and a steady cadence.

A successful team moves fast, and they do often leave a trail of failed experiments
in their wake. But here’s the deal: quick experiments, even failed ones, are the best
way to learn what works and what doesn’t. So when the first two things don’t work,
try two more. And when that doesn’t work, try two more. And if those fail too,
perhaps it’'s time to approach something from another angle, but give it another two,
and then two more.

Get comfortable with the fact that it might take ten tries to get a positive
result from your experiment. It might take twenty omore.
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Over the course of days and months and years, you'll find that you’re no longer
solely working on assumptions, but that both your knowledge base and the strength
of your hypotheses are growing.

And oh, don’t forget to document this stuff for the next person to fill your shoes. |
beg this of you. It’s just as important to keep a history of what didn’t work along with
what did. Someone down the road is going to have the same idea, the same
hypothesis, and you can either allow them to run the same test with the same
conclusion, or you can help them frame and shape that idea into a more refined
iteration. There are patterns and insights to be discovered in collective learning that
shouldn’t be left by the wayside.

4. Design at the end.

| think the hardest thing working as a designer in a experimental environment is
letting go of the expectation of perfectly crafted and polished experiences. At
Facebook, we consider quality experiences to be composed of three conjoined
parts: they have clear value for people, are easy to use, and are at the highest level
of craft. If you happen to be designing something small, ask yourself this: how
would you prioritize these three parts?

I’'m not suggesting you put shitty design out to the world. What | am suggesting is to
focus on the value and usability up front. We already know there’s a likelihood of
failure for experiments. Is it worth spending hours on polish? Experiments aren'’t
precious; they’re scrappy. Until one succeeds, and then you polish that thing until it
shines.

There are two things that are helpful here, once you’ve lightened up on your
perfectionism.

First, identify what kind of design work the task at hand needs. On my teams, we’ve
set up a tagging system for the cross-functional team to identify the scope of design
both for my own planning but also for expectation of design resource. They're
labeled “design-work” and “design-consult.”
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“Design-work™ is more traditional design, which might entail some research and
strategy, sketching, direction generation and refinement, etc. There’s usually strong
knowledge and validated hypotheses behind these. “Design-consult” is slightly
different and is incredibly useful when the small things come up; they’re often used
to validate assumptions or learn more about data patterns. These tasks won't get
full design support in the traditional sense. It's probably too high cost for design
time or simply a low priority. For these, | can address them in a number of ways: a
five-minute mock, an in-person consultation, or reviewing design after
development. By leveraging these consultation tools, it allows all of us to move fast,
generate, iterate, and most importantly learn .

Second, this isn’t a get out of jail card; you are obligated to deliver high quality
experiences, and yes, it happens very often that quick experimentation results in a
fragmented user experience with less than desirable craft. You, dear designer, are
responsible for this.

Designing quickly is an exercise in prioritizing. In order to arrive at the best
experience, you must not only discover what works through testing; you must
also synthesize the wins and epackage them into qualityexperiences.

How might you do this? You enter into a contract with your product and engineering
team. You need to get their agreement that while you are supporting them to try
these sometimes unpolished things, that they will support you in making them shine
once they’ve proven their worth. You need to get room for post-design in the scope,
and when it comes time for that, you need to work as fast to get it to a high quality
level as they did to get it out the door as an experiment.

Here's the deal: Small design is foundational to big design. Precise understanding
gets you closer to meaningful impact. You will be a better designer and a better
team mate if you master this sort of experiemental design and collaboration.We
design for people. And it's not just about getting more people in your experience
or using your tool.lt's about providing the best experience possible once they're
there, which means you must test, iterate and improve.
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This is how you fulfill your product’s mission: be it offering the best service,
facilitating meaningful discovery, or making the world more open and connected.

Designing incrementally, testing, applying learnings and repeating is a
strategy that sets the bedrock for bigger bets, higher stakes endeavors, as well
as new products and complete overhauls. Without designing for the small
things, we aren’t able to understand, and without understanding, it's incredibly
challenging to have purposeful impact.

Ultimately, the small things are the big things. So take care to learn from
them.

Thanks to Tanner Christensen, Victoria Badenas, Eric Eriksson, Jonathon Colman, Matej Hrescak, and
Julius Tarng.
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The Obvious, the Easy, and
the Possible

Much of the tension in product development and interface design comes from trying
to balance the obvious, the easy, and the possible. Figuring out which things go in
which bucket is critical to fully understanding how to make something useful.

Shouldn’t everything be obvious? Unless you're making a product that just does
one thing—Ilike a paperclip, for example—everything won’t be obvious. You have to
make tough calls about what needs to be obvious, what should be easy, and what
should be possible. The more things something (a product, a feature, a screen, etc)
does, the more calls you have to make.

This isn’'t the same as prioritizing things. High, medium, low priority doesn'’t tell you
enough about the problem. “What needs to be obvious?” is a better question to ask
than “What'’s high priority?” Further, priority doesn’t tell you anything about cost. And
the first thing to internalize is that everything has a cost.

Making something obvious has a cost. You can’t make everything obvious because
you have limited resources. I'm not talking money—although that may be part of it
too. I'm primarily talking screen real estate, attention span, comprehension, etc.

Making something obvious is expensive because it often means you have to
make a whole bunch of other things less obvious. Obvious dominates and only
one thing can truly dominate at a time. It may be worth it to make that one thing
completely obvious, but it’s still expensive.

Obvious is all about always. The thing(s) people do all the time, the always stuff,

should be obvious. The core, the epicenter, the essence of the product should be
obvious. Beyond obvious, you'll find easy.

138


https://medium.com/@jasonfried
https://medium.com/@jasonfried

The things that should be easy are the things that people do frequently, but not
always. It all depends on your product, and your customer, but when you build a
product you should know the difference between the things people do all the time
and the things they do often. This can be hard, and will often lead to the most
internal debates, but it's important to think deeply about the difference between
always and often so you get this right.

And finally are the things that are possible. These are things people do sometimes.
Rarely, even. So they don’t need to be front and center, but they need to be
possible.

Possible is usually the trickiest category because the realistic list of things that
should be possible will often be significantly longer than the list of things that should
be obvious or easy. That means that some things on the possible list might be better
off off the list completely. Instead of making them possible, maybe not making them
at all is the right call.

Coming to know the difference between obvious, easy, and possible takes a lot of
practice, deep thinking, critical analysis, and, often, debate. It's a constant learning
process. It helps you figure out what really matters.

But once you’re able to see the buckets clearly, and you begin to think about things
in terms of obvious, easy, and possible instead of high, medium, and low priority,
you’re on your way to building better products.

Check out how we've balanced the obvious, the easy, and the possible in the all-
new Basecamp 3! There’s a whole lot of each in there!
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Exploring the new Android
Design Support Library

This new library introduces several new components
previously not available out-of-the-box. Here we take a
brief look at what they are, what they do and how we
can implement them.
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I’'m a massive fan of material design. Everything about it provides a strong feeling
of consistency between applications and as a whole makes them both easier
and more aesthetically pleasing to use. Google I/O 2015 saw the introduction of
some great new assets to the world of Android—including the new Design
Support Library. With the introduction of this, there’s now no excuse not to follow the
Material Design Guidelines provided by Google.

Let's take a look at these new out-of-the-box components that we
now have available to us.

Snackbar

Y - i = all ®16:10

Snackbar Example

Snackbars automatically animate in and out of view
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Mostly inheriting the same methods and attributes as the Toast component, the
Snackbar is a new component that allows us to show a quick message to the user
at the bottom of the screen. Once animated in, the user can either interact with
the Action (if one has been set) or dismiss the Snackbar by swiping it off the
screen. If neither of these occurs, then it'll automatically animate off of the screen

after the given timeout.

Hi, I'm a Snackbar!

Actions can be added to snackbars for user interaction

For developers, it's also dead easy to implement with a few lines of code (you don’t
want to break the line limit now do you...):

Snackbar.make(mDrawerLayout, "Your message", Snackbar.LENGTH_SHORT)
.setAction(getString(R.string.text_undo),
this) .show();

Note: Whilst you can only display a single Snackbar at any given time, it is
possible to ‘queue’ multiple Snackbars to be shown in the order that the show()
method is called on each instance.

Floating Action Button

A Floating Action Button (FAB) is a standard component for prompting interaction
with a specific action, e.g. adding a new item to a list. It can now be implemented
easily throughout our applications, without the use of third-party libraries that were

previously an option.
The button can be used as one of two sizes, these are:
Normal (56dp)—This size should be used in most situations.

Mini (40dp)—Should only be used when there is a need for visual continuity with
other components displayed on the screen.
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Normal (left) and Mini (right) FAB buttons

By default, the FAB will use the application theme accent colour for its background.
However, we can easily change the background colour of an individual button,
along with many other attributes that we may wish to alter:

fabSize - Used to set the size of the button (‘normal’ or ‘mini’)

backgroundTint - Used to set the background colour of this instance

borderWidth -Used to give the button a border

rippleColor - Used to set the colour of the ripple effect when pressed

src - Used to set the icon displayed within the FAB

Again, this is super easy to add to our layout file:

<android.support.design.widget.FloatingActionButton
android:id="@+id/fab_normal’
android:layout_width="wrap_content”
android:layout_height="wrap_content”
android:src="@drawable/ic_plus”
app:fabSize="normal” />
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EditText Floating Labels

The new TextinputLayout allows us to wrap EditText views in order to display
floating labels above the EditText field. When an EditText has focus, the assigned
hint will ‘float’ above the view to the top-left hand side. This is useful as it still
provides context to the user whilst data is being input.

D - B
Password

To implement this we just wrap our EditText in the Textinput Layout:

<android.support.design.widget. TextinputLayout
android:layout_width="match_parent"
android:layout_height="wrap_content">

<EditText
android:id="@+id/edit_text_email"
android:layout_width="match_parent"
android:layout_height="wrap_content"
android:inputType="textEmailAddress"
android:hint="@string/hint_email" />

</android.support.design.widget.TextInputLayout>

Error Messages are also supported, which can be shown by simply adding the
following to our class:

setErrorEnabled(true);
setError(getString(R.string.text_error_message));
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Note: Setting the error message after setting the ‘errorEnabled’ flag will ensure the
size of the layout doesn’t alter when the error message is shown.

Navigation View

The Navigation Drawer is a commonly used component in modern
applications, implementing it over and over was never a quick process -until
now! The new NavigationView component can simply be placed within our
DrawerLayout (see code example below) and display our navigation items from
the referenced menu resource.
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The navigation drawer makes it easier for users to navigate the different sections of your application
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<android.support.v4.widget.DrawerLayout
xmins:android="http://schemas.android.com/apk/res/android"
xmins:app="http://schemas.android.com/apk/res-auto" android:id="@
+id/drawer_layout"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:fitsSystemWindows="true">

<FramelLayout
android:id="@+id/main_content_frame"
android:layout_width="match_parent"
android:layout_height="match_parent" />

<android.support.design.widget.NavigationView
android:id="@+id/navigation_view"
android:layout_width="wrap_content"
android:layout_height="match_parent"
android:layout_gravity="start"
app:headerLayout="@layout/navigation_header"
app:menu="@menu/drawer" />

</android.support.v4.widget.DrawerLayout>

This view supports two key attributes:
Header Layout

The optional headerLayout attribute is used to declare a layout to be used for the
header section of the Drawer. This is the space shown above our navigational
items, a common use is a profile section header.

Menu

The menu attribute is used to declare the menu resource to be used for the
navigation items in the drawer. It is also possible to call inflateMenu() to inflate a
menu programmatically.
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Navigation menus can be used with or without sub-headings

As shown above, there are two approaches for our NavigationView menus. The
first approach is achieved by using a standard set of grouped checkable items:

<menu xmins:android="http://schemas.android.com/apk/res/android"
xmins:tools="http://schemas.android.com/tools"
tools:context=".MainActivity">
<group android:checkableBehavior="single">
<item
android:id="@-+id/navigation_item_1"
android:checked="true"
android:icon="@drawable/ic_android"
android:title="@string/navigation_item_1" />
<item
android:id="@+id/navigation_item_2"
android:icon="@drawable/ic_android"
android:title="@string/navigation_item_2" />
</group> </
menu>

Here the items are simply shown in a vertical list, no subheadings are
displayed and the items all belong in the same group.

The second is similar, but this time we can use a sub-header for our sets of

navigation items. As seen below, | have applied a sub-header to the set of items in
my menu resource:
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<menu xmins:android="http://schemas.android.com/apk/res/android"
xmins:tools="http://schemas.android.com/tools"
tools:context=".MainActivity">
<group android:checkableBehavior="single">
<item
android:id="@-+id/navigation_subheader"
android:title="@string/nav_header">
<menu>
<!I-- Menu items go here -->
</menu>
</item>
</group> </
menu>

This allows us to separate our menu items by the use of a header. This can be
useful if menu items are grouped into specific sets, allowing some form of
separation on screen.

It is also possible for us to add menu items programmatically, we just have to call
getMenu() to retrieve our menu and then items can be added to that instance.

There are several other important attributes that we can easily change, these are:

- itemBackground—Used to set the background resource of the menu items
- itemlconTint—Used to apply a tint to the icons.

- itemTextColor—Used to set the text color of the menu items

In order to capture click events on our menu items we just need to set an
OnNavigationltemSelectedListener, this will allow us to react to any touch events
that take place on our menu.

Note: For API21+, the NavigationView automatically takes care of scrim protection
for the status bar.

TabLayout

The TabLayout is another new component that'll make our lives easier by providing

149


http://developer.android.com/reference/android/support/design/widget/NavigationView.OnNavigationItemSelectedListener.html
http://developer.android.com/reference/android/support/design/widget/TabLayout.html?utm_campaign=io15&utm_source=dac&utm_medium=blog

a scrollable tab bar component for use in for applications. There are several
ways in which we can use these:

FIRST SECOND THIRD FOURTH

Fixed tabs filling view width

FIRST SECOND THIRD FOURTH

Fixed tabs, centered in view

FIRST SECOND THIRD FOURTH FIFTH §

Tabs can also be made scrollable

To begin with, we need to add the TabLayout to our layout:

<android.support.design.widget. TabLayout
android:id="@-+id/sliding_tabs"
android:layout_width="match_parent"
android:layout_height="wrap_content"
app:tabMode="fixed"
app:tabGravity="fill" />

Once done, there are several important attributes here that we can set to adjust
the appearance of our TabLayout:

tabMode - This sets the mode to use for the TabLayout. This can either be
fixed (all tabs are shown concurrently) or scrollable (show a subset of tabs
that can be scrolled through)

tabGravity - This sets the Gravity of the tabs, which can be either fill (distribute
all available space between individual tabs) or centre (position tabs in the
center of the TabLayout)
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setText() - This method is used to set the text to be displayed on the tab

setlcon() - This method is used to set the icon to be displayed on the tab

We also have access to several different kinds of listeners that we can set when
using the TabLayout view:

OnTabSelectedListener - This can be set to listen for changes on a tabs
selected state

TabLayoutOnPageChangelListener - Contains the call backs to the
corresponding TabLayout, it handles the syncing of tabs selected states. It can
be set programmatically without removing the existing listener as the
TabLayout is stored weakly within the class

ViewPagerOnTabSelectedListener - Contains the callbacks to the
corresponding ViewPager, again this handles the syncing of tabs selected
states.

Once the view has been added to our layout the implementation is simple, you just
need to implement the setupWithViewPager() method to attach the TabLayout to
your viewpager:

ViewPager pager = (ViewPager)
rootView.findViewByld(R.id.viewPager);
pager.setAdapter(new MyPagerAdapter(getActivity().getSupportFragmentManager()));

TabLayout tabLayout = (TabLayout) rootView.findViewByld(R.id.sliding_tabs);

tabLayout.addTab(tabLayout.newTab().setText("Tab One"));
tabLayout.addTab(tabLayout.newTab().setText("Tab Two"));
tabLayout.addTab(tabLayout.newTab().setText("Tab Three"));

tabLayout.setupWithViewPager(pager);

Note: Tabs should be added either as above or from within a ViewPager. Using
setTabsFromPagerAdapter() will cause only tabs that have been added inside of
your PagerAdapter to be used, removing any that have been added using the
addTab() method.
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Coordinator Layout

The CoordinatorLayout builds on-top of the motion effects already provided by

adding the ability to transition views based on the motion of others.

To ensure the features of this component work as intended, please ensure that
your other support library dependencies are using the latest version. | needed to
update RecyclerView to version 22.2.0 in order for it to work properly with some the
design support library features.

This layout adds two new attributes that can be used to control the anchoring of a
view in relation to other views on screen.

layout_anchor—Used to anchor the view on the seam (edge) of another view

layout_anchorGravity—Used to set the gravity to the applied anchor

Floating Action Button

We previously looked at the Snackbar and touched on how this is shown on top of
all other Ul components. However, we are able to link our FloatingActionButton to
our Snackbar so that when the bar is shown it pushes the FAB up, rather than
overlapping it.

Snackbars can push FABs instead of overlapping them
In order to implement this our FloatingActionBar needs to first be a child of our

CoordinatorLayout. Next, you'll need to ensure that you've set the
layout_gravity to declare the desired position of our FAB.
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<android.support.design.widget.CoordinatorLayout
android:id="@+id/main_content">

<!-- Your other views -->

<android.support.design.widget.FloatingActionButton
android:id="@+id/fab_normal”
android:layout_width="wrap_content”
android:layout_height="wrap_content”
android:src="@drawable/ic_plus”
android:layout_gravity="bottom|right"
app:fabSize="normal” />

</android.support.design.widget.CoordinatorLayout>

Finally, when constructing our Snackbar, we just need to pass
our CoordinatorLayout as the view parameter, as below:

Snackbar.make(mCoordinator, "Your message", Snackbar.LENGTH_SHORT)
.show();

App Bar

The CoordinatorLayout lets us adapt our layouts based on different scroll events
that may take place, allowing us to alter the appearance of our views (such as the
Toolbar) when the user scrolls the content on the screen.

In order to achieve this, we first need to set the scroll property within the
layout_scrollFlags attribute. This is used to declare whether views should scroll off

screen or remain pinned at the top, this property must then be followed by one of
the following:

- enterAlways - Used to enable quick return, where the view will become
visible when a downward scroll occurs
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Toolbar Example

FIRST SECOND THIRD FOURTH FIFTH

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay
mammasa mamma oo sa. Its fo rizzle in .
Pellentesque shiznit ghetto yippiyo. Shut the
shizzle up hac gangster platea dictumst.

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay
mammasa mamma oo sa. Its fo rizzle in .
Pellentesque shiznit ghetto yippiyo. Shut the
shizzle up hac gangster platea dictumst.

Collapsing the toolbar, but keeping the tabs in view
« enterAlwaysCollapsed - If the corresponding view has a minHeight, then it'll

only enter at this height and expand fully once the scrolling view has reached
the top
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Toolbar Example

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay
mammasa mamma oo sa. Its forizzlein .
Pellentesque shiznit ghetto yippiyo. Shut the
shizzle up hac gangster platea dictumst.

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay

Collapsing the toolbar completely, including any ‘flexible space’ within the view

. exitUntilCollapsed - Used to declare that the view should scroll off the screen
until it is collapsed before the content begins to exit
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Toolbar Example

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay
mammasa mamma oo sa. Its forizzlein .
Pellentesque shiznit ghetto yippiyo. Shut the
shizzle up hac gangster platea dictumst.

Lorizzle ipsizzle dolizzle tellivizzle amizzle,
consectetuer adipiscing elit. Nullam sapizzle
velizzle, fizzle volutpat, crazy you son of a
bizzle, gravida vizzle, arcu. Pellentesque fo
tortor. Sed erizzle. Pot dizzle dolor dapibizzle
shizznit tempizzle get down get down. Fo
shizzle pellentesque sheezy mammasay

Collapsing the toolbars ‘flexible space’, but keeping the toolbar itself in view

Note : Views that are using the scroll flag must be declared before any views that
do not. This will ensure that these declared views all exit from the top, in turn
leaving all of the fixed views behind.

As shown in the code below, our recycler view uses the
layout_behavior attribute in-order to allow the RecyclerView to work with our
Coordinator layout. This means that the layout is able to react to the RecyclerViews
scroll events. The code also shows that the Toolbar has its layout_scrollFlags
attribute set, meaning that when the RecyclerView is scrolled, its scroll events are
captured and our ToolBar will slide out of view.
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However, we haven’t declared this attribute for our TabLayout, so this will remain
pinned at the top of the screen.

<android.support.design.widget.CoordinatorLayout
xmins:android="http://schemas.android.com/apk/res/android"
xmins:app="http://schemas.android.com/apk/res-auto"
android:layout_width="match_parent"
android:layout_height="match_parent">

<android.support.v7.widget.RecyclerView
android:layout_width="match_parent"
android:layout_height="match_parent"
app:layout_behavior=
"@string/appbar_scrolling_view_behavior" />

<android.support.design.widget.AppBarLayout
android:layout_width="match_parent"
android:layout_height="wrap_content">
<android.support.v7.widget.Toolbar

app:layout_scrollFlags="scroll|enterAlways" />

<android.support.design.widget. TabLayout

/>
</android.support.design.widget.AppBarLayout>

</android.support.design.widget.CoordinatorLayout>

ToolBars

You can now wrap a Toolbar component with the new CollapsingToolbarLayout,
which allows the layout to collapse as the user scrolls the screens content:

<android.support.design.widget.AppBarLayout
android:layout_height="192dp"
android:layout_width="match_parent">
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<android.support.design.widget.CollapsingToolbarLayout
android:layout_width="match_parent"
android:layout_height="match_parent"
app:layout_scrollFlags="scroll|exitUntilCollapsed">

<android.support.v7.widget.Toolbar
android:layout_height="?attr/actionBarSize"
android:layout_width="match_parent"
app:layout_collapseMode="pin" />

</android.support.design.widget.CollapsingToolbarLayout> </

android.support.design.widget.AppBarLayout>

When using this component, the layout_collapseMode attribute needs to be set,
this can be one of two options.

- Pin - Setting the collapseMode to pin will cause the toolbar to remain pinned at
the top of the screen once the CollapsingToolbarLayout has been fully

collapsed.

O =l ®16:27

Collapsing Toolbar

Info

Lorizzle ipsizzle dolizzle sit amizzle,
consectetuer check out this. Nullizzle fo shizzle
velizzle, shiznit volutpat, yo mamma its fo

158



Parallax - Using the parallax mode will allow the content (e.g the image
used within an ImageView) to translate vertically whilst the
CollapsingToolbarLayout is collapsing. Setting the optional
layout_collapseParallaxMultiplier attribute when using parallax gives
control over the translation multiplier on the transition

iOn = .l @16:31

Collapsing Toolbar

Info

Lorizzle ipsizzle dolizzle sit amizzle,
consectetuer check out this. Nullizzle fo shizzle
velizzle, shiznit volutpat, yo mamma its fo
rizzle, yippiyo vizzle, arcu. Pellentesque fo

. 7 L O [P s S

Another great thing about both of these approaches is that calling setText() directly
on the CollapsingToolbarLayout will cause the text size to automatically start
larger, shrinking to a smaller size once the CollapsingToolbarLayout has fully
collapsed.

Custom Views

It doesn’t end there! You can also define a Behaviour for custom views, allowing
callbacks to be received upon onDependentViewChanged() being called. This
also allows for better handling of touch events, gestures and dependencies
between child views.

So what are you waiting for? Add the library to your dependencies and get
tracking!

159


http://developer.android.com/reference/android/support/design/widget/CoordinatorLayout.Behavior.html?utm_campaign=io15&utm_source=dac&utm_medium=blog
http://developer.android.com/reference/android/support/design/widget/CoordinatorLayout.Behavior.html?utm_campaign=io15&utm_source=dac&utm_medium=blog#onDependentViewChanged%28android.support.design.widget.CoordinatorLayout, V, android.view.View%29
http://developer.android.com/reference/android/support/design/widget/CoordinatorLayout.Behavior.html?utm_campaign=io15&utm_source=dac&utm_medium=blog
http://developer.android.com/reference/android/support/design/widget/CoordinatorLayout.Behavior.html?utm_campaign=io15&utm_source=dac&utm_medium=blog#onDependentViewChanged%28android.support.design.widget.CoordinatorLayout, V, android.view.View%29

compile 'com.android.support:design:22.2.0'

Thanks to Matt Oakes, Trevor May, and Kerry O'Brien - Manley.
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Modern Design Tools:
Adaptive Layouts

As software designers, we have more tools available than ever before to help us
design beautiful software and rich interactions. However, | believe we are still in the
infancy of design tools, and would like to offer several ideas for how they can

mature and evolve to better enable us to create digital experiences.

Hopefully, and if helpful, these ideas will inform the tools we build in the
future. These ideas should be taken, built upon, and improved to the end that
we as designers will have better tools with which to create better software.

In this article, I'd like to explore an opportunity to improve one fundamental
aspect of design tools: layouts.

We live in a world that is dynamic, designing and building software that lives on
devices that are always changing and evolving. These devices have multiple
screen sizes, densities, orientations. Our experiences live in this medium, and
adapt to ever-changing constraints. This leads us to an important principle:

Design tools should have the same properties as the
medium for which we are designing.

Today’s design tools are far from this. Photoshop’s primitive is a single, fixed-size
raster document, harkening back to an age where designs mostly lived on the
printed page. Sketch improved this slightly with vector artboards, allowing you to
design for multiple screen sizes and devices in the same page by using multiple
artboards. However each artboard is still a single, fixed size. What’s more, objects in
these tools all have a fixed sizes and locations as well. Text labels, images, buttons;
everything is static.
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Because our tools are static, we tend to think and design statically for a single
screen size without considering how it will adapt to various constraints. Simply
put, our primitives are wrong.

An Adaptive Canvas

Let’s take a look at how a modern design tool might work for designing an iPhone
app. This tool is simply as trawman intended to be communicate an idea and provoke
thought.

We first need to fix our primitives. The vector canvas should be adaptive, meaning
the size isn’t fixed, so we can design in and for all the screen sizes and orientations
our app will eventually live in. Something like this:
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We can now start to design how the layout and each object should adapt to
changing constraints, in addition to how they should look. Both Android and iOS
have rich layout systems; so too should our design tools. Making intentional
decisions about these layout constraints is part of the designer’s job, and allows us
to spend time crafting these seemingly small details that are often overlooked, but
can add up to a better experience for our users. What’s more, it helps us think in
terms of implementation, making collaboration with engineering easier, faster, and
better.

Notice how quickly an adaptive canvas brings up questions that we have yet to
answer: how should this work on different screen sizes? What happens to these

objects? How do they adjust? Does this make us reconsider anything?

Palo Alto

Mo
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Adaptive Layout Objects

Our canvas is adaptive; so too should our layout objects be. By bringing in many of
the concepts found in, say, UIKit's auto-layout, we can now start to think about the
behavior of our objects and how they should adapt. With a few simple concepts,
such as size, alignment, and pinning, we get a layout system that allows objects to
be adaptive relative to each other and the canvas.

In the below example, notice how fast

& i it is to add layout behavior to objects.
The logo should always be centered.

~———2 The search input should grow in
ic;0 SE B T width, but always be pinned 16pts

' from the left and right edge of the
canvas. The weather card should be
-90pts pinned below the bottom edge
of the canvas, always showing a small

B

preview.

Palo Alto ‘

Mo

A visual explanation of the layout constraints added
to objects.
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With just a bit more work, we end up with a fully adaptive layout. Since software
design is almost always a team sport, a modern design tool would let you share
this with anyone easily so they too can see how the layout adapts. This would be
especially useful when collaborating with engineering. The ability to inspect each
object’s layout constraints would greatly reduce the need to spec or redline static
mocks, and make the implementation process far faster and easier than it is today.

165



Palo Alto

Mo

One area where a tool like this would be particularly useful is making decisions
around how our layout should work in landscape mode. Many apps choose not to
support landscape mode, as there is an additional cost in both design and
development. But for those apps that do, an adaptive layout system allows you to
quickly optimize your design for both portrait and landscape orientations, creating
the best experience now matter how a user decides to use your app.

In this example, we can make some interesting but important decisions when
optimizing for landscape:

Do we need the status bar here? Let’s remove it.

We have much more horizontal room now, so let’'s make From and To, and the
ETA and Route inline.

Once we do that, we can now greatly reduce the space the header and footer
take up, allowing us to see more of the map.
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Adaptive Thinking
Since our tools shape our thinking, it’s critical that we have design tools that
allow us to go beyond the static thinking that has encumbered us for so long.

While it’s technically possible to design and optimize for various layouts and
orientations today, it's tedious and difficult, which means that we often don’t do it.

The age of pixel perfect design for a fixed size is over. The number of devices
and sizes our designs will live on will continue to expand, and so too should our

tools.

167



Further Reading

One of the challenges in building a modern design tool that does this well is the non-
trivial nature of expressing rules and layout behavior. Below is a collection of
resources for further reading on the subject.

Cassowary Constraint Solving Toolkit (used in OSX auto layout)

Grid Style Sheets

Flexbox

Constraint Programming

iOS Auto Layout

Bind: A GSS based design tool

Many of these ideas and those to come would not exist if not for many hours
of discussion,debate,and discourse with others, for* only in storybooks do
inventions come like a thunderbolt, or a lightbulb popping out of the head of a
lone individual in a basement or garage.” Thanks deservedly goes to Koen
Bok, Justin Edmund, Soleio Cuervo, Rasmus Andersson, Nathan Borror,
Brandon Walkin, Noah Levin, Tisho Georgiev, Colin Dunn, and Wilson Miner
for their roles in cultivating worthy ideas and pruning poor ones.

Follow along for the next article, which will explore how design
tools should use real data.

No rights reserved by the author.
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Modern Design Tools: Using Real
Data

One should be immediately skeptical of presentations that lack adequate sourcing
or presentations that contain only tendentious or highly
selected, cherry-picked sources. — Edward Tufte

| believe one of the biggest flaws of today’s tools is their failure to allow designers to
easily work with real data. Because of this, designers often fill their mocks with
idealized information that is anything but representative. Beautifully composed
photos. Perfectly sized bits of text. Just the right amount of content to fit. We spend
an inordinate amount of time making our pixel-perfect fabrications. We then make
sub-optimal decisions based on this, considering only our single, perfect state. We
are surprised when our designs are implemented because we forgot to solve a
variety of edge cases and problems. When we don’t work with real data, we
deceive ourselves.

In contrast, when designers work with real data they design in reality. They allow
data to inform and constrain their work. Their decisions are wholly informed;
implementation details carefully considered; edge cases solved. They build
empathy for how their users will actually experience things in a variety of contexts.
They are not surprised when their designs get implemented because they’'ve been
using real data all along.

Let’'s take a look at one way a modern design tool might allow designers to easily
and rapidly work with real data. To begin, we’d need two key things: components

and data sources.
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Components

Some existing tools do have a notion of components, but we need to evolve the
implementation. Components are dynamic and reusable objects, or groups of
objects, that have pre-defined types (image, text), properties (size, color) and
behaviors (layout ordering). We can build on the idea of adaptive layout objects
here. Two of the most common components are lists and grids, both collections of
items. Designing with components saves a tremendous amount of time; instead of
duplicating objects to create a list, we can design a list item just once, and use real
data to populate a full list.

List Grid

Max Items

List component Scroll Direction | Vertical ﬁ

Columns 3
Item Label

Padding 2

Data sources

Now that we have scalable components, we just need to bring in real data. Let’s
take the stance that a modern design tool should make it easy to consume an API or
JSON file and visually inspect it's contents. This makes it possible for everyone,
regardless of technical ability, to design with real data. It should be as simple as
pasting a URL or dragging in a file. Here’s how that could work:
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Data Source

-

Item Label

Designing with data

Now that we have components and data sources, we can start to design with
data by dragging it directly onto our components, instantly seeing the result.

Let’s design a search view for Spotify playlists. Notice how fast it is to fill a design
with real, representative data. Not only does our efficiency increase tremendously,
but we’re no longer using curated photos or names to make our mock look pretty.
We're using real data, which means we get an accurate sense for how this would
look and work once implemented. We can also start to immediately find areas
where our design falls short.
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Here, we quickly find out that some people use long names for their playlists, so
we’ll have to rethink our layout. Since we're using dynamic components, we can
rapidly change our design to see what a grid presentation might look like.

A tool like this should also parse the query we're using, making it quick to try out a
different data set. Let’'s also make the data view a bit more friendly, showing only

the keys/values we’re using. Again, notice the speed with which we can iterate. We

can also test a variety of queries to see how our design holds ups. This is easily
extendable: imagine being able to instantly test different languages or locales from

within our design tools.
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Data should inform us

Let's take a look at another example of how designing with real data provides us
with insights and ultimately allows us to make better product decisions.

Say we’re designing a photo gallery. We want to automatically organize photos for a
user so they don’t have to. We start out thinking we should organize photos by day.
This is a very reasonable assumption, and using today’s tools we’d probably start
with a static mock that looks something like the image on the left. Beautiful, right?

The problem is that this isn’t real. It's a fabrication showing a perfect

state, with curated photos that look great. Here’s what happens when we design
with real data:
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My Photos

Friday, May 16
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4:09 PM

My Photos

Sunday, June 14th

Immediately we see that most days in reality have a small number of photos, or
just one. In our old static mock we were making a design decision based on
aspirational (and ultimately wrong) thinking about people’s photo habits. When
we design with data, these habits reveal themselves so we can make decisions
based on reality. Are we ok with how few photos are shown at a time? How do we
handle the leftover space? What do we do with days that have just one photo?
Do we want to aggregate days? Group photos by another time scale, like week or
month?

Using real data forces us to ask questions like these, revisit our initial
assumptions, and ultimately make better design decisions.
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A better way

Most design tools today focus on visual problems. Designers end up spending a lot
of time crafting mocks, filling them out with perfect yet fake information, and thinking
about visual details. This is not surprising given our current tools are built for, and
offer solutions to, visual problems.

A modern design tool that uses real data provides a step change in how we design.
It allows us to easily and quickly work with real data, so we can focus on solving
product and interaction problems as well as visual ones. We see the world and our
users as they are, instead of how we imagine them to be. Designing with real data
means we can move faster, surface problems and additional constraints sooner,
and ultimately create better experiences for our users.

Further thoughts

. Using real data has been invaluable especially when it comes to user testing. If
you're working on an existing product, being able to test new designs with a real
user with their real data yields an order of magnitude better insights and feedback.
Something as simple as passing in a user ID, or having them authenticate their
account and pulling a sampling of data allows users to react beyond the surface
level of a design, and give profoundly better feedback about the viability and
usability of a feature.

. To be sure, there are times when real data is not available. If you’re working on
something that’s brand new, you might not have an APl and data might not exist yet.

. While we wait on tools to support real data, | believe designers still can and should
strive to work with real data wherever possible. This probably means building
something that’s specific to your company and the problems you’re solving. Take a
look at how Instagram has built plugins on top of existing tools that allow their
designers to use real data: Design Tools at Instagram
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Further thoughts

4. Even without building custom tools, designers should strive to be honest in
their work. Let’s stop cherry picking the most beautiful photos, the perfectly
sized names, the right amount of words. Working with real data is as much
about a mental shift in our thinking as it is having better tools.

No rights reserved by the author.
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:E Design

Jowita Ziobro
8 min read

7 future web design trends

Too many articles will tell you what is cool in web design. I'm
going to take you past the obvious to make some real
predictions.

1. Gestures are the new clicks

We forget how hard scrolling webpages used to be. Most users would painstakingly

move their mouse to the right edge of the screen, to use something ancient called a
‘scrollbar’:

As a pro, you probably used a mouse wheel, cursor keys, or trackpad, but you were
way ahead of most users.

In 2015 it’s far easier to scroll than it is to click. On mobile, you can scroll wildly with
your thumb. To click on a precise target is actually more difficult—the complete
opposite of what we’re used to on the desktop.
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As a result, we should expect more and more websites to be built around scrolling
first, and clicking second. And of course, that's exactly what we've seen
everywhere:

here’s every reason to expect this trend to continue as mobile takes over more of
the market. Modern sites have fewer things to click, and much more scrolling.
We'll see fewer links, more buttons, bigger ‘clickable’ areas, and taller pages that
expect to be scrolled.

Websites which spread their articles onto multiple pages will soon learn this
lesson. Expect these to turn into longer single pages or even, like TIME
magazine, into infinite scrolling pages:
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It's too early to know if the web will expand itself onto devices like watches, but if it
ever does, you can bet it'll be almost entirely driven by gestures.

2. The fold really is dead this time

Now scrolling is so cheap, and devices are so varied in size, ‘the fold’ is finally
becoming irrelevant.

Designers are increasingly free to not cram everything at the top of a page. This
leads to a design trend popularised by Medium—full-screen image titles, with no
content visible until you start scrolling:
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With tall, scrolling pages, designers have the chance to do what magazines have
taken for granted for years: fill their pages with big beautiful images. In 2015 expect
to see more designs that take up much more space—especially vertically—and a
lot of larger imagery like this.

3. Users are quicker, websites are simplifying

Today every young adult is an expert web user. And even the amateurs are acting
like pros: using multiple tabs, and swiping to go back a page.

The result is that everything is faster. And we'’ve all learned to become impatient. If
you want to make a mild mannered person explode with annoyance, just make
their Internet really slow for a minute.
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1IN 4 PEOPLE ABANDON A WEB PAGE THAT
TAKES MORE THAN 4 SECONDS TO LOAD.

Page abandonment
persentage

Page load time
in seconds

Now websites are forced not just to become faster (a technical problem), but to
become faster to understand . Designs which slow the user down have the same
impact on their audience as these websites which don’t load at all.

Simpler designs are easier to scan, which means they’re faster to appreciate. It's
easy to see which of these two designs is newer, and it's because it's the one that
user’s can enjoy the fastest:
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This is the biggest reason for the death of skeuomorphic design: users are more
perceptive, less patient, and clutter only slows them down.

Apps put most websites to shame with super-minimal, beautiful interfaces. And
they’re doing this because minimal interfaces perform better.

Flat design is just the beginning. The real trend is towards simplicity and
immediacy, and we expect that to go further than ever in 2015.

4. The pixel is dead

On a desktop, a pixel was a pixel. You even had an idea of how many pixels made
up an average inch: 72 dpi. Nowadays very few people know what a pixel is.
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With responsive design, we’ve seen a move towards grids and percentages. But
one huge area remains still unchallenged: bitmap images.

Almost all of the web is built with images that have half the resolution of a modern
display, and they don’t scale. With Retina displays and modern browsers, the time
is right for vector images to become more popular in 2015.

We can see this trend already happening with the font-based icons and Google’s
Material design. The website loads faster and scale the icons to any size without
losing quality. That makes them ideal for designers and modern web browsers.
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The technology exists now, but it will take time for professionals to change their
habits to create for higher quality displays. Once the average desktop display
becomes Retina-grade (like the new iMac), we expect designers to follow suit.

5. Animation is back

If you want to make a website look dated, cover it with animated “Under
Construction” GIFs and Flash animation. But several things are coming together to
make animation a rising star in modern web design.

Flat design can end up looking too consistent, boring even. Animation helps a
website to stand out and to pack more information into less space.
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New technologies like CSS animation make it easy to enhance designs without
plugins, speed or compatibility issues. And Web Components (#6, below) will only
accelerate this.

GIF animation is back, and surprisingly effective. You'll notice this article makes
extensive use of GIF animation (if it doesn’t, you should view this version), which

has never been easier to create or share.

6. Components are the new frameworks

Web technology continues to get more complicated, and less semantic. Designers
must embed messy code onto their pages for simple tasks, like including Google
Analytics or a Facebook Like button. It would be a lot easier if we could just write
something like this instead:

<google-analytics key="UA-12345-678">

And we can with Web Components, which aren’t quite ready to be used by
most designers yet. 2015 is looking like their year.

Google’s Material design is here, and it may just be what gets this movement
started. Powered by Polymer, and supported by all modern browsers, it provides
the rich animation and interaction components from Android apps, with simple tags
like these:

Using Polymer Elements

Using Polymer elerments (like all Web Components) is
absurdly simple:

1  Impaort element.

Find a component and import its definition into your
page using an HTML Import (<1link
rel="import">)

<google-map lat="37.788" 1 =M-122.308"></google-map>

2 Usethe new element.

Once imported, custom elements become first-class
HTML elements and can be used like any other.
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If that takes hold, it wouldn’t be surprising to see more component based frameworks
appear in 2015. Perhaps Bootstrap 4.07?

7. Social saturation and the rise of direct email

Social media has been a huge success for consumers, but many content producers
aren’t so happy.

The problem is saturation. With billions of posts every day, Facebook learns the
posts that users are most likely to enjoy and shows only those. Unfortunately that
means over time, what you post is increasingly seen by a smaller percentage of your
followers. (A problem you can solve, conveniently, by paying Facebook.

Social isn’t going away, but in 2014 we’ve seen a lot of prominent bloggers like Tim
Ferriss move their focus away from social and into good old fashioned email lists.
They’ve realised that email has one significant advantage over social: a much higher
percentage of people will see what you send them.
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| expect this post-social trend to continue into 2015, with the under-appreciated
trend of Web Notifications (which work much like notifications in a mobile app).

Bonus non-prediction: CSS shapes

This cool technology won'’t get noticed, except by designers. CSS shapes allow you

to flow layout into shapes, like circles:
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I's incredibly cool, but until browser support is guaranteed, this is likely to be too
risky to put time and effort into it you'd need almost two complete designs, for old

and new browsers. And outside of designers, we don’t think many users would
notice.

Itis really cool though.

What to expect in 2015

In 2014 we saw mobile use overtake desktop, but the general public hasn’t caught
up. Most organisations still commission a website to look good on their computer

first and work on mobile second.

In 2015 that strategy is likely to look out of touch and unprofessional. As the mobile
becomes the main device for browsing the web, “mobile-first” will become less of a
buzzword and more of a requirement.

Flat design may be everywhere, but when you look beyond ghost buttons the
real trend is that simpler sites are faster at gratifying users .

Simplicity is not just a fashion: it's the future. Expect it to only continue.
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It will become more and more common to embed animation into blog posts, and for
motion to signify both premium quality (for those who can afford it) and to support

the user experience.

Pixels and the fold will slowly be set aside making more room for scrolling and
click-second experiences. Web Components will make it easier to deliver app-like
experiences in our websites.

Right now you see the best of mobile app design appearing in web design. With
enough time, the difference between an app and a website might almost entirely

disappear.
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Design
Jozef Toth

3 min read

13 mind-blowing statistics on
user experience

1) Infinite scrolling can decline your bounce rate. Time.com’s bounce rate down
15 percentage points since adopting continuous scroll

Source
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2) In 10 years, a $10,000 investment in design centric companies would have
yielded returns 228% greater than the same investment in the S&P.

Source

3) ESPN.com revenues jumped 35% after truly listening to their community and
incorporating suggestions into their homepage redesign

Source
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4) Choosing a specific blue over some other hues amounted to an additional $80
million in annual revenue for Bing

Source

5) For every $1 spent on email marketing, the average return is$44.25

Source
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6) 88% of online consumers are less likely to return to a site after a bad experience

Source

7) Slow-loading websites cost retailers £1.73bn in lost sales each year

Source
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8) Judgments on web site credibility are 75% based on a website’s overall
aesthetics

Source

9) First impressions are 94% design-related

Source
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10) 85% of adults think that a company’s mobile website should be as good or
better than their desktop website

Source

11) 70% (of the 200 small business websites evaluated) don’t display clear
calls-to-action for anything on their home pages, such as specials, e-mail
newsletters, how-to guides, demos, and interactive tools

Source
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12) 90% of people use multiple screens sequentially

Source

13) You are 64 times more likely to climb Mount Everest than clicking on a
banner ad

Source

Note: This article was originally written for Cameron & Wilding
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R-8 Design
Kenny Chen

11 min read

The Best User Experience Design Links of 2015

2015 saw Apple’s design criticized, designing beyond the web & mobile screen,
even more prototyping tools (including sneak peaks from Adobe), and it seemed

everyone started UX podcasts.

| went back and looked at all the stats of past UX Design Weekly issues—over
three thousand links and many more that didn’t quite make the cut—and pulled out
the most popular user experience design articles, tools, resources and media from
the past year based on clicks and shares.

Here’s a look at the year in user experience design with the best UX links for 2015:
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Disney’s Magicband is the Best UX Design of the Decade

If you want an amazing user experience, go to Disney World in Orlando where
there is no need to carry cash, maps, or tickets, hosts greet you by name, food
arrives anywhere you sit, wait times for rides are minimized and more—all through
a magical wristband.

9 Pieces of UX Advice | Stole From People Smarter Than Me Some secrets
and strategies that Spencer Lanooue learned from world-class designers.

How Apple Is Giving Design A Bad Name

Don Norman and Bruce Tognazzini make the case about how Apple has sacrificed
user-centered design principles for beauty, and it's causing their software to be
confusing.

One Magic Formula to Calculate User Experience?
Wouter de Bres tries to uncover the many factors that play a role in user
experience and if there is a formula to calculate what the UX of your product is.

Design User Research Explained for Everyone with Animated GlIFs
Here’s 5 tips for design research to build empathy with the users and help define
the overall experience.

How To Become A UX Leader
Some solid advice by Robert Hoekman Jr. about how to get what you want and be
great at leading UX.

If You Do Nothing Else: DIY UX Research Tips
Some practical tips when doing UX research in-house on a budget. For more tips, |
recommend Steve Krug’s Rocket Surgery Made Easy.

Prototyping Tools and Process

An in-depth look into the tools and prototyping process of design teams behind
some of today’s most well designed products including Medium, Airbnb, Uber,
Apple, Eventbrite, Pinterest and more.
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The best icon is a text label
Icons are great when there is a universal meaning that everyone understands but
most aren’t clear without context. To have clarity, use a label.

Figuring Out Your Design Decision Style
How does your team make design decisions? Jared Spool writes about different

design decision styles and the impact of each.

Showing Passwords on Log-In Screens

Microsoft, Adobe, Twitter, LinkedIn, PayPal, Amazon and more show passwords on
their log-in screen. Luke Wroblewski writes about why and how to show passwords
and what's coming next.

The Experience Makes the Product, Not the Features
Focus on your app’s core experience and user needs and not adding features to
create a compelling user experience.

Why Product Thinking is the next big thing in UX Design
Thinking in products gives designers the advantage of building the right features
for the right people.

What Is Zero Ul? (And Why Is It Crucial To The Future Of Design?)
What will user interfaces look like when screens go away and how to design the

user experience.

So you want to be an I1A?
Solid advice from Abbey Covert for those that want to be an information architect.

12 Fascinating Projects From the Bleeding Edge of Interaction Design
A look at the new kinds of devices scientists and designers are prototyping for the
future.

Becoming a More Thoughtful User Experience Designer
The difference between creating good experiences and amazing experiences

often comes down to how thoughtful we can remain during the design process.
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Why It’s Totally Okay to Use a Hamburger Icon

Steven Hoober writes on the use of menu icons today, how they have become
ubiquitous on mobile devices, and how some of the current thinking about them is
wrong.

The Future of Design in Technology
10 predictions of where design will be in 10 years from Julie Zhuo, Product
Design Director at Facebook.

The Next Big Thing In Design? Less Choice

Aaron Shapiro, CEO of Huge, writes about the next big breakthrough in design:
products, services, and experiences that eliminate the needless choices from our
lives and make ones on our behalf.

Marissa Mayer’s New Rule For App Design
Three rules from Yahoo's CEO that anyone can use to make their app better—the

two tap rule, the 5-point rule, and the 98% rule.

Facebook’s UX Master Offers Some Must-Reads
Facebook’s director of product design, Margaret Gould Stewart shares her must-
read books and articles about design and designing at a global scale.

Keyboard Smoérgasbord
An in-depth critique of the keyboard on iOS, followed by a set of aesthetic
guidelines for the coherent visual design of software keyboards.

Fast Path to a Great UX — Increased Exposure Hours
Jared Spool writes there is a direct correlation between the time team’s are

exposed to real users interacting with their design and the improvements in the
designs that team produces.

The Art of lterating Quickly
How Feedly organizes their design process to absorb, structure and integrate as
much feedback as possible while iterating efficiently.
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Emotional Intelligence in Design
As UX designers, we design with the best intentions but sometimes things can go
terribly wrong. Beth Dean, designer at Facebook, writes that we need to start

designing our products to be aware of emotions.

The lllusion of Time
Time is the most valuable and limited resource we have. Adrian Zumbrunnen
writes about how time perception shapes user experience.

Designing Twitter Video
A long but good read on the design, prototyping and research process behind
Twitter Video.

God is in the details
The details that take a product from good to great are time consuming, hard to
define and scope but Buzz Usborne, UX Director at Campaign Monitor, offers up a

few places where you can start looking for improvement in your own projects.

13 UX Mistakes Explained in GIFs
Next time someone creates one of these UX mistakes, just send them one of these
reaction GIFs.

Rethinking Mobile Tutorials: Which Patterns Really Work?
5 rules for creating effective mobile tutorials—use less text, don’t frontload, make it

fun, reinforce learning through play, and listen to your players.

Embracing Uncertainty in UX Research
Matt Gallivan, UX Researcher at AirBnB, write that if you’re a UX researcher, you
do yourself and your field no favors when you claim to have all of the answers.

The Paradox of Empathy

Scott Jenson writes that empathy is a vague concept that isn’t strongly appreciated
by others and while it leads to big, important insights, it usually starts with small
steps.

Design Details: Instagram for iOS
A detailed look at the design of one of the most popular photo apps with lots of
subtle use of motion and microinteractions.
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Great Design Portfolios Are Great Stories
Simon Pan, gives advice on how to tell the story behind your work.

How to Give Better Product Feedback

The best feedback is the one most likely to create empathy and elicit product
change. Cemre Glingér, product deisgner at Facebook, offers some tips to give
better feedback.

In Design, Empathy is Not Enough
Dan Saffer writes that empathy will get you to see the problems from the users’

perspective, but to solve the problem you have to understand.

So, you’re going to be a user researcher: top tips to get you going
An awesome list of books, articles, and tips for those getting into user research.

How to Fix a Bad User Interface
Scott Hurff breaks down the rules of the Ul Stack and the five states that help you

create a cohesive interface that’s forgiving, helpful, and human.

Look and Feel and Feel
Jason Fried, Founder & CEO at Basecamp compares the experience of how Twitter

and Instagram make him feel and the feeling we should design for.

Spatial Interfaces
Pasquale D’Silva explores thinking inside and outside the bounds of the screen to
design a spatial interface.

One of the Biggest Mistakes I’ve Made in My Career
Former Lead Designer on Photoshop, lllustrator & InDesign, Andrei Herasimchuck,

reflects on the age old question—should designers in tech learn how to code? For
the other side of the argument, check out Designers Should Design, Coders Should

Code.

Designing Live for Facebook Mentions
| love write-ups like this where we see design decisions, challenges, and iterations

when designing a feature—especially for a product like Facebook, with such a
large user base.
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The Principles of UX Choreography
5 principles on how to captivate your audience and how they interact with your
story.

How Google Finally Got Design
A look into Google’s transformation into a company that creates beautiful
software in the mobile era.

6 Tips for Designing Happiness
The secret to consumer loyalty is less about the moment of interaction and more

about what comes before and after.

Do as | Say, Not as | Do
Great advice for students of UX that are looking to get into the business by Dan

Brown.

This Is All Your App Is: a Collection of Tiny Details
Getting the details right is the difference between something that delights, and

something customers tolerate.

Good Design
What makes a good design? Julie Zhuo writes about an early design lesson and
something she still thinks about all the time.

Don’t Be a User Research Robot
Giving recommendations that the team should focus on and being personal when
doing user research are two tips Chuck Liu thinks you should always do.

In Search of the Design Documentation Unicorn
There isn’t a single best resource for documenting designs and design decisions

but Dan Brown provides some ways to better communicate ideas and work with
stakeholders and engineers.

The Nine States of Design
Here is a great checklist by Vince Speelman of various states to keep in mind
when designing components of an interface.
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Usability Test on Product Hunt for iPhone
Eric Lee, Product Designer at Tradecraft, conducted a usability test on the Product
Hunt app and provided a nice look at his process, findings, and redesign.

A Behavioral Approach to Product Design
Changing behavior is hard. Aaron Otani writes about the four steps to designing
products that impact behavior.

This Is How You Design Your Mobile App for Maximum Growth Your userbase
will never cease evolving so your product shouldn’t either. Kamo Asatryan shares
formulas he relies on to help mobile apps optimize their entire user funnel,
counterintuitive lessons and mistakes he’s learned on the job.

A Little Empathy Goes a Long Way
One of the many characteristics of a UX designer is empathy. This is a guide for an
easy way to understand and apply empathy better.

Designer’s Toolkit: Prototyping Tools
Cooper made a handy sort and filter tool to help you find the best prototyping tool
for the job.

UX Recipe
A checklist where you discover, choose and estimate your next UX project tools

& techniques.

The Only UX Reading List Ever
A recommended reading list of 60 books you should read by Simon Pan to learn
deeper your knowledge all things UX.
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Figma
A collaborative web tool for user interface design that allows for many simultaneous
users to design together. This one has a lot of potential.

Design Research Techniques
Huge online repository of design techniques throughout a project lifecycle

18F Design Method Cards
A collection of research and design practices that we use to better understand and

serve the users of our products.

Capptivate for iOS

Capptivate is a curated collection of app animations. | wrote about the website in a
past issue and now they just released their complete collection of app animation
videos for your iPhone.

U.S. Web Design Standards

Open source Ul components and visual style guide to create consistency and
beautiful user experiences across U.S. federal government websites. Read more
about the process and how you can help .

Project Comet
One UX design tool to rule them all? Design and prototoype websites and apps with

this all-in-one tool. It looks like it has a lot of potential.

Facebook Design Resources
A collection of free resources made by designers at Facebook including an iOS 9
template for both Photoshop and Sketch.

What Kind of Designh Work Should | do?
A flow chart for designers wondering what project should they take on, where they
should work or what should their career look like.

Mobile Touch Overlay
Free touch overlays for use in your favorite wireframe or mockup tool based on
research about how people see, hold and touch their mobile phones and tablets.
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UX Community on Slack
Join UXers from around the world to discuss user experience in this lively Slack

channel.

Principle
A new tool for Mac to create animated and interactive user interface designs. It
looks like it has a lot of potential.

Wake
A private space to share and discuss design work with your team.

User Flow Patterns
A nice, growing collection of short user flow videos.

Mastering Sketch 3
A comprehensive guide to designing in Sketch.

Use Your Interface
A growing library of transitional interface and interaction design patterns to help
you inspire and communicate your Ul ideas with people.

User Interfaces 10
A daily delightful curation of user interface animations.

UX Reactions
UX related reactions in the form of animated GIFs.

Atomic
Atomic launched this year and looks to be a promising tool to design, prototype
and share beautiful interactions.

Pixate Studio
Google acquired Pixate and now Pixate Studio is free.

Design in Tech Report 2015
John Maeda highlights the rising importance of design and says the most
successful tech companies of the future will be design companiess.
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Empathy is Everything
A collection of research, articles, stories, practices, exercises and other
resources on empathy by Whitney Hess.

U.S. Smartphone Use in 2015
Lots of great data on smartphone use. If you don’t have time to read the whole
report, at least read the sidebar for the key themes.

Prototyping with Framer
Step-by-step tutorials to learn how to prototype interactions with Framer.

Ul Haus
A showcase of the best mobile app designs ever made.

Empty States
Delight users by designing the empty states.

Interaction15

Talks and panels from Interaction15, held in San Francisco in February 2015.

How to Make Sense of Any Mess

Abby Covert’'s amazing book on information architecture is available online, for
free.
Ul Talks

A collection of UX design related conference talks all in one place
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UX Week 2015
Videos from Adaptive Path’s UX Week 2015 have been uploaded. See talks from
Leah Buley, Abby Covert, Erin Hoffman and more.

Uideo
Over 300 videos for designers from over 40 conferences.

This is the golden age of design! ...and we’re screwed
Make some time and watch this talk by Mike Monteiro at Webdagene 2015 about
designers, their importance and mentors.

Dollars to Donuts

A new podcast by Steve Portigal. In the first episode, he talks with Gregg
Bernstien, Researcher for MailChimp, about how MailChimp uses research to
uncover new product opportunities.

The Design Details
Another new podcast about the people who design our favorite products hosted by
Bryn Jackson and Brian Lovin.

The UX Reader
An ebook from Mailchimp’s UX team of their most popular articles along with some
exclusive content. It used to be a $5 donation but now they have made it free.

For last year’s list, check out The Best User Experience Design Links of 2014.

Do you have any links you loved that | missed? Share your thoughts with me on
Twitter (@kennycheny) and check out UX Design Weekly—a hand picked list,
curated list of the best user experience design links every week, published and
delivered to your inbox every Friday for free.
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4?_ Design

Marie Poulin
6 min read

The big mistake nearly every
designer makes.

And quite honestly, it’'s not a mistake that is unique to the design
profession.

I’'m guilty of it myself, and | see it all the time with very talented designers...

If there is one change that you could make right now that will make the world of
difference in your business, it’s this:

Leave more margin.

| stumbled upon the concept of margin while reading a post by Michael Hyatt,

which led me to design my ideal week.

Richard Swenson, M.D. (who wrote the book: Margin: Restoring
Emotional, Physical, Financial, and Time Reserves to Overloaded Lives)
describes margin like this:

“Margin is the space between our load and our limits. It is the amount allowed
beyond hat which is needed. It is something held in reserve for contingencies or
unanticipated situations. Margin is the gap between rest and exhaustion, the space
between breathing freely and suffocating.

Margin is the opposite of overload. If we are overloaded we have no margin. Most
people are not quite sure when they pass from margin to overload. Threshold points
are not easily measurable and are also dff erent for dff erent people in dff erent
circumstances. We don’t want to be under-achievers (heaven forbid!), so we fill our
schedules uncritically..
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Options are as attractive as they are numerous, and we overbook.”

Last year | wrote about why booking too far in advance can be dangerous for your
business, and this concept of margin so eloquently captures what | had recognized
had been my problem: | was so booked up with clients that | wasn’t leaving any
margin for error, growth, planning, or reflection. | wasn'’t really growing my business
in a sustainable way; | was just booking one client after the next. At the time this
seemed like a good thing: doesn’t growing my business mean getting more
clients?

What if instead of booking up to 100% capacity (which more often than not
ends up being closer to 120%), we only booked up to an 80% capacity?

What if we left more room for growth (personal or professional) and stopped being
one with “busy-ness”? | spent nearly a year turning down every new project (and
even getting rid of old ones) so that | could reduce my workload, build in more
margin, and create what is now Digital Strategy School. It takes time to build margin
into your schedule.

What could you accomplish with 20%more time?

Write a book. Create a program. Update your contracts and proposals
(which has been on your to-do list for how long..?) Spend more time with your
family. Go above and beyond for a client. Learn something new. Actually follow
through on the things that have been nagging at you for a long time.

When you design your ideal week, you start to see that the time you think you
have is often not in alignment with how much time you actually have.

After designing my ideal week, | had a much clearer idea of how to create a
framework for my week that would empower me to feel more focused by theming
days of the week, and even parts of the day. SO simple, | know. Some of you have
been doing this for ages and you're already a pro, and some of you who saw my
schedule said “woah, that’s so rigid, | need more flexibility!”

But here’s the thing:
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Structure enables flexibility.

Structure allows me to be in proactive mode.

Start by tracking your time.

If you're not sure how much time you are actually spending on various tasks, use a
tool like Rescue Time (their free version is excellent!) which runs in the background
and tracks where your time is being spent. It can even send you weekly reports so
you know exactly how much time you wasted on Facebook, or spent in your email
inbox! You can assign different websites or programs/applications on a scale of

very distracting to very productive, so you can see at a glance things like: which
days of the week you’re most productive, which times of the day you’re most
productive, and the sites on which you're spending the most distracting time. Turns
out I'm consistently “in the zone” around 3pm in the afternoon; so instead of trying
to tackle highly creative work first thing in the morning (when my brain is barely
functioning), | handle it in the afternoon, when | know I'm at my peak!

| manually track my time spent on general client work, meetings, and personal
projects using Timely app, while leaving Rescue Time running in the background so
| have a general sense of how much time | spent between apps and within different
websites. With these 2 tools, | have a pretty good sense of where my time is going
week to week.

Theme your days
| themed my days in a way that made sense for me:

Sunday: Rest and plan for the week

Monday: Mentorship

Tuesday: Client Work + Content Creation

Wednesday: Mentorship

Thursday: Masterminds

Friday: Oki Doki work day (new business development, design, content, creation,
community building, brainstorming, etc)

Saturday: Personal day: personal development, friends, errands, catch-up.
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Mondays and Wednesdays are now set aside for Digital Strateqgy School work/
mentorship, Tuesdays and Thursdays are now my major work and content creation
days, while Friday is entirely set aside for Oki Doki work and planning. This is just a
loose theme for the day, that still allows me some flexibility with how | spend my
time each day.

Rest + Plan Mentorship Creation Mentorship Mastermind Oki Doki Personal
Sun Mon Tues Wed Thu Fri Sat
08:00 - 08:30 Earely functicning
08:30 - 09:00 Read Blogs and News Read
0:00 - 09:30 Dress, and
09:30 - 10:00 0 0
10:00 - 10:30 o
D 0 W O W]
10:30 - 11:00 R 0
""""""" ient Wao
11:00- 11:30 Cunteuj-t
Admin Client Wark Production
113t 1200
12:00 - 12:30 Optional [ 2 B Optional
12:30 - 01:00 Meeting or D P MEEtiI'Ig
01:00 - 01:30
01:30 - D2:00
02:00 - 02:30
B O p D p
02:30 - 03:00
e - Basi o Client Work or
: OPKID-FIEI. Content Product
£3:30 - 04:00 Client Work or NIEEng
Oki D D
04:00 - 04:30 Client Wark or | Content Product
04:30 - 05:00 Content Product Client Wark ar
05:00 - 05:30 Content Product
05:30 - 06:00
06:00 - 06:30 Proce
""""""""" Weekly Review
06:30 - 07:00 Plan Tomorrow
Dinner with Ben
""""""""" Climbing ar Work | Climbing or Work
Night Night Date Night 4
Climbing
| Not negotiable (s[4l LSRG Tl Optional Meeting Free Time

| mapped out all my non-negotiable and personal time first.
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This means no skipping lunches to keep working, and making physical activity a
must. I's easy to put that stuff on the back-burner when things get busy, but
physical activity is so essential to my sanity, that only by mapping it out into my
schedule do | actually really feel committed to it (reminders and all).

Pick Date & Time

Thr Strategy Session with Marie Poulin

My schedule will always be a work in progress, but simply by limiting the times I'm
available in my scheduler system (I use Calendly for this), 've managed to create

more space for content creation, brainstorming, planning, designing, and just /ife in
general.

Maybe you've got children, or other obligations, hobbies etc. Add them to your
calendar and theme your week in a way that makes sense for your values, goals,
intentions, etc.

Seriously, try the exercise for yourself—you might be surprised. If you feel
overwhelmed by all the work you have on your plate, or you have time but you're
distracted and unfocused, then you definitely need this exercise!

Consider how you might be overbooking yourself, and think about what
would be possible if you built more margin into your schedule (and life).
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Creating more margin has been game-changing for my business. What would be
possible for yours?

Originally posted on mariepoulin.com/blog.

Marie is a digital strategist, designer, and the chief mentor at Digital
Strategy School. She regularly writes about business and strategy on her
blog, and collaborates with her partner Ben over at weareokidoki.com.
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Design

Mark Jenkins
4 min read

Designing with Data

&« {first_name} {last_name} : « Mark Jenkins

SELLING LIKES FOLLOWERS SELLING LIKES FOLLOWERS

i -
first_name} {| n Mark Jenkin
{I- ,_S.t", .a E} { ast_ EIITIF."} Edit profile | .ar : JF = Edit profile

{followers} Followers {following) Following 2000 Followers 99 Following

Before and After artboards using Sketch placeholders and JSON

We're constantly looking for new ways to improve how we design at Depop.

This morning Sam, our product manager, posted a link into our Slack channel:
Modern Design Tools: Using Real Data.

As the article states, we're in a state of flux where a designer spends a ot of time
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creating pixel perfect designs either in their favourite tool, or with prototypes. We'’re
not making the most of what’s available to us and we're definitely not excelling by
using real data.

Using data, we can see where the problems arise, where the
exceptions and edge cases lie and whether our
design really works in the way it was intended.

Examples:

- Someone’s first and last names are (too) long and don'’t fit where you intended it
to.

- Someone’s username is (too) long and doesn’t fit where you intended it to.

- A username that includes emoji and breaks your perfect layout. and so on...

What can we do about this?

The answer is simple.
Real people use the things we love to build; our products and platforms.

We've built a data structure which allows us to use this data to create designs that
come to life.

The answer is data.

Getting to work with Sketch and JSON
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Setting up the Sketch artboard with placeholders

The team uses Sketch to craft the Depop app for iOS and Android. We find that it’s
a tool that compliments the way we work, by enabling us to quickly prototype and
iterate on designs.

The thing we love is that is supported by people making all manner of plugins and
these extend the functionality of the tool to enable us to work in ways that were just
not possible before.

Using Precious Design Studio and Lukas Ondrej's Sketch Data Populator plugin
we were able to quickly prototype a template for the profile view and use a JSON
file to add real data to the design.
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We start by using placeholders on the parts of the design we wanted to fill with the
data. For text we use something like {first_ name} or {bio} and simply use the text
tool to create these and then apply our text style to these so everything remains
intact.

Next, we make sure the text field is of a fixed width so that when populated with
data, we retain the design we started with. (This takes a little bit of playing around
with, especially when dealing with values of different character lengths).

For the image, we change the layer name to a placeholder reference and in this
case we call it {avatar_img}

The JSON file

Next we setup a simple, local JSON file to reflect the same values as the
placeholders and use an /assets folder to reference the images we wanted to
include in this test:

Making sure that all of the dynamic elements were in a Layer Group, we then call
the JSON file with the plugin and by way of magic, the fields are filled with the
required data.
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Demonstrating the process in action—simple!

What’s next?

As a quick test we used a local JSON file and local assets for any images. Next, we
plan to bring a live JSON file using our own internal APIs and produce a modified
plugin that will allow us to match any placeholder with its data counterpart.

This means we can design with photos of items people list on Depop in context of
their profile, their feed, their activity and so on and this will allow us to further
extend our design capabilities.

Sketch will allow us to design a module, let's say the ‘Suggested User’ block and
use JSON to pre fill with live data. Then, we can define this module as a symbol
and reuse this with interchangeable data to produce a ‘live’ design.

Benefits

Spend time making sure our designs reflect what we intended and work the way we
expected them to.

Believe that our design work is much more than a visual representation of our
ideas.
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Demonstrate that it's combination of how it works and looks so by working with
data, we’re going a step further to understanding how the design works with the
other parts it requires.

Design is a sum of all the parts.

Stay in touch by subscribing to my weekly
newsletter. You can follow me on Twitter too.
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Design
Matt Bond

3 min read

Slack’s design is not secret sauce
Design is important, but it's not enough

| read this article Andrew Wilkinson published a couple of days ago by the
agency who designed the branding and original Ul for Slack.

Full disclosure: I'm a designer at Atlassian and have been focused on HipChat for
the last few months.

The views expressed here are my own, and not representative of Atlassian.

Let's start this off right and give credit where credit is due. Slack is an incredible
product and the company has done extremely well. Atlassian’s relationship with

Slack has been great too. Their co-founder, Stewart Butterfield, interviewed with
Pando daily inside our San Francisco office recently. There is absolutely no bad

blood between us.

Now that we've established what | agree with—that Slack is a great product—
here’s what | take issue with in Wilkinson’s article: Slack’s design is one part of the
success of any product, and a very important part, but it is still only one part .
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| can’t deny that Slack has a nicer aesthetic than HipChat. It does look nice and it is
fun to use. But here’s the thing—a lot of nicely designed products never take off or
get noticed. Good design is not enough. There are so many pieces to consider and
things you have to nail to get a product out ahead of the pack.

Here’s my list.

The timing needs to be right

Slack’s timing was perfect. HipChat had been on the market since 2009. HipChat
pulled users out of IRC, GChat and email, and was first in the space, but it never
really got over the top and converted enough teams. Slack emerged just in time to
capitalize on this space.

Selling a purpose, not a chat tool

The ‘We Don'’t Sell Saddles Here’ article from Stewart hits the nail on the head. |
read that article every month. It's 100% true but incredibly hard to achieve. Slack
didn’t come in and compare itself to HipChat, it just said that this was the new way
to work as a team. The messaging around Slack has been amazing. You most
definitely need to have the product to back it up too and Slack has that.

Pedigree

Stewart was the co-founder of Flickr. There are years and years of wisdom here
that allows him to be in the position to create the fastest growing enterprise product
of all time. There aren’t a lot of people in the world even capable of doing this.

The media hype machine

If I had a startup and called up the WSJ and said “I've got a product that will
revolutionize team communication” they would hang up the phone. When Marc
Andreesen calls up the WSJ and says the co-founder of Flickr has something that
will change team communication and we’ve invested in it, journalists listen.

Existing team

Slack had a core team of people that knew how to work together. They pivoted from
a game company so they were probably a well oiled machine when they started on
this idea. This is totally different to starting a company from scratch and hiring
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people you have never worked with. Building teams is really hard and this
is ultimately what has them out in front right now.

All the things

You can have a well designed product but if you don’t have great marketing then no
one knows it exists. If you have great marketing but a shitty product, no one will use
it. If you don’t solve a real problem but have good design and good marketing,
no one will use it. Slack has executed in every area of building a product.

| honestly couldn’t be happier for Slack. It's a great product and | doubt | will see
something take off like this again in my lifetime. Sure, | wish Slack wasn’t a

competitor, but that’'s not why I'm writing.

Ultimately | hope we can keep design out of an ivory tower and continue
to acknowledge that teams make great software, not designers. Ironically
that's exactly what the app enables—better team communication. Slack’s design
is not secret sauce. It's one ingredient in a delicious recipe.
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Matthieu Aussaguel
8 min read

What happens when an

Apple guy explores
Material Design?

He may or may not upgrade his design style to
awesome!

Background by Oxygenna.

What makes Material Design so incredibly attractive is how smooth and straightforwar
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it is to get started and explore possibilities it has to offer with app, animations and
even site design. The pace at which the Material Design trend is growing is a tribute
to that, and pretty soon we’ll start seeing bigger companies turn to Material Design.

At least that’'s what Jurre Houtkamp seems to think, a talented designer from the

Netherlands who used to believe that all good design and user experience comes
from Apple. Quite the 180° turn! When exploring Material Design, Jurre took upon
re-designing well-known icons, starting with Slack, and the result is quite
astounding. So we interviewed him to understand his approach and creative
process when creating icons using Material Design.

Hi Jurre, can you tell us a bit yourself and how you became a designer?

My name is Jurre Houtkamp | am a 20 year old dutch designer based in
Amsterdam, The Netherlands.

There have been only two moments in my life when | really knew what | wanted to
do when | grew up; at the age of five when | was certain | was going to be a
policeman, because that way | couldn’t get any speeding tickets. And when | landed
my first internship at an app and web development company. From that moment on |
knew | was going to be a digital designer focused on user interfaces for apps and
website and the branding behind those.

Three years later | spawned a company named Cabarera with two good friends who
are both extraordinary in their own way. We make up a solid team with a wide
variety of skills ranging from web design to lllustration and branding. In September |
plan on starting another study in the field where I'll focus on Front-end development,
motion design, User Interface and User Experience design. Just because | can’t get
enough.

A life without speeding tickets still sounds very tempting, so if none of this works out
| can still pursue my five year old self his dream and become the fanciest looking
policeman with custom badges all over his uniform.

That’s a cool backup plan! So what first attracted you to exploring Material
Design?
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| have to admit I'm an apple guy and up until about a year ago | had no attention
for Google or Android whatsoever. | saw parts of Google’s 1/0O when they first
introduced Material Design but | had been so disappointed with Android that |
didn’'t put in the effort to actually understand what Material Design was. A few
months later a lot more Material centered posts started to appear on Dribbble, and
then it hit me; this not only beautiful but also genius and game-changing.

So as my 15 year old self would do | started to experiment with Material Design
and read up on about everything Material Design related. First | tackled the app/
web interfaces and soon the corresponding icons and animations followed.

Google won me over and in my eyes they finally understood what the user want:
visual feedback, and that’s all Material Design is about.

Finder icon, by Jurre Houtkamp
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| used to look over android users’ shoulders on the bus and laugh at their clunky
phones running a half-assed operating system. Nowadays | look down at my iPhone
wondering why I'm still not rocking newest Google Nexus with Material
Design dripping all over it.

And where do you get your inspiration?

My biggest inspiration has been Dribbble for a few years now. | love getting up in the
morning and browsing Dribbble for the next hour only to find myself planning my
next upload for the next three hours. There is no better way than learning from the
best and it's definitely the place to find the best. It has led me to getting some of the
best instant feedback | have ever had, and it's also very motivating when you
instantly see the likes and views pop up when you post something you've been
working on for weeks.

Besides Dribbble I've recently added MaterialUp to my morning routine for
my daily dose of Material Design sweetness.

MaterialUp App Icon, by Jurre Houtkamp
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| keep discovering new people everyday who are brilliant in their own way, but to
name my absolute favorite it would be a fellow dutch designer based in San
Francisco called Sebastiaan de With from Pictogram Agency. Not only his work but
also his entrepreneurship has been a great inspiration to me. His icon pack called
‘Muir’ actually inspired me to make one of my own.

We really love your redesign of of the Slack icon. What’s your creative
process?

‘A spark of genius’ thats what a friend keeps saying when something pops into his
head and he just slaps it together in Photoshop in a few minutes. It's one of those
precious moments when the stars align and everything seems to fall into place.
I’m not insinuating that I’'m a genius but | do get these special moments where my
IQ peaks above 20 and | don't feel like a caveman drawing up the latest animal he
saw. The Slack

So | decided to give it a go and Materialize it. This made me go on a two day
design spree where | tackled almost every icon in OSX and rebuild them from
scratch.

The Slack Icon by Jurre Houtkamp
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Some of them hard, some of them ‘Sparks of genius’ like my friend says. | don’t
think there is a standard process to the way | work. I'm all about doing and figuring it
out on the go, it’'s the best way to learn because you fail a lot.

Absolutely, don’t be afraid to fail because that’s the only way you’ll become
original. What tools do you use?

As a passionate User Interface designer | had to get Sketch. | never really looked
into Sketch because | felt like Photoshop could handle everything | did. But Strecth

to Photoshop is like getting your first Apple computer after you’ve been messing
around with Windows since you were a kid, you don’t get it until you use it.

Of course Photoshop and lllustrator have been and still are my go-to-guys for the
past few years now. lllustrator mainly for iconography and logos, and Photoshop for
about everything Sketch and lllustrator can’t solve.

I’'m always open to trying new things and as long as it works, looks pretty and is
not Windows exclusive I’'m down to get dirty.

How do you choose colors?

When designing something Material style there are clear guidelines set by Google
on what colors are fit for the style and | try to stay with those colors. | usually use an
online palette like Material Palette to quickly find the right combinations and color

codes.

When it comes to designing anything else my eyes usually serve me right. When
designing for a client for instance colors usually come to mind during the design
process because of how the product they want makes me feel or how they want it to
make others feel.
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Photos Icon in Material Design, by Jurre HoutKamp

What is the biggest challenge you’ve come across so far?

My biggest challenges have probably been getting stuck on a design. Whether it's a
simple icon or a big complicated Interface for an app it happens all the the time.

Last time | got stuck was on some icons that are featured in the pack | uploaded,
the Adobe ones, Photoshop, lllustrator and After Effects. The challenge was to keep
the icons consistent and circular but simply adding the initials of the app to a
colored circle didn’t quite do it for me. | decided to step away from them for a while
and focus on other ones.
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Material Inspired Icons by Jurre Houtkamp

So the best lesson | learned when that happens is to just put it aside for a while,
work on something different or even better work on nothing and come back to it
later. Most likely you'll get inspired by your surroundings or by working on something
else and you'll be able to solve the problem with a clear mind the next day.

Besides that the main thing | do when | get stuck is browse the internet for
inspiration, so thats what | did. Dribbble, MaterialUp even Google’'s Material
Design guidelines,| went through the mall for several hours sometimes even days.In
the end the solution was a very simple one but completed the icons in my
opinion.

What’s your favorite use of Material Design for icons so far?

My favorite use of Material Design is probably the current inbox icon by Google. I'm
sure this is also the icon that got me more interested in Material Design, the icon
defines Material Design in every way and the animation work by Google’s John
Schlemmer completes it.
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Inbox by Gmail by John Schlemmer

Not to mention all the other work and his team have done at Google. Their
animation work defines Material Design and it would be nowhere without it.

235


http://www.materialup.com/posts/inbox-by-gmail-animated-icon

Google Calendar Animated Icon by John Schlemmer

Do you feel that Material Design will have a long term impact on how icons
are designed?

If Google keeps pushing out Material Design to their products | think it's here to stay.
You see a lot of companies already adjusting their apps and icons to fit Google’s
design aesthetics on Android and even iOS. And | think with Android’s current
growing popularity this will only increase.

Every time Google or any other company updates their app to fit Material Design |
get excited and can’t wait to use the product. I've seen friends and also big players
make the switch from iPhone to Android because Android is no longer the clumsy
ugly duckling in the pond. It has drastically improved itself with Material Design and
| believe it will continue to do so.
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There sure is a bright future for Material Design. Thanks Jurre!

You can follow Jurre’s work on MaterialUp, Dribbble and Twitter.

Read next:
Should you use Material Design on iOS?

materialup.com

Originally published on the MaterialUp Blog
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Ej‘j Design

Material Design is Different,
Not Better

When Material Design was announced, | was impressed with Google’s efforts to
raise their game in the design field. It's something that Apple had always been
ahead. Not anymore. | remember complaining a lot about Android design’s
inconsistencies, lack of documentations, unattractive dark theme and overuse of the
ambiguous Hamburger menu. Material Design solved a lot of that. It now offers a
consistent design language that is lighter, more colorful, backed by solid guidelines
that are well-considered.

But while the colors are pretty and the use of cards give a great sense of depth and
tactility, | often asked myself, is this really better than Apple’s iOS Design as a lot of
designers say it is? I'd like to give some of my thoughts on why | think it's different,

not necessarily better.
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Similarities to iOS
Let’s start with the 3 core principles in iOS: Clarity, Deference and Depth.

Clarity is about text legibility, obvious icons and good contrast. Clarity can also be
platform-specific. What's clear to iOS or Android users highly depend on what
they’re familiar with. An icon may be instantly recognizable to iOS users but not to
Android users, and vice versa.

Depth is another principle that both platforms share. But they approach the concept
differently. iOS promotes blur and gradients while Android gives priority to drop
shadows and the concept of paper.

Skeuomorphism 2.0
Despite what most say, both platforms replicate real life in major ways. They’re
Skeuomorphic using blur, drop shadows and animations that use physics and

realism of space. Skeuomorphic design was helpful to introduce new concepts
using familiar metaphors, but the overly detailed textures and 3D effects definitely

ran its course. As users, we outgrew it because technology is no longer so foreign
to us. We’re at a phase where a leathered calendar or vinyl disc make less sense
than a digital concept.

The digitalization of design makes old concepts obsolete
and downright confusing.
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2011

January

Swen  Mon  Toe

December

Bun Mon  Tus Y

Nobody uses these calendars anymore.

In both of these design languages,
there are weaknesses.

For example, it looks off to have
multiple layers of blur on top of each
other. Also, the vibrancy added can
be too much.

240



The card concept looks completely different on a circular screen.
The card takes the full width. The alignment of the text feels off

because there is a lot of unnecessary negative spacing. Lists are

also hard to use on a circular screen since the corners hide a major
part of the content.




These Android Wear faces
look awesome though. This truly
feels like the Ul was made for a
circular screen.

Content Isn’t King in Material Design

Deference is where it differs a lot. iOS gives total priority to the content while
Android uses the concept of cards to make the content seem more tactile, thus
losing important real estate in the left and right portions of the screen. The
overwhelming colors also take priority over the content.

The FAB (floating action button) hides the content and gets in the way of the
interactions.

Name & Title

There is a strong focus on colors, navigation and call to actions. (This is the newMaterial Design Lite,
created for the Web)
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Inversely in iOS, the focus is more on the content. The color of the Ul is
more neutral and contextual (they change based on the content).

Vibrant colors are used minimally, mostly for actionable items.




A quick comparison between Apple Music and Google Music shows that Material Design uses bright
colors and illustrations a lot more. For Apple Music, the only place a bright color is used is for the “Try
Now” button.
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Tab bar VS Hamburger menu
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Google Inbox uses the Hamburger menu.

There has been a long debate on
whether we should use the
Hamburger menu. That debate is far
from over. Even Apple sparsely use it
in their designs.

But it's safe to say that we generally
see them more in Android since
Material Design encourages them.

iIOS favors the Tab bar for navigation.
Interestingly, LukeW pointed out that
obvious always wins. Facebook

switched to the Tab bar for iOS and
they saw an important increase in
user engagement.

But there are situations where the
Hamburger menu can be a good idea,
like when your most important content
is your front page. Options inside it
need to be secondary, like settings
and logout.
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The Use of Colors

Material Design uses colors prominently. Yes, they’re pretty. So was the Flat Ul color
palette. We can all agree that pastel colors look very nice in most situations, unlike
the flashy ones that come by default in CSS or Xcode.

i0S Palette Flat Ul Palette Material Design Palette

o

iOS Colors (left), Flat Ul (middle), Material Design Palette (right)

But Material Design uses those colors in their header, sometimes even to replace
content. When you have a lot of competing colors, it de-prioritizes other elements.

Colors do have meanings, but those meanings can be quite limited (E.G. red means

alert, yellow means warning, etc). Colors do express a brand, but branding shouldn’t
be front and center in the Ul of your app.
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In fact, the App icon is the
place where branding is most
Material design appropriate. So  before  you

absolutely wantto use a color

alone in your header, you might
Introduction want to consider something more
expressive.Something that explains
exactly what your app is about.

Again, that may make sensein
Android, but not in iOS.

We challenged ourselves to create a visual language for our users that If an image iS Worth a

synthesizes the classic principles of good design with the innovation and
possibility of technology and science. This is material design. This specis a living

document that will be updated as we continue te develop the tenets and specifics thousand Words, then a COlor
of material design. .
o is worth ten.

Goals

Principles

Goals

Cemate a sisual larguags that syechesizas clagsic prirciplas of goed ceaign with the
innavation s possibilily of technolugy and science

Is the header actionable since it's colored?Should |
be using an image instead to express what my
product is about? Why is the “Goals”

title the same color as the links?

Platform-Specific VS All Platforms The Same

| have to admit that | used to think that having one design language that is
consistent across all platforms is the best way to go. But unfortunately that lead to
designing an Android app using the iOS design language. It made sense from my
point of view, but ultimately it was bad for the users. Android users are simply not
familiar with iOS. Material Design’s goal to unify all platforms is a valiant effort,
better than anything I've seen in this respect. But is it really the best way to go?
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Is the FAB really appropriate for the Web? Are the cards appropriate for smaller screens?

Is the Card concept really working on Android wear, which sometimes has a
circular screen? It doesn’t seem like the language considered the devices first.
Instead, it feels like an afterthought.

If you look at the Apple Watch, the design was completely rethought for the Watch.
This means that there are new Ul paradigms that had to be considered specifically
for the Force Touch, the Digital Crown, wrist detection and the black bezel.
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Material Design is More Defined

Everything from how the Material should be manipulated and elevated to how
the colors should be combined is explained in their guide.

How each design element should be elevated to create a consistent structure and drop shadows.
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My files

Folders

Photos
Jan 9, 2014

Recipes
Jan 17, 2014

Work
Jan 28, 2014

00O

Do.

Folders

Photos
Jan 9, 2014

Recipes
Jan 17, 2014

Work
Jan 28, 2014

00O

Don't.

There’s a specific color palette and a way to combine those colors.

Material Design even provides anentire set of
system icons.

The good side of having strict style
guides is that it's hard to go wrong.
Is like Bootstrap. It provides a
consistent and convenient system.
The bad side is that it limits creativity
and  will make most  apps
homogeneous.

Where Material Design Shines

Don’t get me wrong, there are a lot of things that Material Design does right. It just
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seems like every designer sings praises without truly considering the weaknesses.

Design is an ever-changing spec that puts people’s lives at the
forefront. For as long as our lives change, design will too.

For one, their new Design spec is world-class, giving guidance on a variety of
design topics that will benefit you beyond the scope of Material Design.

Style > Color

Color palette

This color palette comprises primary and accent colors that can be used for illustration
or to develop your brand colors. They've been designed to work harmoniously with each

other.

The color palette starts with primary colors and fills in the spectrum to create a complete
and usable palette for Android, Web, and iOS. Google suggests using the 500 colors as
the primary colors in your app and the other colors as accents colors.

i Download color swatches
0.02 MB (.zip)

#F44336 #E91E63
50 #FFEBEE 50 #FCE4EC
100 #FFCDD2 100 #F8BBDO

#F06292

#EF5350 C #EC407A

The color and animation guides in Material Design are truly remarkable.
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The concept of cards is one that generally works well across the board. It's flexible
and modular. It can definitely work with Web—designers have been using them way
before Mobile came along. But | believe that the smaller the screen is, the less it
makes sense.

As | mentioned before, pastel colors were hardly a new thing. But the Flat Ul trend
and Material Design really popularized it. We're going back to the basics in order to
achieve harmonious colors and beautiful typography. That's a great thing. The more
we know about the foundation of design, the better we can shape the pillars that
come on top of it.

The animations in Material Design are elegant and delightful, albeit not as innovative
as people make them out to be. Before iOS 7 came, transitional interfaces were still
a fairly new concept. I'm glad that both guides are promoting smoother, more
progressive animations to guide our users rather than scream at them for attention.

Meaningful animations in Material Design.

No Perfect Design Language

There will never be a perfect design language or template. The purpose of this
piece is not to discourage one or the other, but to offer perspective their strengths
and weaknesses. Design is about picking the best for the intent. So go ahead,
experiment and see what works for your product. Just don’t forget to consider
the people and devices that you’re designing for.
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| wrote a few things about iOS, Android and code. You can find me on Twitter at
@MengTo. Thanks for reading!
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. Design

Micah Daigle
16 min read

Circling Ourselves: The Story
Behind Asana’s Rebrand
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On the surface, this is the story of how Asana went from a logo with three circles to
a logo... with three circles. But like most things that seem simple at first blush,
there’s a lot more to this story than meets the eye.

Our evolved logo—a symbol of collaboration and shared energy—is the
cornerstone of our new brand identity: a total rethink of how we present ourselves to
the world. But more than that, it's the end result of a year-long labor of love. And we
feel pretty damn good about it.

But this isn’t just a “woo-hoo, we did it!” post. This is a tale of how we got from Point
A to Point B—a trail of breadcrumbs tracing our path, including lessons learned
along the way and advice for other travelers.

It's also about the keys to our success: a constant circling back to the core
questions of who we are and what we stand for, and a commitment to closing the
the circle on each element of our brand as we moved forward.
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| wish more posts like this existed before we began our process (there are plenty of
agency case studies, but very few from the client side). So, if you’re considering
updating your company’s brand or are just curious about how it works, we hope

our story helps!

Why did we embark on a rebrand?

Let me start by introducing you to Fred.

Fred is a really sweet guy. Smart, good-hearted, there when you need him. Exactly
the kind of guy you’d go out of your way to introduce to friends.

But Fred... doesn’t make new friends easily.

The thing is, despite his kind soul, Fred gives off an awkward first impression. He’s
been sporting the same worn-out suit every day for the past five years. He speaks
earnestly, but in an overly-professional and impersonal tone. Fred’s hard to get to

know.

So when his friends introduce him to other people, they whisper: “Give the guy a
chance; you’ll love him once you get to know him.”
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Until this week, that’s how many of us felt about our brand and our product.

Of course I'm biased, but | thought Asana was pretty awesome even before |
worked here. | was one of thousands of customers who swore by it when working
on big, collaborative projects. And | came to find out that the team is equally
awesome: full of big hearts, sharp minds, and quirky personalities.

But just like Fred, all of that character just wasn’t coming through in how we
presented ourselves.
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The old Asana
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To begin with, our logo was uninspired: an “a” followed by a three-dots
symbolizing... enumeration? List items? Alignment? (Nobody’s exactly sure.) Our
color scheme was a drab blue and grey (self-deprecatingly referred to as “rainy day
theme” . ). Our writing often lacked the humor and humility that were so abundant

259



in our team.Even the images we featured of real Asana employees somehow
managed to look like stock photos!

In an ocean of bland, blue-tinted enterprise software, we saw ourselves as a
magical, multicolored narwhal—but if you looked at us from the outside, it's
understandable if all you saw was another fish. .

Digging Deep

About a year ago, we started the process of redesigning our product. We knew that
many users found the interface cluttered and drab, so we set out to clean and
brighten it up. But as we started to dig into the implications of a product redesign,
we fell down a rabbit hole that led directly to our brand.

After all, it's hard to create clear information hierarchy with only one font, so it was
natural to start looking at new typography. Brightening the app meant creating a new
color palette and illustration style, but that also meant finding a way to keep those
consistent with the logo... or make a new logo.

We dug ever deeper. If we’re brightening up our design, should we
brighten up our writing too? How playful is too playful? How serious is too serious?
Who are we trying to appeal to? Who are we trying to be? As we started to unearth
all these questions, our design lead Amanda pulled together a meeting.

We weighed the pros and cons of opening pandora’s logo. We were stretched thin
as it was, and a rebrand could be a timesuck that delays everything else. But if we
were ever going to do it, now was the time. Our new product needed a strong
foundation—but it was unclear whether we should patch up the one we had, or
create a new one from scratch.

We decided to take the first, cautious step of assessing our current brand, and go
from there. Thinking back on it, | don’t think any of us walked out of that meeting
expecting that we’d ultimately make such a radical departure from our existing
brand. But I'm glad we did.

In a year’s time, all those images above evolved to look like this:
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The new Asana is clear, colorful, and quirky. It's a place to focus on your work, while
remembering that work doesn’t need to be boring. When you check off a task or

a teammate’s comment, bursts of color illuminate the screen to celebrate your
progress. If you're lucky, you may even spot a wild unicorn wishing you a good day.

In other words: Goodbye rainy day. Hello rainbow. .

So, how did we get here?
Step 1: Unearth the core of our brand

Let’s go back to Fred.

That simple metaphor—our brand as a person—became a core aspect of our
thinking from early on. We frequently circled back to a simple question when we
needed direction:

“If Asana were a person, what would they be like?”
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At the core, each person is a product of our biggest goals, our values, our
personality, and our life story. When applied to an entire company, these are
generally known as Mission, Values, Attributes, and Narrative.

Brand System

Everything radiates out Brand
from the core Application

Brand
Elements

Core

Identity

Thankfully, Asana has long had a clearly-defined Mission: Help humanity thrive by
enabling all teams to work together effortlessly. (Audacious, no?) And our Values

were established by our founders from day one, leading to a culture based on
transparency, mindfulness, and more.

But what about personality? Goals and values lie below the surface, but a persons’s

personality is on display all the time, giving others a more direct impression of who
they are.
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A year earlier, our founders had sketched out our company’s personality in the form
of twenty-two Brand Attributes. They were a helpful start, but far too many to
remember. Our first task was to narrow them down to a more manageable number,
with input from people across the company.

We put out a survey asking: “If Asana were a person, how would you describe
them?” The response was kind of staggering; thousands of (impassioned,
emphatic) words were submitted over just a few days.

So, a couple of us printed out excerpts and locked ourselves in a room until we
could make sense of it all. We clustered them together, debated the nuances of
each word, and proposed Eight Attributes to Rule Them All.
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After honing with the rest of the team, we narrowed them down to six:

® ® O,

INTENTIONAL EMPOWERING PASSIONATE

9,

PLAYFUL AUTHENTIC EFFECTIVE

Our first stab at Brand Attributes, which were refined later with the help of Moving Brands.

A week later, we unveiled the Attributes at a company-wide meeting and hung
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banners around the office. The response was immediately reassuring. We soon
heard people from all across the company referring to the Attributes in conversation
(“l like that this e-mail is really Empowering, but could it be more Playful?”). Some
even wanted t-shirts with their favorite Attributes on them. It worked!

And we were convinced. There was energy around our brand like never before, and
it was time to go all-in. But where would we find the time?

Step 2: Bring in some help

Within minutes of meeting the folks at Moving Brands, we really liked them.
They immediately understood the big problems we’re trying to solve, and saw how
much we were falling short with our brand. We quickly signed a contract, and
opened ourselves up to their process.

It began much like our own: drilling into the heart of who we are and what we
believe in. They conducted dozens of interviews, led workshops, and ultimately did
a much more thorough job of soul-searching than we had.

Looking at other brands to find inspiration. — Left to right: Aki Shelton of Moving Brands;
Amanda Linden, Justin Rosenstein, Kenny Van Zant, and Emily Kramer of Asana.
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Despite covering a lot of the same ground, it wasn'’t
wasted work; their own process validated and refined
things we were uncertain about, while ensuring that
they grokked the nuances as they moved into the next
stage.




Ultimately, our six attributes were narrowed down to four. Less toremember,

without losing anything essential.

i

Empowering

Motivating, Encouraging, Enabling

Asana helps people do what they love. We provide
invaluable support for teams that are benefiting the
world, whether they're working on moonshot visions

or more down-to-earth ambitions. We aren't the
hero of our story—they are.

Quirky
Playful, Unconventional, Whimsical

Asana doesn't take itself too seriously. We love all the
delightful moments that make us smile unexpectedly,
so we create those moments for our customers too.
By letting ourselves have fun, we make countless
workplaces a lot less boring.

®

Purposeful

Passionate, Intentional, Effective

Asana exists to help humanity thrive. Our mission is

audaciously large and motivates every step we take.

Instead of acting impulsively, we take each step with

deliberate planning, craftsmanship, and focus. And
then we get the job done.

_' 4
Approachable

Genuine, Unpretentious, Loving

Asana keeps it real. We're open and honest, avoiding
aloof corporate language and phony marketing spin.
We see ourselves less as a company and more as a
team of humans helping other humans, so being
friendly and sincere comes naturally.

Next came the Brand Narrative, a story that explains why we do what we do. It
touches on the range of emotions—from elation to frustration—that most of us feel
in our work lives, and ends with a short-form narrative that serves as a North Star
for our brand.

270



Think back to the last time you were deep in the zone...

The way we're werking That's when it gets fun,
Ism't worki
Peopl 1 the
r whiat they're d

Do great things together.

By the end of this process, we had some solid guideposts to circle back to when in
need of guidance, making our judgements far less subjective. For example,
when assessing a design or a piece of writing, we could ask: ‘Does
this feel Approachable?” or ‘Does this convey ‘Do greatthings together’?”

If the answer was no, we knew we still had work to do.

Step 3: Develop a visual identity

It was time to start translating all this touchy-feely philosophy into design, and
naturally, our logo was the place to start.

A great logo is like a magic satchel: a small, simple thing that can be endlessly
filled with value, without ever losing its form.

That’s why the best logos are so damn simple. They don’t try to convey too much
on their own—they leave room for all feelings people will accumulate about the
brand over time. Apple’s apple, for instance, or Nike’s swoosh: the symbols alone
represent knowledge and motion respectively, but the quickest glance conjures a
hundred other concepts, from Macbooks to Michael Jordan.
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In short, the strength of the symbol is in its ability to trigger a complex
network of ideas and feelings, not in the complexity of the symbol itself.

And that’'s why Moving Brands nailed it on the first shot.

After a couple weeks of mood-boarding and brainstorming with our team, they
proposed three logo directions. These are the sketches from the first of those

options:

.
w7

The pitch: The three dots in our logo used to be arranged in a line, but now they’re
huddled close together, collaborating. It's the most simplified symbol of teamwork
possible—three forms working together to make something greater: an upward
arrow, a therefore symbol, an abstract ‘A’.

Some of us loved it immediately, but others weren’t convinced. Was it too simple?
Could it ever be memorable and iconic? And most importantly, does it look too much
like the Predator’s aiming death lasers of death?
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The two other concepts they showed us had elements that were promising, but they
didn’t feel as solid as the first one. We didn’t want to choose a direction too quickly,
so we asked them to keep exploring and see if we can find some other compelling
options.

Step 4: lterate, iterate, iterate

Over the next month or so, we looked at dozens of logo concepts. Among them, we
landed on a few solid directions, which got fleshed out with examples of how the
mark could be extended into a design system.

. DA% asana asana
A & 8> asana
asana -

i

g ¥
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Explorations: Sketches of logotypes and a mark concept called “Bloom”
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Flow: This concept conveyed the state of flow your team can get into when using Asana.
We didn’t choose it, but it later inspired our final color palette.

Despite some compelling concepts, we kept coming back to the three dots.
Moving Brands had iterated on the mark, adding a glow to the center to signify
shared energy. Once we saw it in context, we started visualizing just how

versatile it could be.
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The Three Dots: Application explorations

Eventually, it became clear that this was our mark. Asana’s co-founder Justin (who
had grown to love it after expressing initial skepticism) said it best: “When | see
this on my phone’s homescreen, it’s obvious: that’s the teamwork app.”

Moving Brands’ designer Michael worked with Vanessa from our team to hone
every aspect of it, from the precise spacing of the circles to the exact letterforms of
the wordmark. Eventually, after a long day of squinting at dozens of just-slightly-
different-from-each-other logos, Amanda held up a freshly printed version and said

what we were all dying to hear: “Ship it.”
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Step 5: Create a system

Of course, a logo by itself doth not a brand make. Now that we had a shining
symbol of collaboration, we needed a design system that we could wrap
around it and unfurl across all of Asanaland.

Moving Brands developed a typography and color system, and to tie it all together,
a “Daily Flow” motif based on colors of the sky. The idea was that as you moved
through your day, Asana moved with you. The logo, as well as the background of
the app, would change accordingly. And the marketing site would reflect this theme
in both messaging and visual style.

“Daily Flow” motif

We initially liked the concept, but as we saw it in action, it just wasn’t feeling quite
right. We weren’t sure why.

Meanwhile, we were starting to near the redesign launch date and we needed to
lock in the brand ASAP. Moving Brands was willing to keep working with us to get it
right, but we decided to bring the last leg of the race in-house, where we could
move faster and try things out in real-time.

Step 6: Refine the system
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When you feel like you’re close but it’s just not working, sometimes you push the
direction harder. We did that for awhile, really trying to make “Daily Flow” work. But
when we took a step back, it just still felt wrong.

- “n

Motif Explorations: “Daily Flow” explorations in the product. Morning, afternoon, and dusk.

So it was time to circle back to where we started. The sky tones were pretty, and the
concept was cool, but we asked ourselves: Is this motif embodying our Attributes?

It was Approachable enough, sure, but Quirky? Nope. Empowering? Not really. And
the heavily saturated color was distracting from meaningful color in the product,
leading to less clarity. So it wasn’t really Purposeful either. “Daily Flow” was a novel
idea, but we realized it was ultimately leading us away from our core brand.

So, we needed a new visual motif—something to bring all the pieces together in a
more purposeful way. After re-grounding in the goals we had for the product
redesign, our ideation quickly coalesced around a concept we coined Clarity &
Energy.

Here's the idea: When we're at work, we all want clarity on what it is we have to
do, so Asana starts with a clean, mostly white canvas that puts your work front-
and-center. But we also need energy to stay focused and driven toward results, so
bursts of vibrant color and animation appear at key moments to celebrate your
progress.

Within days, our team brought the concept to life. It started with Jess and Buzz
tossing confetti . around, then getting inspired by the colorful circle patterns, and
riffing on that for illustration and site design. Then, Vanessa was stripping color out

of most of the product, leaving just a few bright splashes in key areas. Tyson and
Marcos jumped into Origami/AfterEffects and started making icons and illustrations

come to life.
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Explorations of “Clarity & Energy”: A white canvas punctuated by color & motion.

Stop showing off, Tyson.

Oh and, for the hell of it, Tyson made a magic moving rainbow thing that you can
control with your fucking fingers in mid-air.

This all started to feel really right. By using color and motion in small,
concentrated doses, we allowed ourselves to be more playful in those moments
than we would be if the product wasn’t so spartan by default.
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And this meant we could finally embrace the unicorn.

If you’re a hardcore Asana user, you might know what I’'m talking about. Several
years ago, during an Asana hackathon, some engineers thought it would be cute

to write some code that beckons a unicorn to fly across your screen when tasks
are completed.

Judging it was too quirky for most users, it was relegated to the “Hacks” section of
Settings, waiting for unsuspecting explorers to stumble upon it. Among those
who've found it, it's gained a bit of a cult following.

. Stephanie Fernandes

W Follow
| @GirlyGladiator

The unicorn hack makes @asana the créme de la créme of task
managers

9:15 PM - 18 Sep 2015
« 12 3

™ Jackie Yeary

. W Follow
b @jaxyeary

Earning a rainbow unicorn from @asana is always the highlight of
my work day.
10:53 PM - 11 Sep 2015

“«- 31 9
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;L Christine Cawthorne W Follow
@ crocstar

Added the celebration unicorn so when | tick off a task in @asana |
feel extra awesome. Unicorns FTW!
2:03 PM - 2 Sep 2015

- 1 V2

So recently we ran a little experiment and turned unicorns on by default for a
subset of users who create new workspaces. Despite skepticism from myself and
others, the test was a success! More people ended up using Asana and
collaborating with their teammates if they saw a unicorn once in awhile.
While some were a little confused about what was happening, most were just
pleasantly surprised and delighted.

B Tim Adkins

. ¥ Follow
| @timboslice

| just completed my first task using @asana and a unicorn followed
by a rainbow flew across my screen proving my move from Trello
worthwhile

6:37 PM - 26 Sep 2015
- 1 W7

Bringing this back to our brand: our new motif became an opportunity to infuse this
principle into every aspect of Asana. When executed purposefully, quirky
celebrations aren’t just a throwaway flourish: they actually help people to stay
motivated and have fun, which leads to getting more results. Who knew unicorns
could boost productivity?
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Use of Energy (Color & Motion) in Asana |

Concentrate

Energy helps us focus on what's important.
Attention is drawn to elements like CTAs,
notifications, and hover/selection states

through subtle use of color and animation.

%

Collaborate

Energy motivates us to engage with our team.
Color & animation represent active collaboration
when we engage in conversation, attach pieces of

our work, view progress charts, etc.

Create

Energy encourages us to take the first step.
Louder bursts of color & animation reward us
when we create new tasks, teams, projects,

conversation, etc.

¢ *
‘4

Celebrate

Energy cheers us on as we make progress.
Celebratory animations reward us for completing
tasks, clearing our Inbox, and otherwise moving
our work forward.

Step 7: Brand all the things

From early on, we were determined to comprehensively roll out this new brand. It
wouldn’t do to just slap a new logo on the website and tweak the colors; if a rebrand
is to be successful, it needs full commitment.

So, the past few months have seen Asana’s entire design team working tirelessly to
apply the brand system to every facet of our company and products (and our
engineers making them come to life). I's been a ton of work with a lot of

dependencies. Many things needed to be revisited again and again as elements of
the brand evolved simultaneously. But it was completely worth it.

Throughout this process, it was invaluable to have Amanda shepherding the
process, ensuring that the circle was closed on each revisited element so we could
move forward. Equally important was documenting these decisions, so that we
could roll out the brand onto other properties in parallel, like this technicolor unveil
video created by Giant Ant.
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At times it seemed like all the pieces would never quite come together. But we
kept on pushing it until it did. And we couldn’t be more happy with the response.

Carrie Walters »¥ Follow
@carriefleck

Now that's a brand refresh, @asana. #newAsana
4:45 AM - 1 Oct 2015

“- 13 W¥sb

Danielle K o Follow
@whythisbox

Loving the #newAsana, especially the @asana i0OS app! Beautiful
new logo & gorgeous UX! " #productivity
11:17 PM - 30 Sep 2015

« 231 92
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Liam Dilley
@liamdilley

Help me | am being attacked by the new @asana logo!
8:08 AM - 1 Oct 2015

- TI6 Wb

Advice for your branding process

Here are the biggest takeaways from our process:

1. Involve a diverse set of teammates in branding as early as possible, so
the whole company feels like the brand represents them. It's worth it!

2. Get outside help when you need it. Not only may

consultants/agencies have branding expertise, they bring an untainted eye and
fresh perspective.

3. Give yourself time to warm up to a concept, especially if others on the team
are drawn to it. It may grow on you.

4. Insist on more options if only one is working. You won’t be sure of your
pick unless you’re able to see it next to other solid options.

5.Trust your team’s gut. If it isn’t working, take a step back and rethink it.
Encourage experiments with confetti.Rebrands are rare opportunities.
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6. Circle back to the core identity often. If you did that part right, it should give
you constant guidance when you’re not sure where to go.

7. Close the circle as you move forward. Be sure to have clear decision-
makers who can solidify changes, and propagate them across the team.

8. Have fun!

P.S. Asana’s design team is hiring in SF and NYC.

P.P.S. Fred has lots of friends now.

Author's Note: This rebrand wouldn’t have been possible without the hard work and
contributions of dozens of people. Major props go to the entire Asana design team:
Vanessa Koch, Jessica Strelioff, Amanda Buzard, Marcos Medina, Stephanie
Hornung, Tyson Kallberg, Francine Lee, Paul Velleux, Jim Renaud, Greg Elzerman,
Anna Hurley, and Amanda Linden. Invaluable input/quidance came from Justin
Rosenstein, Dustin Moskovitz, Kenny Van Zant, Emily Kramer, and Emilie Cole. And
of course the good folks at Moving Brands and Giant Ant.

Now check out the ten lessons Vanessa learned from our product redesign.
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Michael Wong

4 Invisible User
Experiences

you Never Knew About
Great Design Is Invisible by Michael W.

Originally posted on Mizko.net
You can catch me on Twitter and Facebook
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Great Design is Invisible

i
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Airbnb, Disney World, Uber and Nest. They are all phenomenal products, which
together are worth over $135 billion! Not only do their services deliver great value,
their experiences are so well thought out and executed that their strategy goes
unnoticed. In other words, their user experiences are invisible.

A good designer can organise chaos. A great designer

can eliminate chaos.”

When designing the experience and interactions of a product, the most common
question | ask myself is, “What is the least amount of work a user has to do, to
achieve their desired outcome?”

Who actually enjoys fiddling around with dropdown menus, input forms and
buttons? Sometimes as designers, we can be distracted by unnecessary noise
when thinking through an experience. We bring emphasis to ‘beautifully designed
forms’ because it's the easier way out. One method | found quite effective is to
think of the end goal and work backwards. This allows you to think beyond Ul
elements and really focus on what matters.

“Design is only obvious in retrospective”

As designers it is important for us to think more holistically about a product and its
experience. Polishing pixels is important but an experience which is so great that
the design goes unnoticed is even better.
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Jared Spool, an expert on the subjects of usability and design explains how
Netflix sent out a survey asking their users what they liked best about their
service. Customers replied with “Great selection of movies, recommendation tool
was helpful and the overall service was great. However one thing they didn’t
mention was the site was super functional, intuitive and well designed.

Jared Spool follows up with:

“While all these things are what the designers at Netflix work hard
on every day, they go unmentioned by their customers.It’s not
because these aspects aren’t important. It’'s because the
designers have done their job really well: they’'ve made them
invisible.

7

1. Airbnb — Design is more than gorgeous pixels

When booking a place on Airbnb, the real value is when the host wants to
accommodate the guest who contacted them. In retrospect, Airbnb could have
thousands of ‘available’ places to stay at but if no hosts wants to accommodate
you—you’ll have a negative experience.

So what does Airbnb do to fast track you to the real value?
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It's invisible. Searching on Airbnb is quite simple and the forms are very minimal.
When you make a search on Airbnb, behind the scenes they use machine learning
to detect host preferences.

Without going too in depth, what this means is that they have created a machine
learning model that learns host behaviours and preferences for accommodation
requests. With this understanding, they can optimise a ‘guest’ search results with
‘hosts’ that are more likely to accept your request as a priority. This makes your
experience on Airbnb more meaningful as you're very likely to receive a quick and
successful response from a host.

| am yet to experience an Airbnb host who does not respond to me.

2. Disney World — A frictionless, magical
experience.

Disney World invested $1billion on a magical wristband. Why? because it gives
them the opportunity to create a frictionless, magical experience through invisible
design.

It all begins when you book your ticket online and pick your favourite rides. Behind
the scenes, they capture everything from you. With this data they are able to
crunch your preferences then provide you a calculated itinerary that keeps you on
route and stops you from zig zagging back and forth across the park.

This invisible experience also flows into your restaurant booking. When you make
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the reservation the restaurant host will already know your name. In fact, you can sit
anywhere and your food will magically make its way to you! How? The restaurant is
fitted out with advanced sensors which open up a whole new world of opportunities
for them.

With Disney World knowing where you're located in their magical theme park, this
also opens up a ton of new opportunities to deliver an ever greater experience. Just
imagine your children’s favourite characters come to them instead of them have
weaving through the swarm of people.

As you can see, great design brings great experiences.

From a business standpoint, being able to optimise every itinerary will allow people
to explore more of the park’s top attractions. When visitors spend less time in lines,
they can do more and ultimately spend more!

3. Uber — Disrupting an entire industry with 1
screen

Taxis on-demand.
Who ever thought one screen could disrupt an entire industry?
Waving down a taxi before the Uber days was a nightmare. Stranded on the busy

streets on a cold winters morning at 4am in Sydney, is not a great experience.
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1. Not knowing when an available taxi will drive by:.
2. Not knowing where taxi stands are.

3. Now knowing the exact cost to destination.

The design of the Uber experience is phenomenal. From an interaction standpoint,
Uber solves all of the consumers uncertainties within one screen.

On the opening of the app (with location services permitted), the user does not
have to engage with any Ul elements to experience the value of the product. This
is a great example of industry leading design thinking. They’ve nailed “What is the
least amount of work a user has to do, to achieve their desired outcome?” on the
head.

As the app loads:

1. You can see where available taxis are.
2. Uber also provides an estimated time for the closest taxi to arrive.

3. The Uber experience only seems trivial and obvious in retrospective. Looking
back at previous ‘taxi booking’ experiences, the most obvious ‘solution’
seemed to be calling a hotline, leave your name and provide a vague location.

If you have noticed with the success of Uber, the entire concept of booking cabs has
diminished. Uber doesn’t offer the ability to ‘book a cab for tomorrow’. They've

disrupted and revolutionised the industry standards and expectations.

4. Nest — Self learning Thermostat
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Current thermostats are expensive, complicated and inefficient. Tony Fadell saw
this as a major problem, so he created Nest. As the designer of 18 generations of
iPods and 3 generations of iPhones, he applied his learnings in creating a ‘Smart
Thermostat'.

Most people don’t program their thermostats for many reasons—for me it's
because it's too fiddly. The Nest team have come up with an experience so great,
it's literally invisible.

For the first 7 days of installation, the thermostat will learn your preferences and
personalised schedule. Some features it accommodates include:

Ability to track your location via Location settings and will turn down the power
when you’re away.

It will then power up as it tracks that you’re returning home, so your home’s
nice and cosy on arrival.

Nest learns your night time habits and will turn down the power.
Signals to prompt you that you’re saving energy

The value proposition of Nest is that you teach it your habits and it’ll help you
save.

This is great because it's all done behind the scenes. The only thing required
from the user is to set the temperatures during the first week. There’s no more
fiddling around with unnecessary Ul elements. Hence why Nest was bought out
by Google.
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The Rise of Personal Assistant Apps

Great (invisible) design comes at a great cost.

As we endure technological advances and a better understanding of technology,
data, user behaviours and expectations, these experiences become more and
more achievable. That is why there has been a surge and uprise in Personal
Assistant apps.

What do Portal, Emu, VidaHealth, Mindy, Cortana, Siri and

Google Now all have in common?

They're all a stepping stone in becoming great experiences. They're focused on
delivering an experience where the ‘processing work’ happens behind the scenes.
As a consumer, why do | need to click through a form to tell you what | need? Is it
because we’re still adapting old practices, or is it actually a better experience
overall?”

| do believe some of these personal assistant apps are powered by manual work at
the moment—Dbut as these startups continue to capture more and more data, the
opportunity to automate a lot of the manual work will become available. In the next
5 years, we are going to see technology become more integrated than ever, with
experiences also becoming even more seamless. | am absolutely blown away by
what the team over at Microsoft Cortana are doing!

Conclusion

| hope you've learnt a few things from this article and that you’re able to put these
design thinking principles into practice. | challenge you, to start pushing yourself
into exploring new ways of experiencing digital products. We're in a digital age
where lots of things are now possible. Don’t conform to patterns and trends, they
don’t last.

‘A human made these things & a human can make it
better. Don'’t be afraid. Go try it yourself”— Tony Fadell

| would love to hear some of the innovative experiences you’re exploring or
have executed! Share them with me: innovation@mizko.net
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Keep in touch

Follow me on Twitter. Catch me on Facebook.

Relevant resources for you:

The first secret of design is ... noticing:l
https://www.youtube.com/watch?v=9uOMectkCCs

Disney’s $1 Billion Bet on a Magical Wristband
http://www.wired.com/2015/03/disney-magicband/

How Airbnb uses machine learning to detect host preferences:

http://nerds.airbnb.com/host-preferences/
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If you've ever used Airbnb to book a place, you'd know they're
a top-notch team when it comes to product design. The
experience is seamless and they revolutionised an entire
industry. That's why I'm here nerding out on the topic.

As a (product-growth-user-experience-interaction-interface-web-tacos) designer, |
enjoy breaking down and finding hidden experience and interaction gems in
successful products. Whether they are used to enhance the overall user experience
or are powered to stimulate growth, | find them interesting and something worth
sharing. Hopefully this post will help you to pick up a few ideas for your own project.

Without further ado, here are the 9 hidden user experience and interaction gems |
found on Airbnb:

1. Emotional Contagion (user experience)

As soon as | step onto Airbnb’s homepage, | am instantly greeted by a safe and
welcoming vibe. | believe there are many factors that contribute to this but one thing
definitely stood out to me. Photos predominantly drive their homepage. If you look
closely, most of their portrait shots have either a couple or group of ‘friends’ smiling
and enjoying life.
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This is a great example of emotional contagion.

According to Wikipedia, “‘emotional contagion” is the tendency
for two individuals to emotionally converge. When people
unconsciously mimic expressions of emotion, they come to
feel reflections of those companions emotions."

By overwhelming us with photos
from the get go, the home page is
jolting our minds to trust the
Airbnb community and associate its
brand with happy travellers.

If you want to see how emotional contagion can be spread online, you'll find the
following article quite interesting: ‘Facebook manipulated user news feeds to

create emotional responses’.

2. Emotion driven terminology (user experience)

Airbnb has a very consistent set of
terms they use across the site. ‘One
less stranger’, ‘A World of Belonging’,
‘Belong Anywhere’, ‘Welcome Home’
etc. This may not seem like much but |
believe it's very well thought out.

They turn what used to be a very static experience of accommodation search to
something very emotional and personal.

Never underestimate copy. It frames the context of any experience. For example,
you could have 3 photos displaying the best that Sydney, Melbourne and
Brisbane has to offer. A title such as ‘Ideas for your next trip’ is ok but a title such
as ‘This week’s TOP holiday destinations!” will get people clicking. The context of
the second title gets people to get excited and to jump on board because
everybody else is doing it!
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3. Saved previous search (user
interaction

When my café barista remembers
my coffee order, | can’t help but

Where do you want to go? Check In Check Qut return to Soak |n the VIP Seerce It’s
Europe pretty swish when service providers

remember the individual needs of
Just for the Weeke  tgjr customers.

Airbnb takes this service online by remembering all your previous website
searches. This means that after you've compared quotes and offers from
different sites, Airbnb will remember all your favourite stays WITH your travel

dates intact!

This is just one simple step to making your experience on their site memorable
and seamless.

4. Price range pain points (user interaction)

With the growth of Airbnb and the
thousands of listings that pop up in

Room Type @ % Entire Place [® Pr

Prics Range search results, choice paralysis can
easily overwhelm a user. | noticed
they now have a very discreet bar
graph that shows a high level count of

213AUD SE5EAUD Avarage

Maore Filters

listings within a price range. This helps me to quickly understand average prices
without having to dig into a hundred listings to gather this information.

5. Image carousel in listings (user
interaction)
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What's most important to you when
selecting a place to stay at? For me,
it's what the place actually looks like!
Airbnb makes it so easy to browse
through the listing photos. You don’t
need to click through to the next
page. You can simply browse the

photos on the parent-listing page. If the gallery doesn't tickle your fancy, move on.

#LESSONECLICK

6. Live updating listings (user interaction)

| love that their listings automatically
update when you move around on
their map. This is another well
thought out design that adds extra
delight to the experience.

7. Social proof and urgency stimulation

An old trick from the books.
Stimulate urgency and create social
proof by revealing the number of
users you’re competing with.

When | made my first enquiry on

Airbnb, | was rejected because | was late to make the booking. | wish they had this
implemented earlier! | still look forward to booking the place again, on my next visit

to Amsterdam!

8. Staying true to their core values (user

experience)
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How nice would it be to be greeted by
all your new ‘friends’ from all around
the world during a special time? This
is one of my favourite branding and
retention strategies by Airbnb.

| remember in one of Brian Chesky’s interviews he talks about Airbnb being
more than an accommodation site. It's a place to build new friendships.

At the end of last year | received an email, which titled ‘Share season’s greetings
with your Airbnb Hosts’. This is a great idea that encourages friendship and
community building on their platform. It is also a predominate reason to why |
enjoy booking with Airbnb over other accommodation sites.

9. Dynamic homepage (user experience)

A focused, funnel experience on
their homepage.

When you first come to Airbnb’s
homepage they remove the explore
section. The focus is on the first
entry point into their funnel.

Now make a search and click around on a few listings and return to the
homepage. What do you see? A personalised and tailored experience relevant to
your search. A minor gem but it definitely made me go wow, dat personalised
experience.

Not only does it add a touch of delight to the experience, the timing is also a lot
more relevant. I've become more of a warm user after making a search and
browsing a couple of pages.
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Conclusion

As of 2015, Airbnb is valued at $20 billion. That’s within 7 years. What an
inspiring startup story. If you haven’t already, | highly recommend you Airbnb—
The growth story you didn’t know. There are some great insights into startups,
product design and growth strategies.

| hope you’ve picked up a couple of tricks.

Keep in touch

If you’d like to keep in touch, share a few words or stay up to date on what I'm
working on. Follow me on Twitter and Facebook.
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Design
Mike Monteiro

In Praise of the AK-47

Q: | had a professor in school who went on and on about how well the AK-47 was
designed. He stressed that as designers we should be able to appreciate an object’s
design on a purely aesthetic level. Do you agree?

A: Fuck no. Fuck him. Fuck the AK-47. Fuck all guns and the people who
design them, but especially fuck Mikhail Kalashnikov, the designer of the AK-47.

But let's look at the argument being made. The AK-47 is often cited as a well-
designed object. And this case is usually made by pointing out that the AK-47 is
easy to use, maintain, take-apart, modify, and manufacture. It's a model of

simplicity. And the original design, introduced in 1948, is still in use, even as the AK
family has continued evolving.
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...the model and its variants remain the most popular and widely used assault
rifles in the world because of their substantial reliability under harsh conditions,
low production costs compared to contemporary Western weapons, availability
in virtually every geographic region and ease of use. — Wikipedia

Any of us would be proud to design something with that kind of legacy. Ease of
use. Ease of manufacturing. Adaptability. Simplicity. Aren’t these the cornerstones
of design?

The AK-47 is so simple even a child can use it!

So where is the problem? Surely, a designer’s job is to design something to the best
of their ability. As a designer, you are required to do your best work. And we’ve all
had to design something we weren’t too crazy about. In which case your
responsibility is to improve the design. How do you improve an object that’s
designed to kill without making it more efficient at killing?

A gun’s only purpose is to kill. When it kills it is working as designed. And a gun is
designed to be fired. The trigger yearns to be pulled. It is designed to shoot a bullet
into a human body at a force that creates the maximum amount of damage. Which
is technical way of saying its job is to kill you.
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But while someone can certainly make the case that an AK-47, or any other kind of
gun or rifle is designed, nothing whose primary purpose is to take away life can be
said to be designed well. And that attempting to separate an object from its function
in order to appreciate it for purely aesthetic reasons, or to be impressed by its
minimal elegance, is a coward’s way of justifying the death they’ve designed into
the world, and the money with which they’re lining their pockets.

Chamber Indicator

And yes, there are many objects that
kill. Cars come to mind. And they're
the gun enthusiasts favorite straw
man. And while | agree that cars
Dissassembly Lever definitely have the potential to Kill, you
Trigger Safety can't really argue that they’re
designed to do so. Car deaths—and |
hesitate to call them “accidents”

A Glock’s “safety” is ON THE TRIGGER! You because | do believe there are too
disengage the trigger and fire in the same many of them—are a very unfortunate
motion. This is by design. This was a design

decision. by-product of car

usage, but not the main goal. Every year steps are taken to make cars safer, to
improve the design of cars to reduce the amount of deaths. (Along with other, more
marketable, goals.) But, by definition, improving the design of guns can only result
in them becoming better killing machines.

If a thing is designed to Kill you, it is, by definition, bad design.

So what is the designer’s role in this? Design is an ethical trade. And yes, it is a
trade done for money. But we have a choice in how we make that money. A
designer possesses a set of skills necessary to get something made. And needs to
properly assess how they are putting those skills to use. But, won’t someone else
just design it?
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The monsters we design carry our names into eternity.

Possibly. If Kalashnikov hadn’t designed the AK-47 wouldn’t someone else just have
designed another rifle? Most assuredly. And they did. There are as many types of
rifles out there shooting up our villages, our churches, and our Marine recruiting
stations as there is cereal in the cereal aisle. And they all have a designer's name
attached to them. The shit we design carries our name.

Your role as a designer is to leave the world in a better state than you found it. You
have a responsibility to design work that helps move humanity forward and helps
us, as a species, to not only enjoy our time on Earth, but to evolve.

And to design is to take purpose into account—as my friend Jared Spool says:
design is the rendering of intent. You can’t separate an object’s function from its
intent. You cannot critique it, you cannot understand it, and you cannot appreciate
something without thinking about its intent.

You are responsible for what you put into the world. And how it
affects the world.

You are responsible for what you put into the world. And you are responsible for
how what you've designed affects the world. Mikhail Kalashnikov is responsible

for as many deaths as the people who pulled those triggers.
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The things you put into the world will be used in ways you never expected. And by idiots.

Obviously, firearms design is an extreme example of this. | doubt many of you will
go on to become firearms designers, and fuck all of you that do. But how many of
us are asked to design things that have the potential of causing harm to the people
who come into contact with our work? How many of us will work on privacy settings
for large social networks at some point? Will we think of how those settings affect
those who interact with them? How many of us will design user interfaces for drop
cams? Will we think of the privacy violations they might cause?How many of us will
design products that put people in strangers’ cars?Will we consider those
passengers’ safety as we design our solution? And will we see it as our
responsibility to make sure these products are as safe as possible?

And if we come to the conclusion that these products cannot be made safe,
how many of us will see it as our responsibility to raise our hands and say
“'m not making this.”

Because we have to.

Thanks to Ross Floate.
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Design

Mike Monteiro
23 min read

The following is an excerpt from You’re My Favorite Client, a book to help people
understand design. Written by Mike Monteiro. Published by A Book Apart.

Chapter 1

Why you need design

DESIGN RESULTS FROM human decisions. You can design with intention, which
means you have a chance of doing it well, or you can let it happen, which means
you’ll probably bungle the job. Design happens whether you're aware you're doing it or
not paying attention. Nothing is undesigned. Things are badly designed, well
designed, and points between.

What do | mean by design?
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Design is how we communicate what an object does, or its
function, through its shape or form.

Take a baseball mitt. Study it for a bit, and it becomes obvious that your hand goes
inside. That's form. The minute you have the mitt on, you understand it makes it
easier to catch a baseball. That’s function.

An example of good design. The object’s form makes its function obvious. And the problem being
solved is evident. (Especially if you've ever tried to catch a ball with your bare hand.)

Design is also the process we undertake to solve a problem. It fucking hurts to
catch a baseball with your bare hand. A mitt is the solution to that problem.

If you ask five designers to define design, you'll get five different answers. For our
purposes, and because we have actual work to do, the above definition works
fine.
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When you think about the design of a chair, you consider both how it looks and how
it feels to sit on. A well-designed office chair corrects your posture and enhances
your productivity, while a well-designed living room chair lets you lie back and relax,
watch TV, play with your iPad, and take a nap. An airline seat is purposely designed
to fill you with regret and levels of sadness unknown in human history outside the
Spanish Inquisition.

If you and | were to design a chair together, we’d have to consider some factors
from the get-go. Of course, we’d consider the seat’s size, the height from the
ground, the angle of the back, the materials, and the fabric. Before we made any of
those decisions, we’'d ask ourselves about the chair’'s goals. Who would be using
the chair? What would they be doing? How would the chair benefit the person
sitting in it? These answers affect how we communicate its function. When a
person’s expectation of the chair matches their experience of sitting in the chair,
they get more joy out of it. This is design done right.

Will those considerations ensure that the chair is well designed? No, but they
certainly increase the odds. Not thinking about them ensures that our chair is badly
designed.

Design begins at conception. No amount of “design” is going to turn the IKEA chair on the left into the
Arne Jacobsen chair on the right.
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Yet when we build websites or apps, we often wait until the last minute to bring in
designers to “apply” design, or look and feel. This is akin to baking a cake and then
hiring a baker to make it taste good. (We’'ve mixed our first metaphor!)

WHAT’S DESIGN’S VALUE?

Imagine two chair shops across the street from each other. One shop takes the
chair’'s design into consideration from the start. They hire the best chair designer
they can. The chair designer researches other chairs on the market to figure out
where they’re lacking. They ask people what they like and dislike about their current
chairs, research materials, consider the chair company’s budget and profit margin,
and source materials and manufacturing to make sure the chair is built right. They
test different designs. They make adjustments. They test again. They come up with
a solid design that meets both the company’s goals and people’s desires. The chair
goes into production. It sells well. Everyone is now rich.

The people at the chair shop across the street also make a chair. They select
adequate materials and make a seat, some legs, a back. This is definitely a chair!
Then they hire a designer and say, “Make this a comfortable chair!” The designer
adds a sad little foam rubber seat cushion. The chair bombs. Everyone dies
of dysentery.

The value of good design is the increased possibility of success. We understand its
importance in everyday objects like chairs, clothes, watches, coffee makers, and a
good mattress. When it comes to websites, we tend to think of design as a surface
layer applied at the end. In truth, that website’s design started long ago. It can be
intentional or happenstance. For design to be truly great, you need to build it into
your projects from conception. Because if you’re not doing it, you can bet your
competitors are.

To get design’s full value, you need to hire a professional. You need a designer.
Would you trust any other valuable part of your business to someone who wasn't
qualified to do it? Would you let your cousin’s best friend do your accounting
because they had a calculator? Or let your neighbor reprogram your fuel injection
system because they have three cars on blocks on their lawn? Probably not.
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We hire professionals because we can hold them accountable. If you get audited,
you better believe you're taking your accountant with you to the hearing. If the
credit card processing system on your site goes down, you want to know that your
engineering team is on it. You also want to be able to call them into your office and
ask what happened. When your users can’t figure out your site’s interface, you
want to know you’ve got people trained in designing effective interfaces on the job.
When you ask people to take on tasks that are neither part of their job nor
something they’re trained at, you have no right to complain if they screw it up. Gift
horses and whatnot.

Can | guarantee that hiring a professional designer will result in good design? No
more than a college can guarantee that studying there will make you smarter. But it
certainly improves your odds. Especially if you find the right fit. We'll go over that in
a bit.

Look for thoughtful, inventive problem solvers with excellent communication skills.
Don’t get dazzled by the “creatives” trap. If you catch yourself thinking, “We could
really use some of this energy around here,” put down the Kool-Aid. Treat your
designers (and call them designers) as adult professionals. Hold them responsible
for measurable job performance goals, the same as other employees. (We’'ll go
over how to do this in a later chapter.)

WHAT DESIGN CAN’'T FIX

Let me tell you a story that’s playing out among every media company in the world.
The editorial team is arguing to make their website look more modern, offer a
cleaner reading experience with better typography, and hey, while we're at it, let’s
kill pagination. Across the table, the sales team is arguing for their ad units, for
placement above the fold. (The concept of a fold will outlive every newspaper on the
planet.) They’re arguing for three or four or five ad units on every page. To be fair,
their job effectiveness is measured by those units. While I'm generally
(always) on the editorial team’s side, | empathize with the sales team as well. This
isn’t unlike Stringer Bell pushing for the co-op as Avon Barksdale screams back,

‘I want my corners!” (This is the first reference to The Wire. Won't be the last. Be
ready. Everyone in business should watch The Wire.)
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So the company hires a design team to help solve their problem. If the design
team’s good, they’ll tell the truth: the problem is that the stakeholders have different
goals. The site can’t solve the problem, because the two sides need to agree over
the conference table first. Otherwise, they're passing a compromised intent to
readers.

In our experience as a design firm, it's common for client team members to disagree
among themselves. They get to the point where some people want one thing like
exposed navigation, and others want it hidden. They ask us to devise a solution that
meets both teams halfway. Or someone higher up has a drastically different
reaction to the work than the core project team. So they ask us to design something
that tricks the CEO while staying the course. Or worse: “Can you show us both
variations to help us make up our minds?”

The answer is no.

The ElI Camino: manifestation of compromised intent.Photograph by Useute,
English Wikipedia Project
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As my good friend Jared Spool says, “Design is the rendering of intent”. When the
intent isn’t clear, the project stakeholders can’t agree on goals, or two founders

veer in two directions to take their company, no amount of design can solve that
situation. Design doesn’t work if you don’t know your intent. Otherwise, you’ll find
yourself in the land of mullets, half-cafs, cran-grape drinks, platypuses, and El
Caminos. (Granted, platypuses are pretty cool. But they’re filled with poison.)

Designers can design a solution to a problem, but they can’t
design a solution to a disagreement.

Some designers try to apply the wisdom of Solomon by coming up with a solution
so terrible the disagreeing parties have no choice but to finally agree. This never
works. And they soon find themselves breathing life into Frankenstein’s monster. A
designer should never put something in front of you they don’t stand by.

Before you commit to the design process, make sure your goals are clear and your
team’s on board with those core goals. Bring in the designer once you’ve done so.
Bring them in to help you work through the details and the strategy, and then leave
the solutions up to the designer.

The only way out from unclear goals is to talk through them until you’ve achieved
clarity of intention. (Pro tip: do this in a room with no windows and no chairs that

also smells like eggs. You'll cut your time in half.)

Here’s a handy list of problems you may need to solve before spending precious
time and money on design:

Imaginary business model
One of the first questions | ask potential clients is how they’ll make money with the

thing they want me to design. Everyone (hopefully) remembers the underpants
gnomes episode of South Park. The gnomes have a foolproof plot to get rich:
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That's right. It's the exact plan we used to build the internet! The lovable
rapscallions of South Park couldn’t help the underpants gnomes execute their plan
and were wary of giving up their underpants without knowing the purpose.

You can’t design a system for profit unless you
understand where that profit comes from.

At the least, you can'’t design it well. To tell whether something is designed well, you
need clear metrics. One such metric should be whether the business model is
successful, if you want to stick around. With a clear and reasonable business
model, you have a chance at a successful design.

Here’'s an example that doesn’t involve gnomes. Say you hire a designer and your
business model is ad-driven. The designer does an excellent job optimizing the ad
spots to generate revenue and places them where advertisers will pay a premium.
Two weeks after launch, you decide your most important metric for success isn’t ad
revenue but the number of newsletter subscribers, which was a low priority during
the redesign.
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You look at the number of newsletter subscriptions, and it's a weak number. Does
that mean the site wasn’'t designed correctly? No. That's the site working as
designed. When your business model shifts, you need a redesign—so hammer out
your business goals before you start.

Bad content

Since we’re becoming friends I'll tell you a secret. No one comes to a site because
of the design. They come for the content or the service, like booking air travel. The
design should encourage them to stay, offering a wonderfully easy-to-understand
and even delightful way to interact with that content or service. Bad design can
certainly bury good content, but you can’t design a “premium experience” and pour
crap content into it with any expectation of success.

A few years ago, | had the pleasure of working with ProPublica, a team of
investigative journalists who do incredible work. Their initial strategy was to partner
with newspapers (many of whom had laid off their own investigative reporters) and
publish stories through these partners. ProPublica intentionally focused their
resources on reporting rather than their website. Over time, the pool of available
partners dwindled, and ProPublica realized they needed to create a suitable
platform to publish their work. We were lucky enough that they chose to partner with
us. Our job was relatively easy. All we had to do was create an effective showcase
to highlight that work. These days ProPublica is gobbling up Pulitzers like Pez. Is
this because of the site design? No. But the design makes reading their stories a
more pleasant experience.

It's all about content, people. Design is what holds it together. So before you drop a
chunk of money and time on design, get some writers and content strategists. And
beware of people who talk about “consuming content.” No one has ever woken up
with the desire to consume content in their life.

A lack of resources

The first part of our design process is what we call the discovery phase. This is
when we examine every aspect of the design problem. We talk to people in the
organization. We talk to your users, discuss your goals, and find out how you get
things done. Only after we've done this research can we think about how to solve
anything.
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Most studios have a similar research phase. Be leery of those that don't.

The most crucial thing we discover is how you work as a team. We need to know
how many people actively publish to or maintain the website, and how much time
they commit to it. We also need to know their skill sets. Any decent design solution
takes your resources into account.

So when a client says, “We want tons of big photos,” my next question is, “Who’s
going to source those?” When we don’t have a clear answer, or when the indicated
individual lacks the skill set (and sourcing photography is a skill), the website will
probably fail. The same applies to infographics, only it’s ten times worse.

If | design a system that you lack the resources to sustain, I'm not doing my job. |
haven’t designed a solution to the problem; I've created a problem.

A good designer can’t in good conscience deliver
something to a client knowing it will fail.

Be wary of gravitating toward a design that calls for a nonexistent resource. On
the plus side, you could become a job creator!

Stealth stakeholder

“They’ll come around when they see what great work you're doing.” Sure they will.
They’ll come around and kill the project because they’ve been left out of it.

LOL. Invisible stakeholder.
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I've unfortunately gotten myself into this position a few times. A well-meaning team
hires me. | ask if all the stakeholders are aware of the project. They say, “Yes,” or
more likely, “Sure!” We proceed, do a ton of great work together, and when the
project’s about to go live, a previously invisible stakeholder emerges from the
shadows like Batman. The specter sometimes manifests as: “We need to get the
board’s approval before final sign-off.” Replace board with investor, dean, silent
partner, dad...you get the idea.

No work is so good that it makes people happy they were left out. As difficult as the
conversation or logistics may be to get those people on board before the project
begins, | guarantee you (and I'll give you few guarantees in this book) that
conversation is easier than the conversation when they realize they’re out of the
loop.

So before you scope the project or interview designers, ask yourself,
“Who can Kkill this project?” Involve that person! Make an ally, not an enemy.
Include your designer in the conversation. I'd much rather help you convince your
CEO at the project’'s onset than stand in her office three-quarters of the way
through the project to explain how I've been spending her money.

Conflicted chain of command

Nothing halts a design project like hazy direction or contradictory client feedback.
As | mentioned at the start of this chapter, we often get conflicting feedback from
clients who haven’t sorted out their priorities.

Clients ideally handle internal disagreement before feedback reaches the designer,
but since hearing the source of the disagreement is often instructive, I'm okay with
not drawing a hard line and hearing what the disagreement is about.

When the feedback contradicts itself, our job is to point that out and help the client
clarify and prioritize. Someone on the client side may have to step up and make the
ultimate call. We need to know who has the final say, which means you need to
know first.

Let me tell you about Larry. Larry is one of my all-time favorite clients.(Unseating

Larry should be your goal.) Anyway, Larry had a team of bright, opinionated people.
| loved working with them.
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During one of our early meetings, everyone was arguing a point I've long since
forgotten, but the opinions were flying around pretty fast and Larry was sitting there
listening. Mulling things over.

At one point, someone made a fairly impassioned case and Larry shouted, “Sold!”
The argument continued.

Larry, in a friendly, authoritative voice, said, “You don’t understand. When | say
‘Sold,” it means that you’ve convinced me and the discussion is over.”

In that moment, there was absolutely no confusion about the chain of command.
I've since adopted yelling, “Sold!” during our own internal meetings, much to my
team’s dismay.

WHAT’S A DESIGNER?

“Bring in the creatives!”

When most people think of designers, they picture something exotic. A rule-
breaker! A free spirit. They may picture Edna Mode from The Incredibles forcing
her newly designed suits on a freaked-out Elastigirl.
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They may see Stan from Mad Men lighting a joint in the office. Or Will Ferrell’'s
character Mugatu from Zoolander. And god bless those of you imagining Darrin
Stephens from Bewitched, who was unable to solve a client’s problem without the
intervention of forbidden wife-magic.

We’ve been trained to think of designers as people who are a few cards short of a
tarot deck, out in left field, creatures of instinct. They don’t follow rules. They
accidentally set conference rooms on fire. And they only work when inspiration
rolls up for a visit. Even worse, we believe that those are the qualities we should
value and seek out in designers.

The myth of inspiration has a strong hold on designers and their clients. Both
share in its perpetuation. (Can you imagine letting any other employee get away
with only working when inspired? | hope not.)

The world of advertising, whose list of sins runs deep, has sinned most by
branding these people as creatives, which the world of web design sadly adopted
as its own. Calling someone a creative doesn'’t elevate. It marginalizes. The label
excludes designers from conversations about strategy, product definition,
business goals, and metrics. It sets them apart from other employees as people
who aren’t bound by the same expectations and requirements. It diminishes their
opportunity to be seen as people capable of analytical, rigorous thought.

Sometimes designers look like this, but mostly in movies. In real life we’d find
this person incredibly irritating to work with.

319



Sometimes designers look like bouncers and the guy that pumps your gas in Oregon. And that’s ok. They
get shit done.

Saddest of all, people who went on to become designers grew up with those
stereotypes and adopted them as their own. This is why you have people self-
identifying as creatives. Coming into work when they please. Skipping
requirements meetings. Blathering about inspiration while the money you're paying
them is flushed down the toilet, along with your deadlines.

And here | am telling you to hire these people.

Except I’'m not. | want to redraw your mental picture of a designer and tell you what
you should expect of them.

I’'m here to say it's okay to tell them to take off the stupid panda hat at work.
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A good designer behaves like a skilled professional with analytical, persuasive,
creative, and social skills. You can count on them to solve problems, present good
work in a timely manner, be accountable, and argue from an informed point of view.

Designers aren't artists. Design isn’t self-expression.

Nothing special or magical marks design. While designers come in many flavors,
some bitter and some with a lemony aftertaste, don’t tolerate any of those flavors if
the designers don’t behave professionally.

Let’s explore the vast world of designers and learn more about what they do and
what you should expect:

Designers make things

This is probably the part you already associate with designers: the making of the
thing. Yes, with the mockups (don’t call them mocks!), the layouts, and the coding. |
won’t spend too much of your time here, except to emphasize that the reason this
part works is all the attention to the parts that come before it: the research and the
strategy. Understanding the problem.

Sitting down to execute is the easy part if you did the prep
work.

Designers solve problems

Once upon a time, | did a research interview with a young designer who worked at
a big company. | asked him at what point he got involved in projects. He told me
that the product team, the management team, and the engineering team—
basically everyone but him—got together and defined the product strategy. They
wrote product specs, made wireframes, did most everything but tie a bow on the
project, and handed it over to “design.” | asked this kid, and he was a good kid,
why he didn’t attend those meetings. He said he wasn'’t invited. (Small aside to
any designer reading: don’t wait for an invite. Get your ass in there.
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Your boss may not even know it's important for you to be present. I'm about to tell
them, but part of your job is knowing where you need to be and telling people you
need to be there.)

You hire designers to help solve your problem. To do so to the best of their abilities,
designers need to take part in conversations where everyone discusses the
problem and bandies about solutions. This helps them better understand what
you’re asking them to do, and it puts people in the room who may have a different
approach to the problem. You want as many diverse points of view as possible. If
you’re worried about bringing a designer into the room because you’re batting
around half-baked ideas, that’s exactly why the designer should be there: to throw in
ingredients you wouldn’t think of and keep you from fully baking the bad ones.

Design starts with understanding the problem and helping to set the strategy. Not
having your designer participate in the problem solving is like a restaurant investor
handing the daily menu to the chef and saying, “Make this.” Neither of us would
want to eat at that restaurant.

And, yes, if you have a designer who hasn’t asked to be involved as early as
possible, you should be a little worried.

Designers advocate for your users

Your success depends on how well your product or service meets the needs of the
people who use it, and how many people you get to use it. Good designers
understand this. They find out who your customers are, how they behave, and how
they think. Some designers even create personas to better represent these people
so it's easier to plan and design with them in mind.

| once worked with a designer who bought frames with photos of strangers at thrift
stores. She stashed the photos in a box under her desk. When she started a
project, she flipped through them until she found people she felt matched the users
we were designing for. She kept those frames on her desk for the project’s duration
to remind her that she wasn’t designing for herself. She was designing for them.

Every good designer is a bit of a method actor. We try to design throughthe eyes of
the people we anticipate using the product. Does this mean we disregard your
business needs?
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Au contraire! We make sure that your business needs match the needs of the
people you're trying to win over. Ultimately, that’s the best thing we can do for your
business.

Designers work well with others

I's almost impossible to design anything by yourself. It's also stupid. You improve
everything when you talk to people with different viewpoints, experiences, and skill
sets. The myth of the solitary genius is just that: a myth.

Design is a team sport. And a team with cohesive chemistry always beats a team
with a few prima donna superstars. Even if the solitary genius manages to squeeze
out a couple of good projects before everyone tires of their attitude, the door will
eventually close on how long people are willing to put up with them.

A designer is a communication professional. When | start a project | get to know
everyone on the client’'s team. | learn what they do, how they tick, how best to
communicate with them; | develop relationships and trust. Projects take a while.
You'll work together for a long time. You have information in your head that's
crucial to the project’s success, and I’'m guessing you may not be quick to give it to
someone who doesn’t treat you with respect and kindness.

You don’t have to put up with the solitary genius or the asshole
genius.

Designers have reasons

Designers need to be able to explain decisions in a rational manner and tie them to
project goals. By letting you know how their solutions relate to research findings.
By backing up their decisions with quotes from user interviews. By using data and
analytics where applicable. They have to explain their decisions and do so
convincingly. They have to sell it.

A designer who can’t explain their rationale is useless—open to the whims and
desires of everyone around them. If they don’t understand their own decisions, they
can’t advocate for your users or replicate their choices across projects. They can’t
argue. Every designer in the world needs to be able to answer: “Why did you do
that?” If their reply is, “I can change it,” you're absolutely fucked.
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“I think it looks good” is not a rationale. It's a red flag.

Designers take feedback and criticism

A solid, thoughtful rationale also nicely sets the table for good feedback. If your
designer says they made a decision based on research and best practices, they’re
doing their job.

But a designer who says they were “inspired” to do something opens the door for a
stakeholder to give feedback that’s just as subjective. Whim begets whim. Now
you've got a roomful of people arguing about their favorite colors.

But isn’'t inspiration important? Absolutely Remember the scene in
Apollo 13 where the astronauts cobbled together random parts from around the ship
to make an air purifier? Using everything at your disposal to meet a goal is
inspiration. Throwing shit together and hoping it sticks isn’t.

A designer confident in their decisions is confident enough to listen to criticism.
They’re showing you results based on systematic thought not a magical moment.
People are more open to their math being wrong than having their fairy tales
spoiled.

I've gone into presentations convinced that | was about to show a great solution.
Fifteen minutes in, someone on the client team says, “You forgot to take x into
account.” And holy shit. They’re right. At that point, my job is to shift gears and get
everyone involved in solving for that case. And thank the awesome individual who
uncovered it.

My friend Jared Spool, whom I've now quoted twice, says, “The best designers are

passionate about design, but dispassionate about their own designs.” It's a good
line. | wish | could take credit for it. (I eventually will.)

There’s a big difference between defending work, which a designer must know
how to do, and being defensive about work, which a designer should never do.
When you point out an obvious problem to a designer and they keep fighting,
they’re no longer fighting for the work’s quality. They're fighting for their ego. A
good designer is confident enough to fight for what’s right and acknowledge what’s
wrong.
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“The best designers are passionate about design, but
dispassionate about their own designs.” — Mike Monteiro

Of course, you should make sure the criticism focuses on the work, not the person
presenting the work. (We’ll go into how to give good feedback in Chapter 4.)

How do you know if you have a good or bad designer? Let’s find out.

RED FLAGS TO LOOK FOR IN DESIGNERS

Beware of designers who’ve only worked by themselves.

A designer who's worked alone only knows what they know. But a designer who's
worked with other designers, taking in everything they had to teach, knows what
they all know and isn’t afraid to tell you what they need. A young kid who'’s the sole
designer in a company founded by and filled with engineers or developers has a
harder time learning how to make the case for their craft. They don’t work to
convince someone of a point, because they never feel like they have the backup.
They’re a pair of hired hands.

Beware of designers who wait for you to define their job.

The designer is the expert in what you hired them to do and what they need to get
that done. After all, you hired them because they’re uniquely qualified to do this.
Good designers empower themselves to do their jobs. If you're in a situation where
your designer asks for a lot of direction, you may need to remind them that you
expect them to take charge of the things under their purview. Your designer should
come to you for feedback that evaluates their proposed solution—but not direction,
which asks you to come up with the solution itself. That’'s what you hired them for.

Beware a designer who doesn’t ask questions.

| mean “Why are we doing it this way?” type questions, not “How do we do it?”
questions. A designer, heck, everyone in your company, should be curious about
why decisions are made the way they are. A good designer takes every decision
apart to see if they can put it back together better. It's in every good designer’s
nature to improve what they’re handed.
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Beware a designer who doesn’t argue from a strong point of

View.

Once a designer is convinced that a specific choice is right, they should be willing to
argue their position. They should also be open-minded enough to be proven wrong,
but only if the opposing argument is strong enough to persuade them. Slight
pushback shouldn’t change their mind.

Beware a designer who wants you to like them more than they

want to do good work.

Every designer has an aha moment in their career when they realize they're
designing work the client hopes to see instead of work they know is right but needs
a harder conversation to get the client’s approval. Until they have that moment,
they’re not giving you their best work.

It is ok to like unicorns. They want to be liked, and your friendship helps them to exist. Unicorns are not
design, and generally don’t have quarterly revenue goals.

Your interactions with the designer go a long way in determining whether they’re
showing you their best work. You don'’t hire them to be your friend or to design to
your own whims. You hire a designer to solve a problem. I've seen too many
designers throw their research and good sense to the wind because the client
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expressed a personal preference and demanded they follow it. You don’'t want a
designer who ends up doing the best work you can come up with. You want them
designing the best work they can come up with.

Chapter 2
Hiring a designer

Ok, you’re sold on design. Now you’re ready for more knowledge. Pick up a copy of
You're My Favorite Client. If you're a designer pick up a box of them and give it to all
your clients. You won’t regret it. You'll get fantastic insight into things like:

working together

evaluating work

giving feedback

how to tell when things are going well

how to tell when things are going wrong, and what to do about it

You’'re My Favorite Client is available in all your favorite formats, directly from A Book Apart.
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Mike Monteiro is a nice guy or a total asshole depending on your opinion. He is
also the Design Director at Mule Design. And the author of Design Is a Job and
You’re My Favorite Client. And he writes at Dear Design Student.

Big thanks to Mike Essl for the header gif.
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Be brave. Take risks.
Nothing can substitute
experience.

Lorem ipsum dolor sit amet, euismod
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Design Breakfast

Muzli is a new-tab chrome extension, it will become your home page, so you don’t
miss anything.
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ﬁ Design

Nikkel Blaase

Why Product Thinking is the
next big thing in UX Design

Life’s too short to build something nobody wants...
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When thinking of User Experience, we often think of a simple, beautiful, and easy to
use feature-set of a product, that makes the user’s life easier. But as a matter of
fact, features are merely a small, fragile part of the product. They are only a few of
many thinkable solutions for a user’s problem the product tries to solve. Thinking in
products means thinking in specific user’s problems, in jobs to be done, in goals,
and in revenues.

UX Product

Design Management

PRODUCT THINKING

The core user experience is not a set of features; in fact, it is the job users hire the
product for. Uber’s core user experience is to get a taxi easily at any time. The
countdown, displaying when exactly the taxi will arrive, is a suitable feature that
expands this experience. But Uber’s product works regardless of this feature. The
countdown, on the other hand, cannot live without the product (the certainty to get
a taxi easily at any time). There is a one-way interrelationship between feature
and product: Features don’'t work without the product. This is why designers
should think in products first.

“Think in products, not in features”
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Uncover the jobs the product is hired for

A product has a core user experience, which is basically the reason the product
exists. It fulfils a need or solves a problem people have. By that, it becomes
meaningful and provides a certain value. If the problem is non-existant, or the
solution doesn't fit to the problem, the product becomes meaningless and people
won’t use the product; which in turn leads to the downfall of the product. Wrong
solutions can be fixed, but non-existant problems aren’t adjustable at all. So, how
can we be sure to tackle a real problem? Alas, we can‘t be 100% sure, but we can
minimize the risk a lot by observing and talking to people. Hence, uncovering the
problem and building solutions customers really want.

,It’s not the customer’s job to know what they want“ —Steve Jobs

Clay Christensen, for instance, once tried to improve the sales of milkshakes. He
tried to make them sweeter, offered them in different tastes, and slightly increased
the size of the cups. Nothing worked out, until he started observing the customers
who bought milkshakes. He found out that the job the customers hired the
milkshake for was in fact to make their morning car ride to work less boring. The big
benefit a milkshake has is that it is a thick drink that lasts longer than any other
drink and stuffs the stomach. This was the real problem; the customers had no idea
about it. In the end Christensen came up with the solution to make the milkshake
even thicker, which led to an increase in sales numbers. http://ipony.de/?p=3495

Jall in love with a problem, not a specific solution“ —Laura Javier

Think in products and build the right features for
the right people

Thinking in products helps building successful features. By defining the problems
the product tackles, it answers the question “why do we build this product?”.
Defining the target audience “who has these problems?” and defining the solution
‘how are we doing this?” will give enough guidance to create a new feature. Setting
up a goal will help to measure the success of this feature.
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PRODUCT THINKING

USER FIRST

PROBLEMS

What problem do we solve?

TARGET AUDIENCE

For whom are we doing this?

Problem-
Solution-Fit

JOB-TO-BE-DONE

VISION
Why are we doing this?

STRATEGY

How are we doing this?

OQUTPUT
GOALS
What do we want to achieve? ‘ 1
Measure
Success

FEATURES

<_|

What are we doing?
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The Problem-Solution-Fit

Products become meaningful when the provided solution fits the uncovered
problem. This solution describes the way how a problem will be solved. Thus, the
problem-solution-fit defines the core user experience of a product. The concrete
features are extending this experience and support the core experience, but they
cannot replace it. Interaction Design and Visual Design can make a product
beautiful, easy-to-use, delightful or make it stand out in the competition, though it
can’t make the product meaningful. This is why a proper problem-solution-fit is so
critical for the success of a product.

The Product Definition

When thinking in products, UX designers should be able to answer the following
questions first: What problem do we solve? (User problem). For whom are we
doing this? (Target audience). Why are we doing this? (Vision). How are we doing
this (Strategy) and what do we want to achieve? (Goals). Only then it makes
sense to think about what exactly we are doing. (Features).

WHAT IS YOUR PRODUCT?

In order to (Vision),

our product will solve (Target Audience)
problem of (User problem)

by giving them (Strategy).

We will know if our product works, when we see (Goal)
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The power of Product Thinking

Thinking in products gives designers the advantage of building the right features for
the right people. It helps understanding the user experience of a product as a
whole; not purely as Interaction- and Visual- Design of features. It makes sure
designers tackle real user problems and herewith reduce the risk of building
something nobody wants. It gives the power to make the right decisions whenever it
comes to building features.

‘Building features is easy, building the right features for the right people is
challenging”

Product Thinking enables UX designers to ask the right questions, to build the right
features and to communicate with stakeholders more efficiently. It enables
designers to say ,no“ and to be hesitant before adding new features. Whenever a
new feature is requested or someone has an idea for a new product, designers are
able to ask the right questions, before drawing wireframes or crafting fancy layouts:
“Does it fit into the product?”-“Does it serve a real user problem?” —“Do people want
or need it?—Let’s find out first!” This will keep the product slim and effective.

Conclusion

Thinking in products makes sure designers build the right features for the right
people and tackle real problems people have. It empowers to make the right
decisions and is the foundation of building successful products users want. Product
Thinking establishes a fruitful relationship between Product Management and UX
Design and therefore leads to stronger products. This is why Product Thinking is
going to be the next big thing in UX Design.

Nikkel @JAF _Designer is a Product- & Interaction- Designer at XING,
Hamburg. Founder of Design Made For You | Studio—www.nikkel-
blaase.com
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Whether on an app screen, a web browser, or a wearable watch face, design is one
of the most important drivers of consumer engagement. From flat design to Material
design, | analysed what trends have evolved, and share a few of my insights with
you—what are these trends? Why are they beneficial to the user? And how are
they created?

Let’s look at how flat design and Material design came into play and evolved to the
trends we see today.

Lighter Design

Shot by Ghani Pradita

What

Instead of incorporating a wide array of gradients and shadows, shifting to a ‘flat
design’ creates a lighter aesthetic in the app. This means using negative space—
instead of gradients, shadows, etc. —can create a simpler interface, focusing only
on having core information and removing design elements that are not productive
as itself and to the user flow.
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Why

Lighter design removes distraction to help guide the user's eye to meaningful
content on the screen, enabling easier navigation while also providing a sleek,
modern aesthetic to the brand itsellf.

One Typeface To Rule Them All

Shot by Brian Plemons

What

Reducing the number of fonts on a screen can reveal the power of typography.
Instead of using different typeface and leveraging different characteristics—e.g.
italics, bold, semi-bold —and different font sizes can better differentiate discrete
areas of content.
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Why

Embracing a singular typeface across an entire app drives consistency not only
for branding, but also across channels—e.g. app, mobile site, website —
thus optimising the mobile elements across the omnichannel experience. Also,
users prefer the simplicity of having one typeface to scroll through in identifying
relevant content.

Spaces & Blocks - No More Lines

Shot by Eric Atwell

What

While previously lines and dividers were used to clearly delineate specific
sections or categories within a screen, adding these elements can result in
dense, crowded interfaces. Straying away from lines, interfaces which leverage
clustered blocks of content separated by spaces have the advantage of freeing
up that space and establishing a clean look.
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Why

The removal of explicit lines and dividers provides a modern look that focuses on
functionality; for example, images and/or fonts can be bigger, providing visual

clarity and improved ease of use. Leveraging space instead of drawing lines helps
to define different sections in a non-obtrusive manner.

Spotlighted Data

Shot by Morgan Allan Knutson

What

As users’ preferences shift toward a simpler interface, usage of big fonts and
striking colors get more common to make a certain data the center of focus.
Highlighted data can vary according to target customers.

Why
Leveraging increased font size and/or a pop of color draws the users’ attention to a
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particular area of the screen—without an obtrusive, heavy-handed push or
command to do so. As a result, users can access information more quickly,
providing an easier navigation and information-gathering experience.

Micro-interaction

Shot by Kirill

What

Micro-interactions are small visual enhancements (for example —an animation, a
sound etc.) that occur around a use case. These scenarios may include completing
a transaction, favoriting an item, or prompting a pop-up message. These
interactions are subtle, but they differentiate the product by pointing to the attention

the right element.

Why
These micro-interactions can be leveraged as a signal to prompt the user while
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while accomplishing a task—e.g. adjusting a setting —creating a small piece of
content like a pop-up message. Apps which have well-done micro-interactions
considered easier, more fun, and more engaging by their users.

Smaller Color Palette

Shot by Ari

What

The usage of simpler color schemes became a trend after the introduction of flat
design in 2013, which embraces clarity and simplicity. As a result, designers and
users alike prefer the usage of smaller number of colors, aiming for a clean look.

Why
Usage of color is essential in creating a certain mood, guiding the user’s area of
focus, and communicating a brand. By using fewer colors, the brand identity car be
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reflected more clearly. In addition, users may prefer this aesthetic as it removes
the distraction that too many colors can cause, and it better highlights key
features, improving navigation through the app’s flow.

Layered Interface

Shot by Roman Nurik

What

Previously, interfaces were centered around the principle of skeumorphism, a
design principle that takes cues from original structures or objects (for example,
digital calendar resembling a paper desk calendar, 3D ‘depth’ on app icons, the
shutter click sound of a mobile phone). Now that flat design has shifted away from
this principle, it opens up the opportunity to create depth in new ways. Primarily,
using layers helps create this feeling of depth and dimension, creating a more
‘tangible’ experience.
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Why

An implication of flat design was the risk of being ‘too flat'—with so much subtlety,
how can the user navigate and engage, given their conditioning to a 3D physical
(and previously digital ) world? Layers provide the ability to show one item is on top
of another by taking full advantage of the z-axis. Layering and increasing depth

helps identify the relationship between different items, and draws attention to
certain items.

Ghost Buttons

Shot by Gleb Kuznetsov

What

Ghost buttons are transparent buttons, having no color fill. Their borders are very
thin-lined, and the shape itself is basic—such as a rectangular or squared, with
right angle or softened edges. Text in these buttons are simple and minimal.
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Why

These subtle buttons can grab the user’s attention while still seeming clean, trendy,
and unobtrusive. It also allows for there to be a hierarchy of buttons on the screen—
if there are different buttons on the screen —if there are different buttons in the
same page, they may be designed and placed with prioritisation (e.g. ghost buttons
for optional or intermediate steps). In some cases for material design, subtle
shadows are used to help users perceive that hierarchy:.

Gestures

Shot bu Javi Pérez

What

With integration of gyroscopes and motion sensors, consumer devices are able to
detect movement. With this, interaction between user and the device moves
beyond the click and extends real life gestures to the screen.
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Why

Users are intuitive about gestures. When asked how to delete an item, users tried to
move the item out of the screen regardless of age, sex and gender. Enhances user
experience with less taps and more scrolling, applications become more interactive
by positioning the screen more than just a touch target.

Motion

Shot by Eddie Lobanovskiy

What

Through software innovation, designers now have the ability to take advantage of
controlling movement with their style sheets. Motion-based design elements can be
seen in a variety of forms, including transitions, animations and even on texture to
mimic 3D depth. The use of motions within the design helps users to engage with
and internalise content, differentiating that element or data/object from others to
highlight its importance.
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Why

Motions can draw user’s attention to a specific area—or help to distract from it. By

showing a visual response, it can increase engagement, delighting the user with a
‘wow’ factor.

Shorter User Flows

Shot by Jan Losert

What

Instead of navigating through multiple pages to complete a single transaction, a
single screen can include those intermediate steps and reduce the time and effort

spent in app. For example, a form can automatically open or highlight the
subsequent input area when the user completes the previous field.
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Why
Mobile users prefer to complete their transactions in an app easily and quickly

while they are on-the-go. Designing the experience of the applications according
to this insight minimizes the effort for the user and can increase the rate of

conversion and/or frequency of app opens.

Design Standards — as Best Practice

Shot by Bill S Kenney

What

Design standards is the process of setting the visual language at the beginning of
the project by determining standards such as colors, icons and global padding.

Why

Setting the standards of the design helps to create consistency within the
application and between different platforms. It minimizes possible errors while
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errors while bringing the project into life and makes it easier to make modifications
in the future.

Prototyping — as Best Practice

Shot by Ramil Derogongun

What

A prototype is a preliminary or early working version of a product. The usage of
prototypes can provide valuable insights into the functionality of design, highlighting
potential changes needed in order to enhance the user experience without costing
a major loss in designer time and effort.

Why

By creating these low-cost ‘experiments’, prototyping can clarify the key
components of the project, including the feature scope and requirements. It leaves
essential time and resources to learn from the experiment and iterate on the
product in an insight-driven process.
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Design

Pasquale D’Silva
9 min read

Spatial Interfaces

| think spatially, and so do you. Can you scratch your left ear without looking?
Pick a booger out of your nose, without poking your brain?Remember where you
left your keys? Can you type, without looking at your keyboard? Know which pocket
your phone is in? Which way is up?Do you know where the bathroom is? Of course
you do! We imagine multi-dimensional models in our minds, to help understand the
complex world around us. We can also leverage this powerful way of thinking, to
process more abstract information.

| believe the best software is an extension of the human brain. It lets us think
naturally, and conforms to us, not the other way around. Translation of information
should be the computer’s job, not ours. It's what we built these digital slaves for. A
great Spatial Interface meets our expectations of a physical model. Designed for
human beings, it supports a mind, living in the dimensions of space and time. They
are Interfaces that are sensible about where things lay. Like a well designed
building, they’re easy to traverse through. One space flows into the other, without
surprise.
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Modeling Space

To design a Spatial Interface, you need to think inside and outside the bounds of the
screen. Think about the physicality of the objects in your interface. Where did they
come from? Where will they go? How do they behave in respect to Kinetic
influence? Do certain objects inherit physical properties of others? Where are you,
relative to everything else?

These are hard questions to answer with words. Seems like a no-brainer, but | find it
most effective to solve visual problems with pictures.

Drawing the map
Diagrammatic Reasoning

When designing spatially, it helps to imagine an interface as a physical model,
which can be manipulated, and travelled through. Rather than placing detached
comps next to each other one-dimensionally, try thinking upper-dimensionally.

Here’s a breakdown of the Contextual Zooming paradigm that was key to creating
Keezy Drummer.
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A simple map, describing the relationships between Interface contexts in Keezy Drummer. This does not
indicate the bounds of a screen. The arrows represent the temporal dimension (time!)

You can visualize the relationships between dimensions as extrusions of lower
dimensions. Each dimension creates a significantly more complex model to

visualize.
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As you can see, representing the 4th dimension in a 2 dimensional form gets hairy, real quick. “W”
in this figure, represents time.
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A Transitional Interface, demonstrating Contextual Zooming in Keezy Drummer

We can design with time, by thinking about kinetic, Transitional Interfaces. Both
Spatial & Temporal clues lead the eye around physical models.

Manipulating a list

Motion implies space. Movement re-enforces the physical characteristics of the
spaces on and off the screen. Objects constrained using sensible, physical rules,
help establish a clear model.
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We've all seen this classic, list item deletion pattern. Swipe the cell, and it
reveals a button behind it. Tap the icon, and the entire cell collapses.

What happens if we change the way the list item departs the screen?
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Staging Area?

If we cushion / ease the item exiting the screen, we suggest where it might stop.
In this case, it stops a little short off screen. We might want to do this to imply a
holding area, which could feed items back into the list. Maybe we could allow the
user to swipe the viewport to the right hand side of the screen, revealing
displaced list items.
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Google’s Material Design guidelines seems to think that you should only accelerate when leaving the
screen. | beg to differ.

If the item keeps accelerating, where does it end up? Out of reach? Are we
banishing it into the void of outer space?

If the list item rotates and displaces along the x & y axis freely, does it come to
rest off the grid? Is there gravity? Maybe it lands in a pile.
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Z-translation implies depth.

The list item could flip over. It might fold in on itself like an accordion. Maybe it
scrunches. The fill color could drain out of the cell like a liquid. | could go on with
visual examples forever, but by now, | think you get the picture; one can encode
quite a lot of meaning using motion and space.
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Interfaces with tactful Spatial Design
Scorekeeper

Pretty conceptual, but Scorekeeper does a great job of creating focus. It isolates
modes, rather than presenting the user with a bloated buffet of options to dig

through. Complexity is hidden in secondary, and tertiary sub-interfaces. Each sub-
interface is as simple as its parent.
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Tinder

Tinder famously employs a card paradigm. There’s an endless stack of cards which
make use of z-depth. Toss a card from the stack to the right, for a babe you’re into,
or throw them to the left to pass. Similarly, if you tap the heart or X’ button, it
automatically tosses the card to the respective side of screen, re-enforcing the
function of space.

I's a physical, kinetic model that’s familiar.
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Secondary screens are placed along a horizontal continuum, which is reflected in
the motion of the navigation, cascading to the content below. A great example of
motion being leveraged to imply space .

I'm unsure if it's intentional, but the interface for messaging
your ‘matches’ happens to exist on the right hand side, within the same area
you toss your Tinder crush card.
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Tumblr, iOS

Tumblr's model is simple. There’s a few contexts, connected with a tab bar. It's easy
to visualize if you imagine the interface from the perspective of a camera. A
persistent toolbar follows us, as if attached to the camera we’re looking through.
Though you don’t see explicit motion along the x-axis as we change contexts (as
Tinder employs), there’s still a implicit feeling of space on either side of the
columns.
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Secondary Interface

This bird’s eye view reveals an interface that’'s hard to get lost in. A few tall, scrolling columns, and a few
contextual overlays. We see this Tab Bar mechanism everywhere, in places like Instagram, Twitter,
Foursquare, etc.

None of this is groundbreaking.

What's interesting is the use of the compose modal, triggered by touching the blue
pencil icon. No matter where it's touched, you are not transported to a new part of
the interface, rather—you’re presented with a temporary offering, in a focused view.
You have incredibly simple options: Either select a post type, or dismiss the menu.
The view presents itself over the top of the content, as if it were a layer existing on a
z-plane. Dismiss the view, and it returns to where it was summoned. Choose to
make an action on it, you continue to move along the y-axis with the icons, implying
a continuum. It’s like a conveyor belt on a production line.
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Tumblr iOS (left), & my rough, proposed change to simplify spatially (right).

My one gripe in Tumblr's process, is that the metadata composer is presented
with the insertion of a classic, master-detail view. If | were to push the interface
further, I'd continue to present the next screen with y-axis motion, rather than
introducing the extra x-dimension. This reduces the cognitive load required to
imagine the spatial model.
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Facebook’s Swipe to close

sesee T

G4 Add Photos and More

¥ Johnny Eane at Horseshoe Beach,
Bermuda

h Lk o papen
i Johnny Earle refd
The genlleman checking us in knew all

A classic lightbox effect, but with a little more. Tap the photo, and it moves into the
‘foreground’. The background feed dims and recedes. Flick the photo away, and it
returns back to its initial position, while the original container view zooms back into
focus. It's solid.
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Interfaces with careless Spatial Design

There’s a lot to learn, by deconstructing these expensive Frankensteins.
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Spotify, what are you doing? .

One of the most spatially confusing, while popular pieces of consumer software. To
describe how Spotify’s interface makes use of space, would be to describe a rat’s
nest of wires. | challenge you to effectively sketch it on a piece of paper.
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| couldn’t come close to communicating this interface with a bird’s eye view, before getting lost.




A user of Spotify is exposed to obscure carousels, buried inside modals, stuffed
inside list views, crammed into drawers, contained by drop-downs, tucked behind
gestures. Each list item in the hamburger menu forces the user through a wild
goose chase in order to perform a simple action. It's like you have to play a
choose your own adventure story to get anything done.

Spotify
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While it may seem baffling that a team of talented engineers & designers could
produce such a monstrosity, it's unsurprising when you take a look at the software
development values of Spotify. A holistic approach to creating software is thrown out
the window, in favor of ungrounded company memes.

" Jimmithy |-‘§8‘Fot§c~w |
i ©@davegorum —_—

Friend of mine at Apple sent me a shot of the Apple Music user
experience planning room.
7:55 PM - 1 Jul 2015

- t213 W245
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...but to be fair, the rest of the competition in the music space doesn’'t seem to
get it either. Apple Music & Rdio’s interfaces are equally insufferable. There’s

little, to no thought given to Space.

Facebook Paper
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Praised for its use of spring physics, and wild animations, it seems remarkable on
the surface. The Paper team made some cool tech, and even open sourced it. It's
fun to fling around. It ends there. Paper is a children’s interactive playbook for an
iPad, rebranded and then crammed into a tiny iPhone. Ok, well it's Push Pop Press
shoehorned into Facebook.

There’s momentum scroll areas for days. Springs on springs on springs on springs.
Cards that unfold like a shiny newspaper? You can pinch everything. The loudest
hamburger menu in the world. Everything is simulated and moves for the sake of
flair. It's unnecessary kinetic toil. It's fatiguing to traverse the amount of physical
space described in the interface, let alone keep a model in the mind to remember
where you are.

It's a great example of going too far.

Turkish Airlines in-flight entertainment

This one’s so obvious, I'm presenting it without any further comment.
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How do we avoid the Rat’s Nest? We need to zoom out, and quite literally. Like |
mentioned earlier, it helps immensely to think in terms of diagrammatic reasoning.
Simple directions on the map result in a less chaotic journey through space.

Some tips:

Be careful mixing carousels, scroll areas, zooms, and hamburger menus. Each
one of these devices introduces dimensional complexity.
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If you lick me
taste like a ba
alemon. I'm ju
of color with
an animate

Horizontal space is implied here, but it requires both views to displace themselves over an immense
distance.
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If you lick me
taste like a ba
a lemon. I'm ju
of color with

an animate

Horizontal space is implied, without moving the pink view all the way across the screen. We create a
feeling of movement, without dragging a viewer’s eyes all the way across the screen. This pattern is
common in native iOS Master-Detail views.

- Avoid over-describing space. It becomes hard to digest. The time it takes to
convey the space might block an interaction. Added time can cause software to
feel unresponsive. Consider shortcuts to imply the feeling of space. Literal isn’t
as important as feeling.
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Early sketches for Keezy Drummer

- Get the hell away from the computer and get drawing. Use a sketchbook, or
even a whiteboard. Something more loose than pixel twerking. Think with
pictures.
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| hope what I've penned down has encouraged you to think more Spatially. Go
play some video games, and study the interfaces. Go outside. Observe the
physicality of reality and your expectations of it. It's in the DNA of the creations I'm
inspired by, and the type of work | strive to produce.

Spatial Interfaces, as a talk:

https://vimeo.com/147643797

Feel free to email me: [medium@pasquale.cool], or write to me on twitter

@pasql

Special thanks:

Jake Lodwick, Eric Skogen, Mark Stultz, & Sebastiaan de With
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Design

Sandra Nam
6 min read

Making Learning Easy by Design

How Google’s Primer team approached UX

=

Key into Keywords
for Search Engine
Marketing
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How can design make learning feel like less of a chore?

It's not as easy as it sounds. Flat out, people usually won’t go out of their way to
learn something new. Research shows that only 3% of adults in the U.S. spend time
learning during their day.’

Think about that for a second: Despite all the information available at our fingertips,
and all the new technologies that emerge seemingly overnight, 97% of people won'’t
spend any time actively seeking out new knowledge for their own development.

That was the challenge at hand when our team at Google set out to create Primer,
a new mobile app that helps people learn digital marketing concepts in 5 minutes or
less.

UX was at the heart of this mission. Learning has several barriers to entry: you
need to figure out what, where, how you want to learn, and then you need the time,
money, and energy to follow through o tackle that challenge, we thought about.the

This meant our UX needed to serve double duty: The app needed
to be inviting and intuitive, and it needed to overcome all the
factors that keep people from learning.

three main places where users would spend time in our app: the dashboard, the
individual lessons, and the activities within each lesson.

1. Dashboard

The dashboard is incredibly important because it’s the first thing people see when
they open the app. We iterated and prototyped different dashboards for months.
We had lots of ideas: lesson packs, letting users pick from three random lessons,
geolocation for events related to the lesson topic, or special widgets about experts
and brands we worked with. The possibilities were endless.
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= LESSON PACKS

We picked out 3
lessons for you today.
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Early dashboard prototypes.

It was clear we needed a guiding principle, so we put ourselves in users’ shoes.
We theorized that people coming into the app would fall into one of three camps:

- Passive: They will be looking around and browsing.
. Curious: They will be looking to learn something, but not sure what. Active:

They will have more of an idea about what they want to learn.
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Final dashboard views: Featured, Categories, and Queue.

For the Passive group, we created the Featured section, which shows five
suggested lessons people can do right away.

Meanwhile, we made it easy for Curious users to find lessons via topic or category:
Advertising, Content, Measurement, and Strategy.

And, for Active users, we created a curation tool: the Queue. Here, they can put
together their own “playlists” and easily add and remove lessons as they wish.

2. Lessons

The next element of the app is the lessons themselves. Primer’s lessons are meant
to be great time-passers; users can do them on the train or while their kids watch
cartoons.

But learning requires engagement. We can’t afford to let users
swipe through the content mindlessly.

We dubbed our solution “Rhythmic Learning.” Every lesson element—each
swipe, each card stack, and each illustration—was designed to rhythmically
guide the user through the content.
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The swiping gestures give users a sense of completion with each card and stack.
A text document packed with information feels daunting, but a lesson broken down
into cards feels manageable. These cards are grouped in stacks of 3 to 7, and
once the last card is swiped away, another stack slides into view. Finishing a stack
becomes a micro-accomplishment, meaning users don’t have to wait until the end
of the lesson to feel like they’ve learned something.

That’s also where the illustrations come in. Each illustration is a small moment of
delight, providing a chuckle or a smile that helps bring the content to life.
Incorporating an illustrator into our lesson-creation process added an extra
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workstream, but it also added a wonderful mix of humor and editorial-ness to the
lessons.

3. Activities

The third and final element of our UX design is the activities. We landed on three
types of interactions that appear at different times: Quick Starts appear early in
each lesson; Mid-Lesson Activities appear during the lesson; and Do This Nows
come at the end.

The point of the Quick Starts is to get people engaged with the concept of the
lesson right away. In the search advertising lesson, for example, users are asked to
find a striped sock in a pile of clothing. This Where’'s Waldo-style activity illustrates
the value of appearing near the top of search results: Unlike a pair of socks lost
among other clothing items, a search ad stands out among search results. The
interaction is not a test but a way to get people thinking about the topic right away.

CAN YOU FIND THIS? X CAN YOU FIND THIS? RESULTS

You're on the hunt for striped You're on the hunt for striped
socks. socks,

_ Finding those socks makes
TAP TO BEGIN - -: S for a semi-amusing
game...but a bad search
engine experience. Now
imagine you're the company

selling those striped socks.
Do you really want potential
customers to go through that
to find your product? Of
course not.

Tell me more

In this Quick Start, we use a Where’s WaldO-style activity to illustrate the advantages of
search advertising.
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Mid-Lesson Activities appear, as you might expect, halfway through the lesson to
break up the reading and get users interacting with the topic in a new way. In one
lesson, we feature an activity that asks the user to literally put the puzzle pieces of
programmatic media buying together. In another lesson, we include a common
sense do-or-don’t activity to reframe a complex subject. For example, while
explaining mobile engagement, we ask the user whether it's a good idea to send
mobile notifications with abandon. The answer is obvious, and that's the point.
These interactions build confidence and get the user to process information in a
way that’s easy and intuitive, and then build on that knowledge.

PUZZILE PUZZLE

Put the programmatic Put the programmatic
pieces together. pieces together.

THE TOOL

Cne piece of the automation process
is a pregrammatic tool that helps your
media agency find and buy the best
ad space online.

This puzzle Mid-Lesson Activity explains a complicated subject in a way that’s both intuitive and tactile.

Finally, the Do This Now feature gives users a legitimate takeaway that’s
immediately applicable to their business. Where should you start tracking metrics
for your website? Are you ready for a programmatic buy? This makes the lessons
feel more personal and action-oriented. We believe that putting knowledge into
practice is the best way to learn, even if it's a baby step.
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SEO BRAINSTORM STARTER

Create the 1st partof the
title. What's your business’
name?

SEO BRAINSTORM STARTER

What are 2 important
product features listed on
your homepage [AKA

RESULT

Here's how your page would
look to search engines and
searchers:

keywards)?
Primer

insider tips

Primer | Marketing Lessons
WIWW.YOUrprimer.com

‘Get a mobile app that helps you learn marketing, fast,
It has insider lips and case studies,

) Play again?

Do This Now’s are personalized by letting users fill-in-the-blanks.

Primer, like all mobile apps, faces stiff competition for space and attention.
That’s why it was so important to design a fun, quick, and informative user
experience.

Our UX design aims to make learning enjoyable—something someone would
want to do instead of just another stressful part of their day. We hope users
appreciate that format and the flexibility it allows. What once might have
seemed like an obligation is now an easy thing to do every morning while
you’re waiting for your coffee—in line or at home—or any time you have 5

minutes free.

Footnote:

1) Data for U.S. adults over 25 from the Bureau of Labor Statistics’ 2015
American Time Use Survey.

Thanks to Amber Bravo.
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https://medium.com/@KounterB

Preliminary notes: When | started writing this article, | didn’t know how much detail |
wanted to put into it. As it turns out, it is quite lengthy and since | didn’t want to omit
things that I judge important, | decided to split it in half to make it more readable.

In this first part, | talk about the reasons of this redesign in sync with Material Design
as well as Chrome interaction and visual philosophy. | then start scratching the
technical surface to talk about new styling, color scheme and iconography.

Introduction

October 2014 marked the release of the new version of Android: Lollipop. Lots of
changes under the hood and a pretty big redesign brought to users under the name
“Material design”. Not solely an Android guideline and best practice guide, Material

design (will be referred as MD from there) represents where Google stands and
communicate its values in design and tech.

Additionally, MD extends not only to Google properties but to anyone, on any
platform (with the Polymer-project.org for the web for example) for anybody willing
to embrace and iterate upon it to make their own product better.

As part of this effort to bring our apps up to date an consistent with the new visual
language, the redesigned version of Chrome was shipped in Lollipop for its 40th
update (M40) or as we call it: Chrome Material Design.

Content, not Chrome

Throughout the years, Chrome stood a little bit apart from its other Google product
counterparts when it comes to its visual choices and directions. This is mostly due
to the fact that Chrome aspired to be the “shell” that contains both Google products
and well... everything else. As such, branding was always a balance or a mix
between the Google brand, its own Chrome branding and platform consistency. This
often led to the question: “Where do we stand?”

Other factors come into play when taking UX and Ul product decisions and they can
be grouped under the three key Chrome principles: Speed, Simplicity and Security.
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The three Chrome principles illustrated. From left to right: Speed, Simplicity, Security.

An additional one, and perhaps one of the most important when it comes to visual
and UX is:
“Content, not Chrome”.

The browser should always support and delivers its content as subtly and efficiently
as possible while fading in the background.

So the question is: How do you design a Ul that is supposed to be as minimal
and forgettable as possible while demonstrating our new visual direction
without ever overpowering the content that we are here to serve?

Well | do not know if we ever found the answer but we did have to come up with
choices. And this article is what this is about, trying to explain choices and reasons
that came to be the Redesign of Chrome for Android.

The platform

We're now eight months after the release (I’'m writing this in May), and now that the
dust settled a bit, | feel more comfortable talking about how and why we did things.
Both as a postmortem documentation that helps me take some distance and
analyse things as well as a potentially useful resources for designers out there.
Plus, with I/O 2015 behind us, it's a good way to see how Material design matured.
Good design takes time and I'm hoping we reached a satisfying version of Chrome,
a year after the very first draft of the new version.
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But before we start let’s talk about the Android platform.

As you may know, Android user base spreads among multiple versions.
Each version is named after a dessert, the current version, L stands for
Lollipop, the previous version, K for Kit Kat and before that J for Jelly bean.

| mentioned only the three latest versions as they are the most widely used.
The reason why I'm talking about this is that we delivered two versions of Chrome,
one for pre-L and the other for L and beyond.

These versions of Chrome, while similar visually, are and will be drastically different
from a usability standpoint.

1. Promoting the web as first-class citizen

Chrome is all about empowering and serving the web as good as we can. Beyond
delivering support for new technologies and ways for developers to enhance their
applications, its role is to put the web on a pedestal.

One of the biggest and most important part of the redesign of Chrome for Lollipop
wasn’t the fresh coat of paint but the deep change in how users will approach the
web on the platform. How we would put the web forward.

Merged tabs and apps

To differentiate this iteration from the original, Chrome in the L environment would
be called “Merged tabs and app”. A pretty straight forward naming that describes
well what is happening. In the current version of Chrome for Lollipop settings, you
can find it under “Merge tabs and apps”.
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This effort was conceptualized and lead by Roma Shah, Chrome UX lead. | only

describe the thinking the best | can as my responsibility was on the visual side.

Simply put, “Merged tabs and apps” is our effort to design ourselves,
designers out of a job, by relying on the platform rather than our Ul.

One way to do it was to break Chrome out of its “box”, take it apart and make it a
more seamless part of the Android platform.

Step 1, taking it apart
We can split Chrome mobile into key features. The New tab page, the Toolbar and
URL bar (omnibox), the Switcher and the menu. Settings being secondary.

Together, these features create the browser as we know it, a separate app distinct
from the native core platform working more or less in a vacuum.

Step 2, removing the biggest point of friction
The switcher

The problem with an app running in a vacuum is of course how it interacts with
other elements of the platform. Short answer is that it isn’t optimal. If you are
working on a native app, let's say taking a few notes for a trip you are going to
make and you need to access a certain site to get and copy some info, you need to
either close your app and open chrome or navigate the Android recents switcher,
tap chrome, dive into Chrome own tab switcher and then start to actually do what
you want to do.
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Chrome regular switcher. Available on pre-L devices by setting the “Merge tabs and apps” off.

This situation is not optimized both from an usability standpoint as well as from a
more philosophical standpoint. Information, whatever its source is, should be as
easily accessible.

The solution is to make every document equal by merging the Android native
switcher and the Chrome switcher. This means stripping down Chrome from one
of its core feature.
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Chrome tabs and Android apps merge in the common Android recents switcher in Android
Lollipop.

The omnibox
Now that the switcher is fully integrated to Android’s, the Chrome omnibox

relationship with the Google search box will become more obvious and friction-
less.

Before this change, entering a search in the system Google search box opened a
tab inside Chrome. Now, triggering a search will open an activity in the Android
recent stack, at the same level of any other app, not buried inside one.

403



Android system search box.
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Result opening in Chrome.

| voluntarily restricted the changes to this one major, very visible one. There is a lot
that has been done under the hood and a lot of more thing that needs to be done in
the future to blend the Chrome (web) platform with the Android (native) platform
even better.

While very simple in appearance, these features with Android Chrome constitute
the essence of Chrome Material design, even more so than any polish and visual
design tweak that might be added. We went further than ever in reducing the
chrome of Chrome and putting the content first.

But we're here to talk visual design, mostly. Let's just take a step back and look
where we are Ul wise and version wise. we are now left with two different Chrome

versions. Merged tabs and apps mode, working on Lollipop and regular, working on
every previous version of the OS.
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While very different technical wise, they share the same codebase and
implementation. They should as well be visually consistent and built from the same
resources and that’'s what I’'m going to talk about on the visual revamp part of this
article.

2. The visual and motion overall

Chrome Android visual redesign happened at the same time Material design was
being developed. Like other Google apps that needed to be redesigned for the
release, we needed to make sure that Chrome was fitting the new Google vision/
direction while staying true to its values and purpose.

What was clear from the start is that, as usual, Chrome was going to have to find its
place between its own branding and the new Google strong visual language while
making sure its Ul is as discreet as possible. This was quite a challenge considering
that Material design is all about boldness.

The consistency conundrum

Positioning Chrome in the consistency spectrum with the Google brand is made of
constant adjustments and trade-offs. It's made of constant back and forth and
trade-offs between its Google identity, the platform identity on which the end user

sees it and its own identity.

When you design a software that is supposed to be deployed and recognizable
everywhere, you cannot design in a vacuum without thinking of how the product is
going to be perceived and impacted elsewhere.

How is this going to be translated on other platform is a key question for us.

Thought process and philosophy

This redesign was the first one of its kind since we released Chrome mobile three
years ago. Chrome Ul is light enough and mature enough that we usually have time
to see changes coming. We also like to be very rational and careful when it comes
both to the UX and the visual design of our application. Like every product with a
user base in the hundred of millions, changing the slightest little thing can have
quite the impact, and when you have the minimal Ul footprint that Chrome has, they
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are really noticeable.

One funny anecdote that sums up our spirit quite well s this:
When people ask me what | do and | answer designing Chrome, | often get the
question “What is there to design in Chrome anyway”?

Sometimes this question is genuinely interested, sometime it's simply a snarky
comment and that’s ok.

If somebody is wondering what is there to design in Chrome, it means we’re
doing a good job.

Chrome has an iterative process, we have branch points every 4 weeks that gets
a new version of Chrome pushed through its 4 levels or versions from unstable
(canary) to stable (the one everybody uses).

This sort of fast paced process has more benefits for the user than downsides.
Fixes go through fast while new features are introduced just as fast. On the design
side, it means being reactive, organized and knowledgable about every little
aspect of our product so that we're ready to deliver something in a short
timeframe.

Material design and Lollipop gave us this opportunity to take a look at three
years of iterative design and force us to wonder what will be the next Chrome.

We realized that this version of Chrome mobile and tablet will guide our choices
everywhere else, not only Android but also iOS, OSX and Windows.

We had 6 month total from design to implementation and m40 release on October.
We needed to make the best out of our branding, Google’s branding and the still
yet to be announced and still working in progress Material design. Here are the
choices we made.
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Visual directions

One funny thing that we use to say is that the Chrome primary color palette is “grey
with a bit of grey on top of it and a darker grey to make things fancier”.

This is not too far from reality. Chrome Ul is quite literally fifty shades of grey as you
cannot go more neutral when you pick a color. You can see how this can clash with
the concept of Material design that is supposed to be bold and use bright and strong
colors.

It appeared clear to us that we were going to have to mitigate the impact of MD on
our redesign and that we were going to be very careful as for how and where we
would apply it.

Defining what Material Design is

A debate that started very early in the process was to actually define what was MD
and how to apply and make the best use of it in Chrome. The key principles as
described in the Material design spec are as follow:

“MD is a metaphor with bold and intentional visual supported by meaningful motion
design”

From left to right, “Metaphorical”, “Bold, graphic and intentional”, “motion provides
meaning”
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That’s for the philosophy of it. A voluntarily broad definition of what it is that you can
interpret as you see fit as long as it serves your design better. The gist of it is that
your design needs to have and understandable structure, simple and obvious
actionable elements with motion design that is here to enhance the experience, not
simply to make things shinier.

Diving in the nitty gritty

As inspirational as they may be, these principles won’t make your app by
themselves and when you start to look into the details of the guideline, you can find
a ton of technical elements that form the backbone of a Material design app:

An 8dp based layout, 24x24dp icons, borderless buttons, touch feedback and
specific motion curves are part of a very thorough set of principles that you can
apply if you so choose.

By applying these technical recommendations, you can start laying things down and
the skeleton of your app starts to appear. Picking these technical rules was an
important step for Chrome to be consistent with the Google app ecosystem.

Because our Ul is so simple, the branding and consistency would live in the little
details.

Side note. | used “if you so choose” very intentionally. There is only so much a
guideline can do and as everything else, including your design, it is a living and
evolving thing, not something set in stone. You as a designer are the one making
the best choices for your app.

A guideline is a first step, a kickstart, not a finality.
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The evolution of the core style

Chrome evolves carefully when it comes to its core Ul due to our constant will to
make the chrome disappear in favor of the content.

Over the years Chrome changed slightly and sometimes un-noticeably at all for
most of its users. The Core Ul evolves aproximately every two years. This version
would be the third big one.

As a reminder, here’s the transition from the first core Ul to the second, on desktop.

First version of Chrome desktop Ul (modified for hi-res preview)

Current version of Chrome desktop (Windows)
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Current version of Chrome Mac, Mavericks.

Usually users do not see the transition between our Ul states. May it be a big overall
like the old Ul vs. new Windows Ul in the first two screens or very subtle changes,
Chrome Ul feels so neutral that very few people notice it. Which is good.

In fact, if users do not notice the changes and tweaks but are still enjoying

the overall experience, it means we did a good job. Both from a visual and UX
standpoint.

In term of visual style, Chrome is following a rather linear and predictable evolution.

Platform consistency tweaks aside, shapes and color scheme remains consistent
throughout and we can define areas of evolutions:

Tab are getting sharper
Color scheme is getting lighter
Icons are getting less “etched” in the toolbar

Highlights shadows and gradients are being toned down

Of course Chrome evolution is also bound to our industry’s visual style
evolution and each platform own style and guidelines.
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Giving a fresh coat of paint to Core Ul is taking all platform in consideration at once
and find the harmonious set of shapes and the right balance of elements that will fit
each platform. We try to reduce the differences to a minimum due to maintenance
reasons as well as consistency reasons.

| could come as astonishing but when designing Chrome for Android, we
designed it with iOS in mind, and vice versa.

For the first time in this third iteration, the redesign would be conceived and
implemented on mobile first. This shift in the way we conceived Chrome shifted a
lot of pre-conceptions and impacted our approach on the design. This below, is the
final “shapes only” version of Chrome tablet and phone along with their previous
version.

H

New tablet layout (Nexus 7 screen ratio)

H

Old tablet layout

413



New Phone layout (toolbar and card-stack/switcher)

Old Phone layout (toolbar and card-stack/switcher)
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As aforementioned, Chrome is sharpening and getting more precise while getting
lighter. In this third iteration, we got rid of the strong shadowing and tighten the
rounded corners on the tabs a bit more.

We also let the Ul breath a bit more by increasing the size of the toolbar, tabs and
cards headers. We also got rid of the “dog ear” on them, which makes the Ul both
more readable and the animations better.

Regarding the omnibox, we also worked on the shadowing to give it more detail. It's
not longer a straight drop shadow but a combination of a close shadow and a more
blurred, diffused one.

Again, the difference is not striking, we prefer iteration over redesign.

The color scheme

The process was a bit rough at the beginning. We needed to flush out ideas and
move things around and play with various things at the same time but a something
that we got relatively easy was the color scheme. After all it would just be a matter
of finding a shade of grey and an accent color.

The first thing that was sure is that we needed to lighten the Ul. The first iteration of
Chrome mobile was darker and stronger. We needed something higher in the grey
spectrum but not quite white so we would be able to achieve contrast. This is
especially important for the tablet mode where there is depth to this Ul
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|

Sample of the previous Chrome core Ul

When we think of Chrome color, we try not to think of it from a single platform
perspective, consistency is a constant consideration and we try as much as
possible to get the same Chrome “feel” everywhere, in as much detail as possible

The Phone toolbar color should be as close as possible to the tablet toolbar color,
itself even closer or similar to the desktop one.

With that in mind the first exploration we did was to go all the way in the white by
trying and see what a full white Chrome would look like, relying on strokes and
shadows to separate the elements. Chrome would be entirely made of the “Paper
material’”.
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Trying one extreme, a pure #FFFFFF Chrome on a desktop UL.

The result wasn'’t satisfying as we had to bump up the strokes and shadows to
get a good contrast between the elements. it resulted is an inelegant Core Ul that
wasn’t going to fit well on Android not on iOS.

The final result is the very restricted and simple color scheme you see below, a
compromise between a bold all white version and the old grey with less
dependance on the shadowing.
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We now enforce this color scheme throughout the entire app to avoid the previous
situation of too many different shades due to fast iteration. Remember when | was

mentioning fifty shades of grey earlier? This is what the real color scheming looked
liked before the revamp, deriving from the Core “Holo” color scheme:

--

This is a situation you do not want your app to end up in, unless it's intentional. We
successfully reduced the spectrum of color we used thanks to the new color
scheme in the revamp, even if there is still some rough edges here and there,
they’ll be corrected over time.

You might have noticed a line call “toolbar incognito theming”. One of the very
striking changes in Chrome visual aspect with this update is the total re-skinning of
the incognito mode. Besides the new icon, coloring is where the change resides.
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Chrome incognito and chrome normal using the new color scheme.
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Incognito introduces the concept of “theming” to mobile. While theming is
something that our desktop users have been used to for quite a while, we took a
slightly different approach to the concept for our Phone version.

Developer controlled coloring

What better way to blend in with the content than to let content owner theme
Chrome the way they see fit. Another step toward making our Chrome invisible.

By specifying a color in the meta tag, a site can customize the Chrome shell. For
example, if Medium did it using the meta tag:

<meta name="theme-color” content="#000000">

Site theming is carried onto Chrome, itself switching to themed mode, and also on the Android
switcher card header.
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From a design perspective, we distinguished two modes: the regular mode and the
themed mode.

By doing so, we’re able to classify two set of assets. One that works on extremely
light background, like our #F2F2f2 toolbar, and one that works on darker colors, like
our #505050 toolbar.

We'll get to that later but this is important from both a technical and asset
management perspective because now we have two version of the same app as
well as two theming.

Note that the meta tag only works in the “Merged tabs and apps mode” version of
Chrome, when tabs are merged with apps, all other version will use regular theming.

The way it was defined and conceptualized at first was as shown below in the initial
spec created by Roma.
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The values evolved a little bit from this with a few tweaks after trying it out on
various sites but this is the basic principle.

Once we've determined if the site uses either a light theme or a dark theme, we
color and change the assets accordingly. At first we had two separate set of assets
for iconography but our engineering team made it so they could color the icon
themselves, reducing the icon impact on the .apk size drastically.

Besides the icon set getting white, we also changed the omnibox to be transparent
so it blends it better with the theming, we changed the security icons to their
inverted versions and change the URL color scheme as well.

Here's an example with the Dribbble site, which uses the meta tag along with a
sample of icons.
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lconography

How to treat icons in the app was a bit more straight forward, although required its
share of thinking. Over the years, Chrome iconography didn’t change much in it’s
Core Ul and when it came to secondary Ul (toolbar, dialogs, permissions, etc...)
there wasn’t any clear direction, creating a patchwork of style aggregated over
time.

This redesign was an opportunity to recenter the Chrome iconography around a
common language.

At the time, MD was still defining the final direction for the system icons which
became this big set of consistent and polished icons available for anybody to use.

More than ever before, we faced the issue of consistency within our own brand,
the Google brand and other OS’s visual direction.

Thankfully, the new MD iconography is intended to fit everywhere and is pretty
successful at that in my opinion.

The new chrome icons were created at the same time the final guidelines for MD
system icons was being determined, thankfully we ended up doing the same thing

and most importantly using the same weight for our icons.
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1px

24px

24px

The MD system icons grid, corner and line weight rules.

You may notice a little difference when it comes to Chrome primary Ul icons
compared to MD’s recommendations.
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90°

MD back arrow recommendation on the left, Chrome icon on the right.

We went for rounded corners instead of rectangular. This is due to the time at which
we created the icons as well as Chrome pure visual directions as we historically had
rounded corners. It is also an (admittedly) very subtle way to differentiate Chrome

from the content like the following.

- Dribbble - Show and tell for % ~ [ Sebastien Gabriel - Google+

< C ) https:/plus.google.com/+sebastiengabriel/post w &

Chrome tablet displaying the Google+ top bar. As you can see we still went for the 3 dots menu.
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Chrome iconography is split into sections and buckets that are shared
throughout platforms, iOS and Android having a common bucket, OSX, Windows
and Chrome OS having a different one.

Currently, only our mobile platforms follow Material design spec.
Our sections per bucket are defined as follow:

[Primary Ul] — Toolbar, tabs

[Omnibox]— Inside the omnibox

[Infobar]— Anything that is prompted to the user

[Site settings]— Permission icons and settings applied to content
[Settings]— Chrome settings icons

[Misc]— Occasionally needed icons or feature icons

Each icon are created and verified manually per DPI.
Here’'s some example extracted for the source files (.sketch) for Primary Ul icons,
Omnibox icons and Infobar.
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Extract of the Primary Ul icon source file
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Extract of the infobar icons source file
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As you've seen before, there is quite a lot of color variation for each icon:
- Normal theming normal + active + inactive
- Themed normal + active + inactive for a total of 6 variant.

The first implementation of Chrome MD needed each colored icon as a
separated assets, one per color, making the asset count reach beyond the
thousand, all color and DPI included.

Now that we are coloring the .pngs in code instead of generating additional
assets, we end up only having to generated icons per DPI which reduced
drastically the assets impact on the final .apk as well as the number of asset in
our design sources (6 times less).

[To be continued...]

This concludes the first part of this article. In the next one, I'll talk a bit more about
layout and grid, motion design as well as speccing and pure technical details
regarding software used and asset generation.

You can read the second part here.

If you want to connect, feel free to follow me on twitter @kounterb.

If you want to connect with Chrome team members involved in our mobile effort:
@alanbettes, @codysielawa, @peteschaffner, @alexainslie, @gmurphy,
@manoicreative, @cleerview, @romafied.

If you missed Google 1/0 2015, head to the official site to catch up on all the
interesting presentations. Also, the new google.com/design site is up with the
updated MD guidelines.

$
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W Design

Stephanie Engle

12 min read

Intro To Product Design
What is it? Why is it important? How do you do it?

NOTE: This post is based on a talk | gave for HackDuke. You can find the original
presentation here. Please feel free to adapt any of this material for your own
teaching setting (and let _me know if you do!). All visuals credit Google Images,
Facebook, and Airbnb. None of this work represents any individual or company’s

view but my own.
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Introduction
Anyone can become a product designer

Hi, my name is Stephanie Engle.

I’'m a Public Policy major who can’t draw and is generally afraid of Adobe
software products. This past summer, Facebook trusted me to help redesign
your Profiles.

I’'m telling you this is because there’s a common misconception that designers must
fit a specific mold or have a specific set of skills to do what they do, and I'd like to
debunk that. But the truth is, you don’t need to be a font savant, or be a Creative
Cloud wizard, or even have a degree in design in order to be a highly effective

product designer.

You don’t even need to be a designer in order to practice good design. In fact, if
everyone—you, your parents, engineers, CEOs, your government—became
slightly more intentional, and slightly more human-centric, the world would be
a better place.

What is design?
Good design solves a problem

D esign is fundamentally about problem solving. Unlike art, aesthetics (visual or
otherwise) in design do not stand alone, but are a means to an end.

Product designers specifically are concerned with the experience of products
(though the definition of “product” is itself extremely broad). Though visuals are
the most visible facet of a product a designer is concerned with, their reach
extends into any aspect of the product that directly affects its user.
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At its core, the Tesla car is simply a design solution to manmade pollution.

Great design emphasizes Form & Function

None of this is to say designers are not artists, and that design cannot be artful.
Truly good design—the kind that wins hearts, minds, and markets, combines and
balances beauty and utility.

If it works, it works—what does beauty add to make functional design such a force?
Beauty hints at the relationship between the designer and their audience. For
designers, beautiful design is about passion and panache—sort of an ode to craft,
or a wink to their audience and peers. For the people using this design, beauty is
the first and strongest signal of respect (this butchered quote belongs to someone
else—please tell me who it is!).
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The Tesla Roadster was not the first product that addressed pollution, or even first electric car to market.
What Tesla did that no other car manufacturer bothered to was pair artistry with utility and put them both to
work for social good. Tesla stormed into the market and captured a very vocal, wealthy minority by
packaging eco-consciousness as a luxury good.

In summary, functional design enables people. Beauty signals respect and worth.
To give people beautiful and functional design is to empower them. The gift of
empowering others makes you a force of nature.

The best design paints an inspiring future
Nothing explains the promise of design better than this post by Julie Zhuo:

Design’s North Star

Towards an inspiring future

medium.com
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I'll leave you to read that. In summary, design allows you to demonstrate an
ambitious vision (or several) for what the world could be. The better and more
precise the design, the easier it is to rally people to create that future.

To say Tesla is a an electric car for the wealthy is to severely underestimate its design. The Tesla
represents the first step in a vision that begins with popularizing eco-consciousness and ends with a
healthier planet.
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Along its journey, Tesla hints at the promise of another transformative design: autonomous electric
vehicles. | won’t go into detail here, but the possibilities for safety and productivity are endless. (NOTE:
This is the Mercedes concept car. Strangely, Elon Musk wasn’t ready to share a concept for a self
driving Tesla with me.)

Why is design important?
Design is everywhere

J ust as anyone can be a designer, design also touches everyone and anyone.
Not only do we as humans have an inherently opinionated taste— a general
intuition of good and bad design—but we’re also subconsciously affected by

design every time we use a product. Design can both support and impede our
daily lives, from the most mundane events to the rarest and most exciting

opportunities.
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Handle means pull, dammit.

At its worst, design can Kill

Poor design isn’t just an inconvenience. A simple matter of visual hierarchy can
actually be the difference between life or death, as Jonathan Shariat’'s article

below shows. It's why designers are so badly needed in healthcare, public
service, and other fields critical to our well being.

How Bad UX Killed Jenny

Or Why we need more UX designers in “untouched” fields

medium.com
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“Jenny had died of toxicity and dehydration. All because her very seasoned nurses were preoccupied trying
to figure out this interface.”—Jonathan Shariat, Tragic Design

At its best, design can positively change the world

Not only can design promise and inspire a better future—truly successful design
delivers it. A popular example of this is the iPhone, which | need not explain
because its world changing impact is so self-evident.
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“Your life, in your pocket.” Steve Jobs on the iPhone 3G, WWDC 2007

How do you design a product?
CASE STUDY: How Airbnb designed trust into their products

NOTE ON PROCESS: There is no one good way to do this, and these steps are
only guidelines — you need not follow them to the letter (I don’t). | encourage you
to experiment to find what works best for you. For beginners, however, this should
cover some of the important bases.

NOTE ON AIRBNB: | have no affiliation with this company other than being a
happy customer and admirer of its product design. The following case is based on
this article by Paul Graham and a bit of creative liberty for the sake of illustrating a
point.

Understand your role within the project scope
While “Design” itself maintains some rough meaning across various
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forms, the role of “Designer” can mean very different things to different projects.
Some designers work alone; others prefer collaboration. Some designers code;
others don’t touch it at all. These are but a few distinctions.

The key takeaway is that to design well, you need to understand expectations—from
your client, your team, and yourself— and be self~aware of your abilities and when
you may need assistance. To this effect, communication is especially critical to
executing on a design. If you’re on a team, it's up to you to ensure that everyone
you’'re working with can comprehend and buy into your ideas from conception to
finish.

Define the problem (or opportunity)

Once you understand where you reside within your team, you need to dig into the
problem you’re working to solve.

This is easier said than done. Humans are fairly irrational creatures:

Heuristic
A heuristic technique (; Ancient Greek: eUpiokw, "find" or "discover"), often called
simply a heuristic, is any...

en.wikipedia.org

We tend not to think beyond our own experiences, believing we can extend what
we know to the rest of the world. This makes us very (very) prone to solving
problems that apply only to ourselves. When you design only for yourself, it's not
design; it's indulging your vanity. Which is completely fine, but not what you're here
to learn.

Below is a set of questions based on a framework that Jon Lax, a Design Director
at Facebook, instilled among designers while | was working under his org. They’re a
great starting point for focusing your design and ensuring that you’re solving the
right (real!) problems:

What are you trying to solve?
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How do you know it’s a real problem? What data, anecdotes, etc. lead you to
believe this?

Why solve this problem over others? You have limited resources and time—why
apply them to this problem above all else?

Here’'s an example I've invented based on Airbnb that attempts to address

these criteria:

Travelers are not booking rooms on Airbnb because they do not
trust the istings. We assume this because surveys show people
are most concerned about whether or not the listings match
their photos above all else. This problem is critical to solve
because the trust between travelers and hosts is the foundation
of a successful Airbnb experience.
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Come up with a hypothesis

Great, you’ve masterfully outlined your problem. Now, you need to articulate your
solution, which is essentially the hypothesis that drives what you end up designing.
This should directly address the problem and not assume the conclusion is
foregone (that is, be skeptical of your assumptions!).

We *think™* travelers will trust listings more if we improve the visual
experience for listings and better equip hosts to showcase their
homes.

Define success & roadblocks

Again, make sure your success definition is rooted in the actual problem as well as
the priorities and feelings of all stakeholders involved. | tend to seek both
quantitative and qualitative metrics, but you should define success the way you
believe is best for the problem you’re working on. Here’'s a good reference for
getting started:

Picking the Right Metrics, Part 1: WTF is a Metric?

My lofty attempt to define a commonly-used business concept.

medium.com

Once you have chosen metrics, be critical of the success you have just defined.
Who or what might stop you from getting there? Consider your resources, time,
values, and audience.

We will be successful if we can encourage more travelers to book
rooms, and for them to feel more comfortable doing so without
compromising the host experience. We are limited by the fact that
our hosts are not expert curators (most dont even have
professional photos of their homes), so we're probably going to
need to hire photographers for them at least.
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A little lighting and angle work make a lot of difference.

Make your hypothesis testable

Ideas are impossible to prove or disprove unless they’re made tangible. Part of a
designer’s role is to make explicit the conditions that prove (or disprove) their
hypotheses, (and to make sure that the entire team aligns on these conditions).

This is the step where you actually perform the duties people think of when they
hear “designer”: doodling, using graphics and motion software, etc. You can think of
these activities as solidifying ideas for the purpose of cheap experimentation.

There are many methods and tools for going about this, but this is not a review of
them. You should choose the one that suits the needs and skills of you and anyone
else you're working with. Here are a few methods popular among software
designers, along with tools and what sorts of questions these applications can
answer:

Drawing/Wireframing
Pen+paper, Balsamiq, etc.

Is your solution as simple as it could be? What are possible paths toward achieving
similar functions, and what are the tradeoffs?
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High-fidelity Visuals

Photoshop, Sketch by Bohemian Coding (pictured), lllustrator, MS Paint, Maya,
etc.

How does your solution fit in with existing systems and patterns? What signals
are you sending to your audience?
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Prototyping

Code, Origami by Facebook, Framer.js, Flinto, Pixate, Keynote, etc.
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How does your solution move and flow? When people interact with it, does it do
what they believe it should?

Designers tend to become heavily invested in this step, but you should be careful
to consider your timeline and invest the right amount of time into this portion—
you needn’t create every interface or part of your design right now. However, you
should allot time to consider what happens when your design “breaks”, so to
speak. This consideration is arguably far more important than getting
color schemes perfect. Vince Speelman does a great job detailing common
cases when your design might need a plan B:

The Nine States of Design
A Lifecycle for Components that stray from the happy path

medium.com

Test your hypothesis, observe behavior, record observations
Fairly self-explanatory: put your designs in the real world, and see if your
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assumptions ring true by inviting people to engage with your designs. You may
not be a researcher, but you can still attempt to ask questions and let your
audience show you what it's thinking. This article by an AirBnB researcher
provides some helpful tips and considerations about how to conduct research
carefully.

Embracing Uncertainty in UX Research

UX researchers have a nasty habit.

medium.com

I'd like to emphasize that these tests need not be elaborate (we prototype pretty
frequently with only paper cutouts and drawings). If you can, you should try to
mirror reality as much as possible—of your audience, your context, etc. Facebook
Design has created some great tools for quite literally placing your designs into
diverse hands.

Diverse Device Hands

Photos of hands holding various phones, to be used in any presentation of your
designs.

facebook.github.io
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That'll do the trick.

Likewise, record anything and everything you find. Try to be systematic and
consistent. Focus on what your audience shows, not tells you.

Metric A p
Search to Book -0.31% 0.37
Search to Contact ~ -1.29% 0.04 @
Contact to Book 0.99% 0.06 Search Contact Accept Book
Contactto Accept  1.58%  0.00 \__ﬂ \J ~._
Accept to Book -0.58% 0.11

Airbnb’s systematic approach to the booking flow—what changed? Where is the drop off happening?

Refine your design

In short, take what you learned and readjust your design based on new
information. In Airbnb’s case, this led to making photos dramatically larger while
demphasizing price and other signals that inform the intent to book.
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If you haven’t done this already, this is also a great time to check in with your
team about the technical feasibility and interest in your ideas, and to start
implementing them.

AirBnB before and after a visual redesign. Such pictures, so trust, much design

Rinse & Repeat

Note how the success metrics we defined earlier are not absolute—they
concentrate on “more” and “better” rather than some magic number. This is
because design work is never “done”—something can always be iterated and
improved upon. This makes designers simultaneously some of the most optimistic
and perpetually unsatisfied people around

()

More importantly, it means that you should always be thinking about how your
designs can be improved. Define, identify, execute, measure, repeat.

Airbnb circa 2013 (leftmost) to 2015 (rightmost)
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On finishing well

Having said that, you should “finish” early and finish often. Keep in mind that you
aren’t designing in a vacuum, and focusing too much on one facet of the product at
the expense of everything else plays into a game of diminishing returns. You
should try to break up your changes into chunks, and push actionable tasks to the
rest of your team frequently, especially if you're in a fluid environment where
constraints and goals can change quickly and unexpectedly—it's ok to launch
incrementally!

In any case, you should always try to end well. To finish well is to leave things
better off than when you began, and ideally to ensure the next person who takes

on this problem is better equipped than you were to continue solving it. This could

mean anything from documenting your designs and visual assets well, to writing an
article (hey!).

Airbnb’s journey is <1% finished.

Closing thoughts

In the actual presentation, | ended with a design exercise for the group to perform.
Once again, you can find that here and modify it for your own use. On this medium
(ha!), however, I'd like to leave you on a different note:
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Congrats . You now know something about design and have (hopefully) gained
some sort of new appreciation for it. You also learned a bit of how to approach
design, and how human-centric impact can be made with changes as small as
taking better photos and arranging them differently.

All that | ask is you pay this knowledge forward, whether it be in practicing more
thoughtful design yourself or imparting some of what you’'ve learned onto others.
The world is better off with more smart people like you actively trying to solve its

problems and iterate on those solutions.

Thanks for reading! Feel free to say hi or check out some of my old work .

Special thanks to HH Design and Chen Ye for edits and thoughtful additions.

HH Design is a community for students interested in the intersection between
design and technology.

contribute

Thanks to Chen Ye.
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Steven Fabre
4 min read

Invisible animation

There’s no doubt that animating user interfaces is a rising trend. Risen enough
that the emphasis is often put on the animation itself, rather than on improving
the user experience through subtle and functional animation. Pasquale D’Silva
gave some good advice in his talk at Web Direction South in 2013, including:

Good animation is invisible.
You shouldn’t notice that you're looking at animation.

It's great advice that we—the team behind Campaign Monitor's email builder—
have been trying to apply with a few principles in mind: animation must improve the
usability, feel natural and subtle, and give feedback to the user.

Having spent the last year working on the email builder, I've learned that animation
on the web—as opposed to native apps—comes with many challenges that go
beyond finding the right timing, spacing, poses or easing. Animations just don’t
render the same on all devices and browsers, and that rendering inconsistency has

led us to compromise things to create a good user experience. In fact, some
beautiful and useful interactions on our powerful 27" iMacs didn’t make it to the final
product, because they felt jerky and slow on a device some of our users were more
likely to use.

Of all the animation and interactive prototypes we put together in the concept and
design stages, only the most useful and performant made it into the final product.
For us, it was about hand-picking the most useful animations, and spending the
time to get it just right—all in the interest of improving the user experience.
Here are a selection of animations that made the cut:
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Add layout drop-down

Add layout +

o LIKE a TWEET o FORWARD

Add your company name Explain why your subscribers are receiving this email
and postal address here Preferences | Unsubscribe

When users press the “‘Add layout” button, the layout drop-down fades in and
comes from the button itself. This highlights that what just appeared is linked to the
button.
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Sidebar accordion

i: Add content £¥ Customize

Logo

Colors and Fonts

Heading 1
. Avenir -
Heading 2

B Georgia v

Heading 3

B Georgia v

MNormal text

B Georgia M

Header & footer text

By sliding the other headings down, it’s easy to correlate the content and heading.
Also, fading the types of logo from the content area after a little delay makes it
more obvious that the user is in the “Image” type settings.
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Button states

Your email

Send me emall marketing tips

Send me the files =

When you’re waiting for something, time tends to slow down. When users are
waiting to receive their files by email, we’re just showing them what’s happening
behind the scene. This animation makes the process feel much snappier, even
though the actual time to receive the email stays the same.
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Add or duplicate a layout

IEArRgie L AL IUITENES T ILLEEn Wity aiijunel VilaE! STy, OUSLET IUEsE LOner .

Add layout X
Nt

Artich Aride Aride

Sample content

When users add or duplicate a layout, a space is created over a short period of
time and the new layout fades in from the middle. It becomes clearer that
something new has been added.

Delete a layout

Article

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Vestibulum vitne
soflicitudin quam. Donec st mattis orci. Phasellus quam nulla, fringilla ut ; .
ondimentum vel, aliguet vitae eros, Suspendisse potenti. Albquam n quam

sleifend, auctor eros 1d, prefium eros.

Article
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When your email contains a lot of similar or almost identical layouts, this
animation becomes really useful. It shows what layout has been deleted by sliding
up the content of the email.

Layout controllers

When users are hovering a layout, we
show them some controllers. Those
come from the layout they control, so
it's clear that the action they are about

4
¥
| '.Il:"t

g to take will affect the layout they are
A o B :
. et hovering.
< = I’'m sure the best motion designers
¢ scel out there would easily point out how
jrbice ¢ those animations could be improved.

Its sad to say that performance
issues on certain devices forced us to
cut off some of the highly polished

details of an animation. But this is a

conscious decision we've made to provide the best user experience across
devices.

Seeing more and more people talking, writing, designing interfaces with animation
doesn’t mean that you should animate everything. If we’ve done our job right, you
shouldn’t notice the animations shown previously while using the email builder.

Invisible, that's how animation should be.
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Further reading

God is in the details—Buzz Usborne

Transitional Interfaces—Pasquale D’Silva

Improve the payment experience with animations —Michaél Villar

If you're interested, | expanded on this article as a 30 minute talk at CSSConf
Australia:
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How Sketch took over 200GB of our MacBooks

Here at iStrategyLabs, Sketch by Bohemian Coding is a tool we use everyday.
It's extremely intuitive, which you know if you have used it before! Recently
we ran into an issue — a caveat that took up between 60 and 200GB on our
hard drives.

How we found out about it

Maggie, one of our great designers, kept getting a full hard drive warning on her
machine. Our first thought was to unsync all of her big dropbox folders; but that
didn’t solve the issue. We weren’t sure what was causing the problem, so | went on
a quest to find out where all this disk space was going!

Finding the issue
We started off by running a simple daisy disk scan, here are the results:
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Where did that remaining 270gb go to?

Daisy Disk shows the Macbook’s hard drive filled up for 406GB, though it is only
able to account for 50% of the gigs. The Users folder takes up almost all the space,
with only 136GB. So where did all that other space go? | figured Daisy Disk’s
default scan isn’'t as administrator, so | opened up a terminal window and started
looking around and quickly found this mysterious folder in the root directory of the
hard drive: /. Document Revisions-V100. It was HUGE.

The folder was a whopping 212GB, hidden away on the hard
drive.
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Printing the size of the DocumentRevisions folder solved the mystery.

You can easily find out how big your Document Revisions folder is by running
this command in terminal, it will prompt you to enter your administrators
password. The characters from your password won’t be visible as you type it, but
| promise it is working! When you’re done hit return and the folder’s size will be
printed!

sudo du -sh /.DocumentRevisions-V100

I quickly figured out that none of our developers were having this issue, so clearly
this was a design related problem. Not every designer has a folder as big as
Maggie's; some of our designer’s folders were only around 2GB, which is totally
fine.

The Cause

DocumentRevisions-V100 is an internal version control system introduced by
Apple in OSX Lion. It basically saves a copy of a file each and every time you
save it. Apple uses it for TextEdit, KeyNote, Pages, Numbers, and some other
programs. Developers can also interact with this APl in their apps. Basically this

463



system is a very big database file that keeps track of all your changes to
documents and allows you to revert back to any versions. WWhen you think
about it, it is really an amazing system.

Version control allows you to go back to every saved version of a file.

Figuring out which app was causing this problem was not too hard. The main
difference between program usage across our design team is that not all of us use
Sketch—some designers still stick to their good old pal Photoshop. | figured the
issues had to be related to this difference. Monitoring this folder proved my point;
every time | would hit 3 + S on my keyboard, it would add a small 30 megabyte
to this folder. Of course, over time, it adds up and you end up with a gigantic
folder.

The Fix

There’s not a lot to find out about this whole system online, although to be honest,
| didn’t look for that long. My guess is Apple is smarter than Bohemian Coding
about how they do version control. There is still one thing i'm not sure of: | have no
clue how to fix it. People who just delete the entire folder report slow system
performance, so | don’t think you want to do that. | do know how to stop it, but |
do not know if there 's a safe way to revert it. Preventing it is easy, you can force
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Sketch to stop version control by pasting this line in your terminal. It won’t print a
result or success message but you should be fine after this!

defaults write -app ‘sketch’ ApplePersistence -bool no

Version control is useful though, so please, please, have a system for backups if
you do this. Personally, the trade off between hundreds of gigabytes of storage

being taken and disabling version control was easy, as we use dropbox.

We run this command now by default on every new hire’s
Macbook.

We did end up doing some clean installs to free up the DocumentRevision’s space
again. If anyone knows a better solution, please let us know. Hopefully Bohemian
Coding just adds a checkmark to the Sketch preferences soon to disable this.

Happy designing designers!

Also a big thanks to Demetri Caminis and_Thibault Maekelbergh for helping me
investigate and confirm these details!
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Tobias van Schneider
3 min read

The Inspiration Lie

by Tobias van Schneider— First appeared in my personal email list.

Probably one of the most asked questions | get is "How do

you get inspired?”.

We’re always waiting for inspiration to find us. We’re waiting to get inspired to paint
this perfect piece of art, to build the next big thing or to come up with this great
advertising idea. We’re just sitting there waiting.

| still do it sometimes, like an idiot as if | don't know better after all these years
of chasing inspiration.

The problem with finding the perfect inspiration is that it's just a romantic dream.
Waiting for inspiration to show up and solve my problems is really nothing more
than an empty promise.

Inspiration is a little bit like love. Seeking for the perfect love is like seeking for
perfect inspiration. The harder you try, the longer it will take. It's like magic, maybe
even luck.

Now you might think that luck is not fair and rather unpredictable because
some have more and some have less. For me luck is more like an attitude.

You might not be able to control your own luck or inspiration, but you can definitely
enhance it's chances by putting yourself in positions where luck & inspiration is
more likely to happen.
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When talking about inspiration, we first need to stop seeking inspiration. This might
sound counterproductive at first and appears to involve risk because we often work
under pressure, and we don’t have the time to stop thinking about something we
actually need to think about.

Inspiration usually strikes when you are not forcing it to strike.

Let’'s just imagine inspiration exists as a random pattern in our life, as in the
example | illustrated below. When forcing to find inspiration (see 1) my path is very
linear/narrow and the chances are pretty low to get hit by inspiration—It will
probably take forever.

1. FORCING INSPIRATION
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If | don’t try to force inspiration to happen, my path appears to be more organic &
random (see 2). | might go for a walk, | go to the movies, read a book or just start
working. It doesn’t matter what | do, but what happens is that | put myself in
situations where I’'m more likely to get hit by those little spots of inspiration.

The key is to start doing something, RIGHT NOW!—It's about to start working
immediately even if you don’t feel inspired or know where you are going yet.
Inspiration will only hit you once you are already in motion, not while standing still
doing nothing.

And as Pablo Picasso already said:

“Inspiration exists,
but it has to find us working.”

This is an interesting concept because it completely goes against our logic that we
first have to be inspired in order to work. But in reality that’'s a lie—It's exactly the
other way around.

So the next time you say “l just don’t feel inspired right now” you know how
to fix it. Start working right now and create your own inspiration.

Tobias

I'm Tobias, a Product Design Lead at Spotify NYC. Founder of Authentic Weather &
Semplice, Advisor & UX at memomi — www.vanschneider.com
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5 min read

R,

Become A'Designers—__

':'I“'he Iieal Sto__ry“Q

The Real Story Of How To
Become A Designer.

This article was originally published through my personal email list.

One of the questions | get the most is how you become a
designer. Most people then expect some sort of romantic
answer from my side, but let me tell you a little personal story |

rarely told anyone.
At 15 | dropped out of high school. | was a troublemaker in school and constantly at
the edge of repeating the class due to bad grades.

At the time | didn’t really know what to do. My main interest was skateboarding and
being outside. | grew up in a family with very little money & my single mother was
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was mostly busy with feeding us 4 kids. We even struggled to pay for the books we
needed for school, so you can imagine going to a more fancy school wasn’t an
option for me.

A couple of friends of mine went to a college highly recommended by my
high school teachers, otherwise “I wouldn’t be able to make it in life” they said.

Since my grades were too bad | had to do a test, which | failed at and of course
got declined from that particular school.

My only alternative was to join a special school made for the so called “trouble
maker kids”. The school seemed promising with the hope to find a job after just a
year or two—At least that’s what | thought.

After about 4 weeks at this school | just stopped going, it was horrible and | felt like
a criminal for just being there. The teacher told me that if | drop out now, | will never
be able to make it and won't find a job in the future.

At the time | had a high interest in everything technical, | loved taking computers
or other devices apart or repairing them.

My new goal: Find a job as a technician, some sort of apprenticeship maybe? At the
time there were only about 2—3 companies in my country who hired apprentices for
these kind of positions. | sent an application to each company.

| never heard back from any of them, or got instantly declined. | was devastated.

After | did some research, | found out that there is a program by the government
that hires you as a “fake apprentice”. It pays you about $150 a month and basically
bridges the time while you're looking for a job.

Most of the people who end up there come from troubled backgrounds, kids on
drugs or with really serious family issues. | was certainly not one of them, and |
didn’t understand why | ended up there. My plan was to get out as soon as
possible.
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After about a year in the program | found a company that would “transfer” me, and
take me on as a real apprentice in the field of computer science & engineering.

After two years | was almost at the end of finishing my apprenticeship. To
successfully finish your apprenticeship you have to do one final test, otherwise it's
not official. | failed the test and decided to not repeat it.(you had to pay for the test,
and | simply couldn’t afford it)

My old boss told me that if | don’t repeat the test, everything is for nothing and |
won'’t be able to find a new job.

At the time the company | worked for threatened to let me go because | was such a
horrible engineer. (it was the truth) But because | was already teaching myself on the
side how to design, they agreed to find a role in Marketing for me. (my interest was
mostly print & web design)

Fast Forward 3—4 months, | decided to take a huge risk and quit the job anyway. |
had this feeling that | don’t want to work there anymore and pursue my new interest:
Design. What a stupid kid, who the fuck would do that?

| had very little savings left and needed to apply to welfare for the time being. If you
would have asked some of my non-existent friends, they would have told you that
I’'m crazy for quitting my job and going on welfare.

Because everyone told me | won’t be able to make it as a designer without proper
education, | tried to apply at a university to study design. As you can already guess,
| got declined because my work wasn’t good enough and my portfolio was lacking
traditional drawings. Phew.

So | started to apply at some more companies, no one got back to me. It was a hard
time for me, | essentially had zero education on paper, no portfolio and just quit my
job.

Then | found an educational program provided by the government which would cost
me about $2000 but promise to train me as a designer.

471



| took all my savings and joined the program. Everyone around me told me that |
NEED to do this for my CV, otherwise | can not prove that I'm a certified designer.

The program lasted 10 months, | barely showed up 3 months which was the
minimum required to receive a “Participated” confirmation. When | was there | felt
like | was back in school, with arrogant teachers telling me how much | suck and
that | will never make it as a designer.

So far everyone always told me what | cant do, but never what | can—I don’t blame
anyone, | didn’t know better at the time.

During the 10 months where | was supposed to be at the program | started to work
on a lot of side projects to build up a little portfolio. Deep in my gut there was this
feeling that | CAN do it, even though everyone else was telling me the opposite.

The moment the program ended | took a big risk and opened up my own little
design studio out of my apartment. In reality, this was the only option | had but it
turned out to be the beginning of a new chapter in my life.

The reason why | wanted to tell you this story is to show you how | really became a
designer. At least for me, there was no perfect way and my path couldn’t be more
unromantic.

In the end, everything that counted was that | trusted myself. Or let’s say | was too
stupid to know what is right or wrong anyway. For me the obstacle became the way
and the art of not knowing how to do things “the right way” helped me think
differently.

Thank you for reading.

PS: | share stories like these and other things usually first through my personal
email list Thanks so much for everyone who encouraged me to share it here on
Medium.

Tobias is a Product Design Lead at Spotify NYC. Founder of Authentic Weather &
Semplice, Advisor & UX at memomi — www.vanschneider.com
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Tobias van Schneider
4 min read

Ignore Everybody

by Tobias van Schneider
first appeared on my private email list.

As part of a talk I'm giving in dozens of cities around the world the last couple
months, | mention 5 principles that help me when approaching new side projects.
Especially when speaking about new ideas | often like to speak about the concept
of “Ignore Everybody”. My main inspiration comes from a book with the same title
by Hugh Macleod .

In general, I'm not a big fan of random ideas. Ideas are cheap, because everyone
has them. Getting shit done is what counts in the end.

But still, there is something magical about a great idea. We have to understand
that ideas are by nature very fragile. They're like little naked babies, unable to
protect themselves.

If we really believe in a new idea, we have to protect her with great effort. This is
difficult, because oftentimes the greatest ideas get killed by the people around us.
Executing on a great idea is by nature a lonely path. If everyone would agree with
you, the idea is probably not that great anyway:.

Colleagues might kill your idea because they don’t like to see you succeed, even if
they don’t do it on purpose. Close friends & family also try to kill your ideas
because they love you, and they don’t like to see you fail. All they do is protecting
you from taking risks, while slowly killing your ideas without you noticing it.

In the end, everyone seems to be against you—AnNd that’s where you have to
decide for yourself to use selective ignorance. Hugh Macleod puts it simply.
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“Great ideas alter the power balance in relationships.
That’s why great ideas are initially resisted”.

The more interesting or original your idea is, the less good advice other people
will be able to give you. The idea is your baby, it's fragile and it needs you to
protect it until it's strong enough to survive others people attacks.

Interesting enough, we do everything possible to kill great ideas immediately. We
get 20 people into a brainstorm meeting where everyone throws out one idea
after another, just to see it being killed instantly. Brainstorm meetings are the
places where good ideas go to die, unfortunately.
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Drawing by Hugh Macleod
On top of it, we often survey the “smartest” people and gather feedback for our new

idea. Unfortunately, the smarter the people in the group, the more reasons they will
find why your idea won’t work.

“In the beginner’s mind there are many possibilities, but in the
expert’s there are few” — Shunryu Suzuki
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George Lois (the original Mad Men) once said: In order to create good work, you
spend your time on 1% Inspiration, 9% Perspiration and 90% Justification.

90% are protecting your idea, and slowly, through hard work, winning over people
on your side by justifying your idea.

But the secret to this is often to Ignore Everybody at first. In the beginning, you are
often as fragile as the idea itself, and all you can do is shut yourself off from other
opinions. Sticking to your gut feeling and working on your idea until it's strong
enough to survive on it’'s own.

Let’s be honest.

When Larry Page & Sergey Brin came up with the idea to build a search engine, it
seemed to be a horrible idea. More than five other search engines already existed,
and none of them was commercially successful.

In 1902, the New York Times wrote that the price of cars will never be
cheap enough to make them as popular to the masses. They called
it “impractical” with no future in sight. And vyes, this statement came
from one of the “greatest newspapers”.

AirBnB seemed to be a horrible idea. Couch surfing was already known to be a
weird thing some hippies do, but not the masses.

An online messaging service that borrows the limitations of SMS so you can only
write within 140 characters? Seriously, Twitter seemed like the worst idea you can
have in the midst of all the possibilities the internet has brought us.

An app where you can record short video clips that disappear forever after you
watched them once? That seems like a pretty fragile idea, until it was called
Snapchat.

In 1876, Alexander Graham Bell offered to sell his patent for the telephone to the
Western Union. They politely dismissed the offer with the reason for it “being a
useless toy that would never amount to anything”.

In the end, we can learn two things from these stories:
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1. Ignore Everybody while working on a new idea. If you're in love with it, chances
are 50/50 and NO one other than you will be able to give you the advice you need.
Don’t ask for advice, roll with it! Or do it like | sometimes do: If 10 people call you
stupid or an idiot, you got your validation, now prove them wrong.

2. While seeing other people working on their idea, we can try to be more open
rather than dismissive. But then again, | also believe in dismissal being a motivator
to try harder for myself. It's really up to you on how you treat other peoples ideas.

| hope you enjoyed the read, and please shoot me a tweet if you have feedback,
comments or just want to send over a high five.

If you enjoyed this article, make sure to sign up to my email list.

Yours truly,
Tobias

obias is the Co-Founder of Semplice, a new portfolio platform for
designers. Also host of the show NTMY —Previously Design Lead at
Spotify & Board of Directors AIGA New York.
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4 min read

The Day You Became
A Better Designer

by Tobias van Schneider
first appeared on my private email list.

| received a lot of feedback on my articles recently. (big thank you for that!) While
some appreciate the wide & weird range of topics, some ask me why | don’t write
about real design topics. Such as, “How to solve UX problem XYZ” or “How to build
the perfect responsive website”. A valid question.

When | write, | mostly write for myself. And since | don't like to lie, neither to you nor
myself, | promise to always be a 100% honest.

The reason | don’t talk about UX problems or how to set up a perfect grid is
because | believe it is boring. While tools and techniques matter, they don’t make
you a better designer when looking at the bigger picture.

As far as | remember, I've never read any books about design. | don'’t follow design
blogs and rarely read design magazines.

This is just my personal preference, but it’s rooted in the belief
that neither me nor anyone else has figured it out anyway.

| do admit that | sometimes miss out on the latest trends in web design, and my
repertoire of keyboard shortcuts could be bigger.
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For me, trying to be a better designer means trying to be a better human
being, as cheesy as it sounds. Every designer, from advertising to product deals
with a different set of problems. But in the end, each designer caters to us humans,
regardless of what problem we are trying to solve.

The day | became a better designer was the day | started looking outside the design
industry for inspiration. It was the day | started reading books about philosophy,
psychology, art or science.

It was the day | stopped hanging out with only designers every day and started
making more friends in other industries. | started to make sure that in whatever
office | sit, | have someone sitting next to me who is NOT a designer.

In psychology & cognitive science there is something called the “confirmation bias”.
What it means is that we love to agree with people who agree with us. We tend
to hang out with people who hold similar beliefs and make us feel comfortable.

We as designers are especially drawn to the confirmation bias. We are proud to hold
strong opinions and therefore strive for internal consistency by seeking confirmation
from our peers.

The issue with this is that we, as designers, create a bubble for ourselves.
We visit the same conferences with only designers speaking & attending. We read
magazines & books, from and for designers, and we tend to only hang out with
other designers in perfect isolation.

Our view narrows as we limit our field. Only interacting with other designers we
avoid ideas or beliefs contradictory to our own. While it makes us feel
comfortable & protected, it can also be an inspirational trap.

Shouldn’t we, especially designers be the ones most curious & open about other
topics & fields rather than cutting us off? Shouldn’t we be the ones connecting the

dots that others might not be able to connect?—Afterall we call us designers who
design products & services for others, often thousands or even millions.

By immersing ourselves in different perspectives, we can draw a much richer and
more balanced picture. Which in result, enhances our work.
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For example, let’s take the best communication designers who come up with covers
for The New Yorker or Bloomberg Businessweek.

They are great not because of their craft, but because they immerse themselves in
topics such as politics & culture. They collect & connect the dots outside of their
field of expertise. Design as a craft just provides them the tools and frameworks to
make sense of the information

And I’'m not talking about simple research before each project, it is part of who they
are. They are as much communicators as much as they are designers.

You can apply the same to any other design field.

And as Walt Whitman already said: Be curious, not judgmental. Endless curiosity &
openness is one of the most important traits of a great designer.

And this, is why | love hanging out with non-designers. Or with anyone who
challenges my beliefs, disagrees with me and offers new perspectives. This is
where personal growth is happening, which translates in my ability as a well-
rounded designer & human being.

| hope you enjoyed the read. | tried re-writing and changing this piece so
many times and ended up keeping it short & snappy. | like to see it more as a
conversation starter which you hopefully participate on Twitter.

Yours truly,
Tobias

The title of this email was inspired by a fantastic article by Scott Adam who wrote a
piece called “The Day You Became A Better Writer”. A quick but
highly recommended read.
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Vince Speelman
4 min read

The Nine States of Design

odern Ul teams are designing components first; Interfaces are merely the
IVI thoughtful composition of components. This leaves an often glaring hole
for users on “the unhappy path”—The places where users may, intentionally or
not, stray from your idealized flow. As we learn to craft systems rather than pages,
we must invest effort into shaping these often missed states of design and create

with a component lifecycle that can support everyone. Here's the lifecycle as | see
it:

States

1. Nothing

What happens before your component does anything? Maybe it's the first time
a user sees it. Maybe it's not activated yet. Essentially, the component exists
but hasn’t started.

Jonas Treub makes sure framer gets you up to speed.
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2. Loading

The dreaded state. In a perfect world, no one would ever see this; Alas, here we
find ourselves. There are plenty of ways to keep your loading state subtle and
unobtrusive. Facebook does a pretty good job of this:

m NVIlaL & Wil }"q_.-'..pll 1HHEN I 2

Shawn Stanton added a new photo to Ricky Ruggero's timeline
with Ricky Ruggero.
Yesterday at 9:52am - Al

Like B Comment =+ Share

Aaron Richard Bond, Adam Michael Lee Padden, Vincenzo Tocco and 56 others like
this.

Facebook uses a “dummy post” rather than a traditional loading spinner.
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3. None

Your component has initialized, but it's empty. No data. No Items. Now may be a
good time to get the user to act (“Do this thing!”), or to reward them( "Good job,
everything is taken care of")

S Subscribed

You Nave no tasks aue toaay

Get a head start on tomomow

Want fewer emalls? Lump email
notifications into a hourly or dally
review.

fication, Read more

Luke Seeley knocked this one out of the park.

4. One

You have some data. On an input, this may be after the first keystroke. In a list, it
might be when you have one item (or one left).

Video q Invite your Team q

ick demo overview Invite people by emaill, upload

C5WVs, and import from Google.

| Restart
Work q
reorder tasks, set Invite people by email, upload
and add tags CSVs, and import from Google

ag

o

Luke Seeley again for MetalLab.
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5. Some

This is usually what you think of first. What is the ideal state for this component?

Your data is loaded, you have input, and the user is familiar with it.

A big comfy dashboard from UENO.

6. Too many

Woah there! The user has overdone it in some way Too many results

(maybe you paginate them now), too many characters (maybe ellipses?), and so

on.

hamin

Dac | P . P i g e
Feseller, Reseller Admin

Reseller, Reseller Admin

Feseller, Reseller Admir

Reseller, Reseller Admin

(1) PREV Showing 61 to 80 NEXT [+)

it

Edit

Eclit

Edit

Eclit

Suspend

Suspend

Suspend

Suspend

Suspend

Good oI’ pagination from Pete Orme
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7. Incorrect

Something is not right about the component. An error has occurred.

A nice error state from dunked.com

8. Correct

Good to go! This item has had its needs satisfied.

short form lonut Bondoc (»IB )
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9. Done

The user’s correct input has been received by the application. They don’t have to
worry about it anymore.

Igor Chebotarev gives some positive feedback.

These states will repeat based on the page, user interaction, updated data, and
pretty much any change of your application’s state. By thoughtfully designing for
these changes, you can create a polished experience for users no matter which
situation they find themselves in.

Many of these states are either inferred, forgotten, or simply ignored by teams.
This is a huge mistake and an opportunity for you to rise above your competitors.
By integrating stateful thinking into your process, you practice empathy with your
users while simultaneously taking control of your application.

T he nine states of design apply to all designs and all component. Even if you

make a concious decision to ignore one of them, following this guideline will
ensure that you actually think.
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Startup

Arthur Attwell

5 min read

Why | wen’t run another Startup

Lured by the'lights of the startup industrygfounders are the product in someone
else’s show: So I've made five newgrulessfor myselrf.

Photo by erikaow, Flickr, CC-BY

Earlier this year, | closed my startup. So now | get to reflect on what I'd have done
differently. Hindsight is unfair and inaccurate, but | still enjoy its lessons. This is

one, a note to my future self. Don’t call your projects ‘startups’. It's a semantic trick,
but a really important one. Here’s why.

‘Startups’ have become a commodity in an industry of startup conferences,

websites, courses and competitions. As founders of young organisations, we

struggle to distinguish genuine guidance and support from the distracting pizzazz

of the startup industry, where we’re just the product, not the customer. Lured by

the lights, we spend valuable hours crafting slide decks, jumping on planes, giving

presentations and filling out entry forms, almost always so that someone can sell
487



https://medium.com/@arthurattwell
https://medium.com/@arthurattwell
http://blog.paperight.com/2014/12/the-paperight-journey-ends/
http://www.amazon.com/Lean-Startup-Entrepreneurs-Continuous-Innovation/dp/0307887898/
http://www.paulgraham.com/die.html

tickets to the show. | worked it hard, and | didn’t see the return. | want that time
back for my business.

Here are five new rules for myself.

1. No more startup events

I've been invited to four startup events just this week. Wait—checks email—that’s
five. It's a freakin’ craze. Startup seminars, breakfasts, retreats, showcases. Say no
to all of them.

Startup events are supposedly ‘good for networking.” | made an interesting
connection at one or two, | think. For the most part they’ve sucked vast amounts of
time | really should have put into working on my organisation.

Your next project may be in publishing, healthcare, engineering or another industry,
but it's probably not in the startup industry. At a startup-industry event, you're only
going to meet startup-industry people. They are not your customers. Only go to
events packed full of potential customers in your industry .

Very occasionally, treat yourself to a dinner with a few entrepreneurs you like—it
helps fight the loneliness. Otherwise, if you're not out selling, get back to your office

and work. Or go home and spend some down-time with your family.

2. No more startup competitions

Then there are the competitions. Innovation competitions, pitching competitions,
business-plan competitions. Sometimes the prize is an investment in your company.
(First prize, an investor! Second prize, two investors!)

Honestly, do you want an investor who comes shopping for startups at a cocktail
function? Winning an investment is like your bank calling to say you’ve won an
overdraft. Lucky you.

It can be worse. | got a call from a major international consulting firm to tell me we’d
won a big innovation award. But | can'’t tell you about it because | have to pay them
a licence fee if | do. Seriously: they wanted 7500 euros just to let us tell people we’d
won. Another time, | got interviewed on a startup-support radio show, only to be
asked to sign a letter afterwards saying they’d given us R188000 in airtime. (I didn’t

sign.)
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You can also win ‘business support’, or well-meaning MBA students to
‘help you grow your business’ for their course project. I've spent days with teams
who are new to my industry using my time to tell me things | already know. | want
those days back.

If you’re certain that you have time to enter competitions, only enter the ones
where they’re giving out loads of free money and you know you can win. Don’t
be the product.

3. Beware the warm glow of startup media

The startup-industry press is so seductive. It's pretty and says it loves you. Being a
startup, especially based in Africa, is great for media coverage, more especially if
you win a startup award.

At Paperight we kept a long list of posts and articles about us that came from startup-
industry acclaim. We won startup and innovation awards in London, Frankfurt and
New York, an Accenture Innovation Award, and public congratulations in South
Africa’s national parliament. We were featured in several ‘startups to watch’ articles
and were profiled on the websites of CNN, Forbes and others. We were even
featured in a book about open-business innovation. We're fairly certain that the
awards made this coverage happen.

But in not one case did we see a corresponding spike in sales (or calls from
investors), and for a young business running out of runway, sales are all that really
matters. For a while, the acclaim is great for motivating staff, and to help inspire an
investor's confidence, but the effect wanes after a few awards. Don’t chase
coverage in the startup industry. Find your own industry’s media outlets (they’re
harder to find and less sexy than the startup press) and focus only on them.

4. Don't tell customers you're a startup

Every office-bound exec wants to love a startup. Like a pet. But no one wants to
buy from a startup. Especially big companies. Big companies want to buy from big,
stable businesses. They want to trust that you’ll still be around in a few years. And
their people need to feel you're a familiar name. At Paperight, we needed book
publishers to trust us with their most valuable IP. It's insane to think they’d give it to
a ‘startup’.
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5. Get real help

The startup industry appeals to a very real need for emotional, intellectual and
financial support. But (except in very rare cases) it is going to distract you more
than it delivers. It's bad for focus. Instead, find experienced confidants from an
industry like yours. If nothing else, their emotional support will mean more to you
than a hundred hollow prizes.

I'll be surprised if | stick to my new rules. So remind me, please, because
I'll probably forget: run a business, not a startup. You don’t have the time.

Some rights reserved by the author.
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Startup

Ben Wheeler

How Product Hunt really
works

(And how to maximize your chances of being noticed)
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It starts with a mystery

Earlier this year, having devoted countless hours to creating my latest app, | took a
step that has become a universal milestone in the tech world: | submitted it to
Product Hunt.

| hoped to see it chosen to be featured on the site’s front page. | checked for it there
the first day, the second, and the third. No such luck. Disappointing, but
understandable: Product Hunt gets hundreds of submissions per day, and as the
FAQ explains, not everything can make it out of the /upcoming feed and onto the
front page.
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Product Hunt’s /Jupcoming feed

But the problem was worse: even after my app failed to make the front page, it
was never added to the site for anyone to find. | had indicated several related
“collection” categories that my app fit, but it wasn’t in any of those. In fact, it was't
searchable on the site at all.

The plot thickens

The official FAQ is vague on the process. So | reached out at first to one Product
Hunt employee. As | learned more, | contacted its founder, Ryan Hoover, and
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several longtime Product Hunt employees and insiders. Not everyone would
answer every question, but | was able to piece together many things that the FAQ
skips over.

Most importantly, | learned that by submitting my app to Product Hunt, | had made
a grave error.

What Product Hunt isn’t telling you
1. The blacklist: your app’s likely destination

Product Hunt's community manager explained that submitting through the
main form, the one that most vetted users see, adds the product to the “/upcoming”
page, where it has a chance to earn votes by visitors for a day or two.

After that, if it hasn’t been chosen for higher status, it enters an undocumented
state in which it can’t be submitted and considered afresh.

Which means, your product’s chances can be sunk by any competitor, any alpha
tester, any well intentioned friend, or any eager founder obeying Paul Graham's
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dictum to “launch when you have a quantum of utility”. That first submission is it.
Odds are—odds are heavily —that it will end up on an internal list of products
ineligible for future consideration.

In other words, blacklisted.
But that’s the gamble all products face, right? Aren’t we all in the same boat?

No. There is another way to be featured, one that the FAQ omits. And it is a big
deal.

2. Half the products on the front page were promoted straight
there

Product Hunt community manager Bram Kanstein—who has since left the company
—wrote a post earlier this year about how he had launched the #1 most upvoted
product of all time on Product Hunt. It is illuminating, not just for what it includes, but
for what it leaves out.

Kanstein focuses at length on the timing of his submission, and the promotional
emails that would direct people in his network to visit the site to vote on it when it
went live on Product Hunt. This struck me as bizarre. How was he so sure that his
product would be promoted to the front page? And exactly when he wanted, and not
a day earlier or later—not even an hour?
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It turns out that select users can post directly to the front page, while the far greater
number of users without this access can only post to/upcoming. According to a former
Product Hunt employee, half the products you see on the home page were put there
instantly by these greater powered users, without first having to prove their worth
alongside the majority of Product Hunt submissions.

Who are these power users? Creators, tastemakers, investors, journalists,
entrepreneurs and programmers who Product Hunt has empowered as curators
because of their enthusiasm, accomplishments, and influence. These aren’t
employees or editors or Wikipedia-style domain volunteers; they are independent of
Product Hunt, entrusted with the power to skip the /upcoming feed at will. They can
grant a product the valuable promotion it would be unlikely to receive, were it
submitted the way most products are.

They can be great allies in the discovery of deserving work. But they can also have
complex connections to— and even financial ownership of—the very products they
promote.

3. Front page promotion is often granted by an insider with
connections to the product’s creators or funders

Browse Product Hunt listings, and reach out to the curators who posted them, and
you will find a great many were posted by prior arrangement with the creators. Ryan
Hoover emphasized to me that the central Product Hunt team itself conducts these
arrangements only rarely, but wouldn’t say how much of the time the curators arrange
featured postings for products they’re linked to.
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WHAT AIIE THE ODDS

Products are often posted by an advisor, but it's rare to find any mention of that
advisor’s ownership in the product. Tech startup advisors commonly take an equity
ownership of around half a percent, or may work for a venture capital firm with a
current interest in the startup. But the world of money is almost never mentioned in
the enthusiastic product comments by either creators or curators. Unmentioned
investments of money, time and status may provide very good reasons for a curator
to privilege a particular product, regardless of its quality.

And yet, according to the curators and insiders | asked, Product Hunt gives them no
instruction about conflicts of interest, and there seems to be no disclosure policy.

4. Assured promotion allows a coordinated launch

Careful followers of Product Hunt have caught on to the strategy of accessing this
upper tier. Just consider the creators of Lrn, an app that teaches you to program in
bite-sized chunks. Lrn, while containing some new ideas, bears a striking
resemblance to Swifty, a past product that had been previously featured on Product
Hunt. Unlike Swifty, however, the Lrn team—having read Bram Kanstein’s post—
found an advisor in advance with front page-promotion privileges and coordinated
the launch with him, even going so far as to have him wake up at 4:30 in the

morning so as to capture more European upvotes.
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Lrn W
@|m_app

@ EmergeShxrky tuesday of next week! are you
going to download it?
5:45 PM - 23 Jul 2015

- 31 W1
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L @Im_app

@bramk Nope! We are launching internationally,
available tomorrow morning!

9:27 PM - 27 Jul 2015 - Manhattan, NY, United States
- 3 W

Lrn W
@|m_app

@bramk Awesome, thanks! Also be on the
lookout for @brokenbottieboy piece via

@ TheNextWeb for the @Im_app Euro audience
tom morning :)

89:29 PM - 27 Jul 2015 - Manhattan, NY, United States
+« 131 W4

Confident of the precise timing and prominence of their promotion on the front
page, they spread word and lined up press around a consistent launch time.

Their launch story, which they wrote up in great detail, avoids mentioning the
crucial step of gaining an insider to promote their work. This follows an unspoken
rule of Silicon Valley. They emphasize aspects of the process that are open to
anyone—pbelief in your product, reaching out to your contacts, being open to

generosity—and avoid invoking the vital but unattractive topics of power, status or
wealth.
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5. Product Hunt ignores successful /upcoming products

Upvotes: not really the reason your submission is being ignored.

You might think catching the eye of many members of the Product Hunt community

on the /upcoming feed is a sure way to make it onto the front page, but you'd be
wrong.

As a former Product Hunt employee explained to me, there are just too many
other products with more significant claims to the front page—some of them

placed directly there, on a preplanned schedule, by someone directly involved
with the product.
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In fact, the former employee says there are many products that gained lots of
upvotes through the /upcoming feed—against heavy odds—but which Product
Hunt has never, and will never, put on the front page.

6. Forming a relationship with any insider you can find is the
best path to promotion
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Product Hunt allows updates to already featured products, but warns creators that “these
are rare and often not allowed”.
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Read enough from creators who have struggled to make the front page and chat up
enough of the active curators, and you’ll realize what several curators told me—that
the /upcoming feed is not where you want to be. You need to work your network to
find an insider.

Sometimes you have to read between the lines to realize how crucial this is. Ask
them to visit Product Hunt and search for the product ”, from a post by a curator, is
helpful advice if Product Hunt’s algorithm values upvotes that come from the front
page more than upvotes that come from directly visiting the product page. But this
only works if the product is already promoted.

Why this matters

We expect a lot from websites where our online communities form, sometimes too
much. Product Hunt is a business, not a public utility, and it’s silly to treat it as
though it has a duty to do anything.

I's also easy to forget my own privilege. | was made a Product Hunt commenter a
while ago—which is how | can even post to /upcoming at all. The inside doesn’t
look so special to an insider.

Like a lot of developers, | have come to truly love Product Hunt. That's why it was
so dismaying to learn how differently it works than its brand and public face

suggest.

So what?

Do you trust that Product Hunt itself cares as much as you do that the most
deserving products be put on the front page? If you're paying attention, you
shouldn’t.

What's most striking about all this is how opaque these workings are to Product
Hunt users and fans. It's hard to find any mention of the ability for well-connected
creators to bypass nearly all other products at will; there’s an awkward caginess to
how Product Hunt employees and insiders explain its workings, one that uses
enthusiasm and euphemism in place of details that would be far more useful to the
rest of us.
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Product Hunt is built around the valuable access it provides to its most powerful
stakeholders, much like industry PR venues like Variety in Hollywood. There's a
place for independent products, but they appear to be the icing, not the bread and
butter.

Call to action

Ryan Hoover has said that he intends to improve Product Hunt’'s transparency, and
| applaud that. If you want to encourage Product Hunt to move in this direction,
please consider this action:

Tweet that @ProductHunt should mark products placed by preexisting
relationship. Bonus points for doing this with love.

A simple text tag like “Scheduled launch” or “Promoted” would clarify this. There
could be a simple checkbox on the form that curators fill out.

Ben Wheeler is a software developer and teacher in Brooklyn. He’s
usually totally not this cranky! Here'’s proof: an article about cool stuff for kids!

Title photo by Melanie Tata, CC by 2.0
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Startup

Bram Kanstein
4 min read

5 ways not to pitch your product.

| love how people are pitching me their product. But please,
actually pitch YOUR PRODUCT!!111

Ever since | discovered Product Hunt and began to actively hunt for cool new stuff,
people have been pitching me their products. After successfully launching Startup
Stash and actually joining Product Hunt, this has increased significantly. That’s ok,
and fun, because | live for this sh*t. Discovering and trying out new products has
always been a great part of my (online) life, and | love providing early feedback to
makers.

But sometimes..
| get stuff like this:
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“Our mobile app is available on the Google Play Store.

The app itself is unique as it's made to bridge the gap between
demand and supply. We truly believe that it’ll change the way
businesses and consumers connect— more importantly, it’ll
take ‘Search’ to a whole new level.”

Pitching anyone your product should be short and clear. The example above is
one of many | get which are too vague and not telling me anything about the
product! So yeah..

Here are 5 ways not to pitch your product

1. “We’re unique”

This doesn’t say anything about your
product. Unique compared to who/
what? Sorry to break it to you but
you’re probably not unique. Which is
OK, if you can execute like crazy
and move fast.

2. “We’re Uber/Airbnb
Wordpress for XYZ”

Nice (overused) analogy, but you're taking away your own shine and giving it to
$Billion dollar companies, plus you're still not saying anything about your product.
Also, Uber is not an example of the sharing economy people.
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3. “We’re going to change the world/search/
mobile/blogging/etc.”

It's awesome if you’re confident about your product, but this doesn’t say anything,
except for maybe the vertical you’re in. Making an unsupported claim like this if
you're early-stage sounds way too cocky. Be humble and show some humility, you
never know how/if the person you’re pitching can help you go forward.

4. “We’ve been working on this for 4yrs and think
it is awesome”

| understand your product is your baby. But again, stuff like this doesn’t say
anything about the product itself. This basically falls in the same category as saying
your site crashed because of your amazing launch. While it just means you got
shitty hosting :-)

5. “Numerous people have said they like it”

God, please no, stop the madness! You'’re trying to get feedback from someone
you find knowledgeable (and me, lol), but this is not an argument. Especially if
you’re going to change the world like you said before, there’s no substance in this
statement. And shockingly, it doesn’t say anything about the product either.
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Bonus

If you believe that your product is solving a real problem and you want the whole
world to know about, you also need a tagline/pay-off line right?Well, don’t use any

of these meaningless ones please:
‘A new way to connect” - Connect who/what/where?

“Collect, Collaborate, Share, Inspire” = With photos/music/
videos/blogs/books/crafts/what?

“Messaging just got easier” — Easier
than what?/On mobile or web?/
How?

(Yes, | have had these in my inbox.)

So, what should you
say?
It's actually pretty simple. Keep it

short and concise:

First off, show enthusiasm and make your pitch personal!

Tell about the problem you’re solving

Show your solution

Show early results if you have them

Why are you the man/woman/team that’s going to take this to the moon?

How can | help you? Asking for specific feedback is also good. It's difficult
to help when your question is simply: “what do you think?”

| didn’t write this post to bitch about some of the bad stuff I'm getting in my inbox,
but to encourage makers to think about how they pitch their product. It's so
important and often overlooked/mistreated by tunnel vision and misplaced
“arrogance”. Being humble and personal can get you a long way, I've experienced
that personally. Do work!
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Also
| encourage anyone to listen to this part from Alex Blumberg’s “StartUp Podcast”.
Here he pitches billionaire investor Chris Sacca, screws up, Sacca turns it around

and pitches Alex his own product. It's amazing.

Next to this, be sure to also watch this video, where @jason lays down a few

ground rules for pitching him your product. On. Point.

@Dbrank

Thanks to Emiel Janson, Violeta, and Ali Mese.
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Startup
Brandon Chu

8 min read

The Black Box of Product
Management
PMs get sad when you ask them why they exist

There is a rite of passage in the product management world, where all PMs have
experienced being asked:

“What does a productmanager do, anyway?”
| empathize with designers and engineers for asking this question. In their

shoes, | would be just as skeptical, because a product manager’'s activities are
fragmented, and don’t reveal the true discipline beneath.
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When | first started in product management, | didn’t even know | was doing it.
Instead, | was a first time founder and thought | was just “doing startup”.

Later, when | interviewed for a PM job, some much more qualified people told me
that | was, in fact, doing product management. | got the job. Early into that role, |
was asked the infamous question above. | wasn’t offended; in fact, | was just as

curious as them, so | started reading (and reading) about product management.
The internet said many things:

| wasn’t a project manager, and | should be offended if someone infers that
| was supposed to own the what and the why

| should be a visionary, the voice of the customer, Mr. get shit done, etc.

| soaked it all in. | re-read Good Product Manager, Bad Product Manager — my
bible of product management — weekly, for the first few months.

And then | shipped, and shipped some more. And pretty soon | felt useful.

Years into that job, | started managing other product teams. Other PMs were now

looking to me to define expectations, so that they could now respond to questions of
why they existed. | offered a cocktail of the best posts I'd read, and examples of the

experiences I'd had over the years.

I’'m currently at Shopify in my third role in product, and again | find myself rethinking
assumptions about what it is | truly do. Shopify is a true engineering culture, and
has very few product managers relative to the size of the company. For perspective,
my last company had 1:10 ratio of PMs to employees. Shopify (including directors)
is closer to 1:80.

An engineer asked me “the question” the first week | was there.
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One of the best things about working here has been observing an alternative
approach to how products can be built and shipped effectively. Shopify engineers

and designers are incredibly talented, opinionated and independent, and learning to
effectively work with them has forced me to change the way | perceive my craft.

It's also forced me to figure out what shouldn’t change, and in doing so, push me to
abstract away the what in favour of the why. This post isn’t about Shopify, nor is it
about the how to be an effective product manager. It’'s about why product

management exists.

Why Product Management

Product Management is the by-product of two exponential forces being exerted on
a company.

1. Speed: The company exists in an industry where the rate of technological
innovation is accelerating

2. Scale: Growth in the company’s product, organization, and customers are
creating complexity

Speed is an exponential force because with every period of time, more change is
occurring than in the last. Similarly with scale; every extra feature, employee, or
user is adding more complexity to the system than the last.
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The reason product management as a career has been popularized in
predominantly software companies, is because software is inherently fast and
scalable.

Speed

The internet changed how software products were delivered to the market. Long
gone are the days of annual releases and cardboard boxes on shelves. For the last
two decades, teams have been writing code, deploying it, and giving updates to all
their customers instantaneously.

Software development itself has a lowered bar of entry. Approachability of high level
programming languages, and the prevalence of open source libraries has super
charged developers with unprecedented productivity,. At the same time, the
infrastructure costs of building a functional product and deploying it has dropped to
basically zero.

This means that every large problem in the world likely has
hundreds of independent teams working to solve it.

In this way, speed has two meanings: both how quickly you can get something to
market with software development, and (critically) how competition forces
companies to go faster to survive.

Scale

The reason why sub 50-person startups rarely have product managers is that the
complexity is still manageable. The CEO and co-founders are still able to
coordinate the company towards a focused problem and unleash the power of a
scrappy startup upon it.

But as the company grows, complexity emerges as more features are added,
customers become more diverse, and the team grows. And that complexity grows
exponentially.

For example, how many meetings do you think a 20-person startup can have?
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The answer shows why we suck at conceptualizing the exponential.

The problem the company solves grows in complexity as well. As teams solve high
level problems, they spawn hundreds of derivative problems, all begging to be
solved. The catch is the company can’t solve them all. Faced with hundreds of
problems to solve, choosing where to focus quickly becomes the most important
decision a company makes.

A Cocktail of Chaos

When you consider the simultaneous impacts of speed and scale on a company,
it's easy to conceptualize how things will eventually derail without someone
thinking holistically about the company. Ultimately, that role is for the CEO, but
when they’ve reached their multi-tasking limits, who else can fill the void?

Why Product Managers

Sure, products need some oversight - got it. Why not just train everyone to be
able to manage the product, why hire a specific role?

The short answer is that it's harder than you think to manage a product, and
it takes years of experience to become capable. Here’s the long answer:

Good product development is hard

The core competency of a product manager is truly understanding product
development. That is, how to identify which problem to solve and how to work with
a team to solve it.
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Anyone who’s been through a few launches knows that despite the textbooks, a
linear product development process like the one below is a fairy tale.

Problem - Business ‘ ngimn ‘ Engineering ‘ Marketing L Distribution

Even if you included feedback loops between the steps, the idea of neat and tidy
sequential steps, where functional teams work together through a checklist is
flawed. It simply does not fit into a world where technology is progressing
exponentially.

The world changes too quickly for us to build on
research we had even three months ago.

| view modern product development as a system of interconnected disciplines,

working in a network, to deliver on a user’s desire. Product managers are the
API that facilitates communication in this network.
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Product Development

A System of Interconnected Disciplines

How we talk
to users
about it

How it fits in
the world

How it will
grow

Why users want it

What it
means for
the Co.

What
customers

interact with
Design

How to

enable it

Each node represents a broad bucket of domain expertise, each with enough
depth that people dedicate careers to master them. This is an important quality of
product development in a company where speed and scale have reached critical
mass: there’s too much to know, so only a team can effectively deliver a product.

The process of product development is how this system moves through time.
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The Product Development Process
Managing the PD system through time

ST
00000000000000

000088800000

Time >

Product managers shepherd this system from problem identification through to
product launch, ensuring that each node in the network is aware of the
progression of the others, and that users increasingly want what is being
developed.

Finally, organizational scale brings with it multiple teams. And an effective product
development system coordinates and focuses those teams towards the company’s
vision.
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Coordinating multiple teams against the vision

PMs must be aware of what other teams are doing

As the product development APIs, product managers support company wide
efficiency by ensuring no duplication of effort, and sharing infrastructure to

enable other teams to go faster.

Product managers are multidisciplinary

Product managers spend years to develop the skills required to be responsible
for this system. It's a multidisciplinary, breadth over depth approach to learning.
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In my career, I've done all of: programming, Ul design, UX research, financial
modelling, business development, support, copy-writing, accounting, legal,
contract negotiation, reporting, marketing, blog posts, FAQs, and product copy.

I've been an expert in none, and achieved borderline competence in some. | knew
just enough of each to be useful as an API, but never enough to be dangerous (in
a good way). That's the quintessential quality of a product manager’s skill set, one
that makes it hard for builder types to grok exactly what value they bring.

PMs know just enough of each discipline to be
responsible for the entire product development system.

A product manager’s multidisciplinary awareness enables them to communicate
in whatever language is necessary to effectively deliver information across the

team.

They’re also in the best position to assess the impact of change across the
system. A recent conversation | had with Shopify’s CEO, expressed this pretty

succinctly to me.

“Great product people understand how a change in the way the world works will
impact the log files. And they can perceive that impact in real time.”

— Tobi Liitke [paraphrased]

Exactly right.

In a world where speed is king and the world is changing exponentially, having
time to develop consensus before action is often a luxury. Teams need critical
decisions made on a daily basis in order to maintain speed, and those decisions
have major trade offs and/or conflicting interests among stakeholders.

Driving those decisions is no one else’s job but the product manager’s.
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Why the Black Box Will Persist

Whereas the work of engineers and designers are easier quantified, because it's
difficult to observe a PMs impact over the short run, the ambiguity around Product

Management will remain for some time.

One day, there may be graduate degrees and definite career paths to product
management, but not today. Until then, companies will continue to scale, the world
will continue to get faster, and sooner or later ‘we need someone to manage this”

will get proposed.

If youre a PM, don’t get butt-hurt the next time someone challenges your
existence. Embrace ambiguity (you’re a PM, after all) and have confidence in your

purpose.

Binge reading Product Management?

Here's a few other posts to satisfy your hunger

Product Partnerships: The Making of a Partnership

Focusing on why and how product partnerships form, part 1 of 2

/ Heuristics for being a Product Director
Lessons learned as a Product Director at FreshBooks

Thanks to Christine Jinaa Lee.
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Startup
Dakota Shane Nunley

8 min read

200+ Podcasts, 100+ Articles, 20+ Books...
In 11 Bullet Points

Image Credit to: http://andrewkurjata.ca/

For the past 8 months, | have spent my time doing what I've wanted to do for
years: listening to podcasts, reading books, and reading articles.

In total, | listened to 207 podcasts, read 22 books, and read 113 articles. All on the
topics of business, marketing, and self-help.

| wish | could say this was some sort of “divine pilgrimage” | set out on. Truth is, |
recently graduated college and am now starting my career. | wanted to learn as
much as possible about business in order to equip myself for the workplace and
beyond. So | did—and still do.

I’'m not bragging about it. That’s not what this article is about. During the journey,
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| began to notice a number of common themes frequently rising up. Those trends
were, for the most part, habits that had made successful people successful, along
with lessons they decided to pass down to lucky people like us.

Gary Vaynerchuk, Seth Godin, Tim Ferriss, Lewis Howes, Mike Dillard, Arianna
Huffington, Mark Cuban, John C. Maxwell, Napoleon Hill, Nir Eyal, Neil Patel,

Anthony Frisella, and others.

These people have become my Aristotle; my Shakespeare. Unfortunately, and
fortunately, no SparkNotes exist for this literature.

| cannot take credit for any of the knowledge that I’'m about to share with you. If it
means anything, | suppose | can take credit for the effort. Maybe even the love.

Here they are:

1.) You will struggle.

All of the successful people I've studied have said this in one form or another. It is
practically inevitable.

In the past 8 months, I've heard countless stories of sleeping on friend’s couches,
not being able to afford rent, living in a crowded apartment, having $60 in a bank

account, and more.

The fact is, in order to make something you must give
something up.
Occasionally, a life of fulfillment may come at the expense of a life of comfort.

How bad do you truly want to achieve your goals? If you had to, how much comfort
would you willing to give up to achieve those goals?

2.) You will fail.
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Failure is practically inevitable, no matter who you are or what you do. The key is
to start viewing failure as educational as opposed to purely detrimental.

Mark Cuban has a terrific way of looking at failure:

“No one counts your failures. Only your victories. The cool thing is that you only
need one victory.” -Mark Cuban

There you have it. Don’t be frightened of failure. Welcome it—of course don’t
encourage it, but you know what | mean—and learn from it. Maturation is pivotal
on the journey to achieve your “best self”.

3.) Networking is everything.

“Your network is your net worth.” -Porter Gale

If you don’t know about Lewis Howes, please take a moment to read about him.
You can follow this link to do so: http://lewishowes.com/blog/

If you don'’t feel like doing that, | can summarize it here: constantly network—or
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try to—with people “higher up the totem pole” in the industry you are pursuing.

Go to as many networking events as possible (I suggest using Meetup.com for this),
reach out to one or two industry leaders per week by email or LinkedIn, and hang
out at bars/cafes where these people might go to.

Above all, you must be relentless and you must be shameless.
Period. Don’t be afraid to talk to anybody.

4.) No one else cares.

Humans are selfish. In order for people give a shit, you have to give them a reason
to give two shits. And even after they give two shits, they will continue to talk shit.

Join the crowd, and live for yourself. What brings you happiness? What brings you
the most excitement? After you’ve found that, then find a way to monetize it.

5.) Have a morning ritual.

Image Credit to: phxpublishingandbookpromotion.wordpress.com
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Listen to a podcast—whether it's Tim Ferriss, Lewis Howes, Mike Dillard, or another
—you will observe a common question emerging in the interviews: “What is your
morning ritual?”

Not ‘Do you have a morning ritual?”
Not if you had a morning ritual, what would it be? ”
| see a pattern arising...

Every successful person | have studied has a morning ritual. This could be a
meditation, writing in a journal, working out, or anything else.

The purpose behind a morning ritual is to provide yourself with “Me Time”. During
normal hours of the day, it can be difficult to control where your time and energy is

expended. You may get pulled into a meeting that isn’t worth your time. You might
need to attend that networking event an hour’s drive away. You may get chewed out
by your boss. The list is endless.

Your mornings are something you can control.

No one can tell you what to do. No one can take away your valuable time. No one
steer you away from your goals.

Why, you ask?
Because they’re asleep!

In addition, your morning ritual should be absolutely non-negotiable. Even to
your loved ones, including significant others. Morning sex can wait until night time.

6.) Consistency is everything.

Gary Vaynerchuk had a YouTube series called Wine Library TV back in 2007*. Gary
made daily videos for Wine Library TV.
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For a year and a half straight, the videos would receive anywhere from 300 to 500
views™,

That’s a long long long time to do daily videos. He weathered through the slow times
of the channel by being consistent. Eventually, the web series landed him a spot on
the Conan O’Brien show, the Ellen show, and the Today Show.

The next time you find yourself ready to give up on your blog or your business or
another venture, think of Gary. Think of consistency.

7.) Exercise.

For the most part, people who care about their body care about themselves.
Exercise seems to be a trend among entrepreneurs now more than ever.
Regular exercise can make you live longer, make you feel “better” about yourself,
and exponentially increase your productivity. Try it for yourself, if you don’t already.
I's important to note that exercise doesn’t have to mean daily gym sessions. Find
any physical activity that you actually enjoy doing, then do it often.

8.) Never stop learning.

Do what | did. Start reading as many books as you can. If you don’t have time or the
resources to do this, then listen to free podcasts on your commute to work or
school.

“‘But Dakota, | can'’t listen to podcasts because | have an Android phone.” Well,
there’s a wonderful resource called Stitcher for that, which is the app that | use. So
don’t bring those weak ass excuses over here or I'll Dikembe Mutombo that BS...

Mike Dillard makes $600k+ per online course he creates. He is one of the top online
marketers in the business. Even after all of his success, he still spends $100,000 per
year on his education: conferences, online courses, networking events, books,
and more.

Learn, learn, learn.
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9.) Find a mentor.

Gif Credit to: giphy.com

This one can be tough. With the proper drive, perseverance, and mindset,
however, it can be done.Finding a mentor can tie into the point on
networking. By reaching out to 1 or 2 leaders in your industry per week, you are
increasing your chances of getting a mentor. Use LinkedIn to message them.
Dig up their email. Send them insightful questions that shows you have done your
homework.

Finding a mentor can tie into the point on networking. By reaching out to 1 or 2
leaders in your industry per week, you are increasing your chances of getting
a mentor. Use LinkedIn to message them. Dig up their email. Send them
insightful questions that shows you have done your homework.

Your personal experience with a mentor might not be the Obi- Wan/Anakin
relationship that you’ve always dreamed of. It might take the form of listening
to someone’s podcast, reading their blog, tweeting them questions, etc. And
that’'s completely okay. Not everyone can be as lucky as Anakin.

In addition, you can refer to resources such as Everwise.com to find a mentor.
Think of Everwise as the “OKCupid” of mentor-mentee relationships.

10.) Before all else, provide value to others.

This point struck me as the most helpful and least intuitive. When | first heard it though,
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it made complete sense.

Your value is equal to the amount of value you provide to others.

You are what others think you are. Your product or service is, and the price tag
along with it, directly correlated with how valuable others think that product or service
is.

To achieve greater financial success, provide greater value to others. The money will

come along with it.

Such a simple principle, yet so powerful.

11.) If you chase money, money won’t come.

The fastest road to money is passion, and genuine love for what you do.

Doing something simply for the money will, more than likely, not give you enough fuel
to weather through the many challenges you’ll face along the way.

Becoming successful is tough. You'll have terrific days and you’ll have terrible days.
Will the thirst for money be enough to push you to persevere even on the worst days?

Follow your passion. Become superb at it. Provide value to others along the
way,and then the money will follow closely behind.

We are fortunate enough to live in an era of accessibility. Knowledge formerly confined
to those wealthy enough to afford it is now available to anyone with an internet

connection.

If you take anything away from this article, let it be this: learn, learn, learn.

Meticulously study the leaders in the industry you choose to pursue. Study them
like a young Kobe would study Magic Johnson; like a young Lebron would study
Kobe Bryant. Learn from them as if they were your own mentor.

By studying the leaders in your industry, not only are you equipping yourself with
invaluable knowledge, you're alsoletting them make mistakes so you don'’t have to.
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%- Startup
David Ams

3 min read

Stop building features, start building brands

Most of the entrepreneurs | meet are building a product, either with their team or
co-founders (which | highly recommend) or with a development agency (ugh! See
what | think about that here). They tell me about their project (when they’re not
afraid of sharing it) with excitement and explain me why their product is going to be
the next big thing in their industry. Everything goes smoothly until | ask them a very
simple questions:

“Do you have a social presence™?”
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As you can expect, the answer | receive is: they don’t, most of them are waiting for
their product to be “ready” to start putting out content.

| really don’t want this question to be a challenging one, but it's literally the first
thing that | want to ask when people are telling me about their new projects. The
answer to that question gives a lot of details about the level of connection they
have with their target audience as well as the things they can potentially leverage in
the future.

Do they deeply know what their audience wants or are they just making
assumptions?

Are they already bringing value to some people who will be happy to do
something for them in return? A leverage.

How did they identify the need for their product?
Do they have a community of early adopters to collect feedback from?

Do they have a competitive advantage?

Start building brand equity first.

The main reason why this question is important is because it's too hard to have
visibility for a product without having a brand or at least an established social
presence. We live in a very very (very) noisy social world where attention is so hard
to get. If you don’t do the work , chances are high for your product to be invisible at
the launch and for you to completely miss your potential.

It has also become way too expensive to target an audience that has no attachment
to your brand or to you. There is no way you can ask them to be loyal or to help
your product to become a success. You did nothing for them so far.

Become an expert in your field, consistently ship quality content,
and most importantly care about your audience. Bring them real
actual value.
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You are bringing the most value when you have nothing to sell or promote. That is
why several months ( or years ) before launching a product is the best timing. Your
content will be %100 authentic. It will have the right approach, and people will feel
involved and will be happy to be part of your adventure. If you represenet
something they like, they will want to be in the movement.If you bring them
enough value, they will be thankful and you'll be able to count on them in the future.

Your product will never be good enough, go out there and tell
your story.

Instead of focusing on that missing feature that will make your product “ready”, focus
on how to create a brand people will love, and how to create real relationships with
your target audience.

Your product will never be good enough. Instead of waiting for one more week for
this bug to be fixed or a few more months for the V2 to be launched, go out there and
build yourself or your company a strong brand people will want to be attached to.

| know we all want our growth to be exponential, and yes, building real relationships
is not scalable. But by caring about your audience and by bringing them unique
value, you will build the foundation of your business success. This crucial step might
offer you the privilege to have other things to scale in the future.

*Obviously, by “social presence”,l] mean more than just a Twitter account, or a
Facebook page where the only things being posted are ‘Big thanks to TechBrunch
for talking about us” .
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E.- Startup
David Ams

3 min read

Why nobody will steal your shitty start-up idea.

1- Because nobody cares.

2- Because an idea is 1% and execution is 99%.
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3- Because the same idea executed by different people will lead to totally
different products/businesses.

4- Because there are no revolutionary ideas anymore.

5- Because the most successful businesses are basic ideas perfectly
executed.
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6- Because if you think Uber and Airbnb were first of their kind, you're wrong.
Thousands have failed with the exact same idea.

7- Because you need to focus on what really matters and work without
restrictions.
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8- Because you don’t have the answers, your market does. Talk out loud, go out
there, become an expert, speak, network, and collect feedback.

9- Because you don’'t want to tune yourself to this level of thinking, and have
better things to focus on.
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10- Because people you'll interact with will never sign your shitty NDA to know more
about your idea they don’t give a sh*t about in the first place.

Now, you just need to get started, hope this article helped you clean your mind from
this distraction.

You can also react on Twitter @davidamse
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Startup
David Byttow

2 min read

Sunset

After a lot of thought and consultation with our board, I've decided to shut down
Secret.

This has been the hardest decision of my life and one that saddens me deeply.
Unfortunately, Secret does not represent the vision | had when starting the
company, so | believe it’s the right decision for myself, our investors and our team.

I’'m extremely proud of our team, which has built a product that was used by over
15 million people and pushed the boundaries of traditional social media. | believe
in honest, open communication and creative expression, and anonymity is a great
device to achieve it. But it's also the ultimate double-edged sword, which must be
wielded with great respect and care. | look forward to seeing what others in this
space do over time.

| will spend the next couple of weeks doing what | believe is right to wind down
Secret gracefully. While a majority of the team has already moved on to other
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exciting opportunities, | will dedicate most of my time to helping the core team find
their next roles. We curated one of the most amazingly talented teams I've ever had
the privilege of working with and | am certain each of them will go on to do great
work at the very lucky companies that are able to hire them.

Secret, Inc. still has a significant amount of invested capital, but our investors
funded the team and the product, and | believe the right thing to do is to return the
money rather than attempt to pivot. Innovation requires failure, and | believe in
failing fast in order to go on and make only new and different mistakes.

Over time, | plan to publish postmortems so that others can learn from the
unique mistakes and challenges we faced and the wisdom gained from such an
incredible 16 months.

Thank you to everyone who supported us over the past year. What an
incredible journey.

David Byttow

PS. If you're looking to recruit or get in touch with our existing team, please
email me directly at d@secret.ly
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&‘g Startup

DHH
12 min read

#WEBSUMMIT2015

RECONSIDER

About 12 years ago, | co-founded a startup called Basecamp: A simple project
collaboration tool that helps people make progress together, sold on a monthly
subscription.

It took a part of some people’s work life and made it a little better. A little nicer than
trying to manage a project over email or by stringing together a bunch of separate
chat, file sharing, and task systems. Along the way it made for a comfortable
business to own for my partner and me, and a great place to work for our
employees.

That's it.
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It didn’t disrupt anything. It didn’t add any new members to the three-comma club. It
was never a unicorn. Even worse: There are still, after all these years, less than fifty
people working at Basecamp. We don’t even have a San Francisco satellite office!

| know what you’re thinking, right? BOOOORING. Why am | even listening to this
guy? Isn’t this supposed to be a conference for the winners of game startup? Like
people who've either already taken hundreds of million in venture capital or at least
are aspiring to? Who the hell in their right mind would waste more than a decade
toiling away at a company that doesn’t even have a pretense of an ambition for
Eating The World ™.

Well, the reason I'm here is to remind you that maybe, just maybe, you too have a
nagging, gagging sense that the current atmosphere of disrupt-o-mania isn’t the
only air a startup can breathe. That perhaps this zeal for disruption is not only
crowding out other motives for doing a startup, but also can be downright poisonous
for everyone here and the rest of the world.

MAKE A

DENT

IN THE —;

fyverse!

Part of the problem seems to be that nobody these days is content to merely put
their dent in the universe. No, they have to fucking own the universe. It's not
enough to be in the market, they have to dominate it. It's not enough to serve
customers, they have to capture them.
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In fact, it's hard to carry on a conversation with most startup people these days
without getting inundated with odes to network effects and the valiance of deferring
“‘monetization” until you find something everyone in the whole damn world wants to
fixate their eyeballs on.

In this atmosphere, the term startup has been narrowed to describe the pursuit of
total business domination. It's turned into an obsession with unicorns and the
properties of their “success”. A whole generation of people working with and for the
internet enthralled by the prospect of being transformed into a mythical creature.

But who can blame them? This set of fairytale ideals are being reinforced at every
turn.

Let’s start at the bottom: People who make lots of little bets on many potential
unicorns have christened themselves angels. Angels? Really?You've plucked your
self-serving moniker from the parables of a religion that specifically and explicitly
had its head honcho throw the money men out of the temple and proclaim a rich
man less likely to make it into heaven than a camel through a needle’s eye. Okay
then!

“It is easier for a camel to go through the eye of a needle than for
a rich man to enter the kingdom of God” — Matthew 19:23-26

And that’s just the first step of the pipeline. If you’re capable of stringing enough
buzzwords about disruption and sufficient admiration for its holy verses, like
software eating the world, and an appropriate yearning for the San Franciscan
Mecca, you too can get to advance in this multi-level investment scheme.

Angels are merely the entry level in the holy trinity of startup money. Proceed along
the illuminated path and you’ll quickly be granted an audience with the wise
venture capitalists. And finally, if your hockey stick is strong, you'll get to audition in
front of the investment bankers who will weigh your ability to look shiny just long
enough until the lock-up period on insiders selling shares is up.
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And guess what these people call that final affirmation: A LIQUIDITY EVENT. The
baptizing required to enter financial heaven. Subtle, isn’t it?0Oh, and then, once
you've Made It™, you get to be reborn an angel and the circle of divinity is
complete. Hale-fucking-lujah!

You might think, dude, what do | care? | AM SPECIAL. I'm going to beat all the odds
of the unicorn sausage factory and come out with my special horn. And who gives a
shit about the evangelical vocabulary of financiers anyway? As long as they show
me the money, I'll call them Big Dollar Daddy if they want to. No skin off my back!

So first you take a lot of money from angels desperate to not miss out on the next
big unicorn. Then you take an obscene amount of money from VCs to inflate your
top-line growth, to entice the investment bankers that you might be worthy of foisting
upon the public markets, eventually, or a suitable tech behemoth.
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And every step along this scripted way will you accumulate more bosses. More
people with “guidance” for you, about how you can juice the numbers long enough
to make it someone else’s problem to keep the air castle in the sky inflated and
rising. But of course it isn’t just guidance, once you take the money. It's a debt
owed, with all the nagging reciprocity that comes with it.

Now, if you truly want to become the next fifty-billion dollar Uber in another five
years, | guess this game somehow makes sense in its own twisted logic. But it's
more than worth a few moments of your time to reconsider whether that’s really
what you want. Or, even more accurately, whether an incredibly unlikely shot at that
is what you want.

Don’t just accept this definition of “success” because that's what everyone is
cheering for at the moment. Yes, the chorus is loud, and that’s seductively alluring,
but you don’t have to peel much lacquer off the surface to see that wood beneath

might not be as strong as you’d imagine.
Let’s take a step back and examine how narrow this notion of success is.

First, ponder the question: Why are you here?
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“Get Your Ticket To Join The World’s Largest Companies

and Most Exciting Startups: It’s not just startups that come to Web
Summit. Senior executives from the world’s leading companies
will be joining to find out what the future holds and to meet the
startups that are changing their industries.”— Web Summit
invitation.

That's one reason: You think you'd like to be mentioned in that headline: The
World’s Largest Companies and Most Exciting Startups. In other words, you too
would really like to try that unicorn horn out for size. And white, white, is totally your
color. It's meant to be.

Well, to then answer the question, “why are you here?”, you might as well make it
literal. Why are you HERE. Dublin, Ireland, The European Union? Don’t you know
that surely the fastest and probably the only way to join the uniclub is to rent a
mattress in the shifty part of San Francisco where the rent is only $4,000/month?

Because while that area north of Silicon Valley is busy disrupting everything, it still
hasn’t caught up with the basic disruption of geography. So if your angel or VC can't
drop by your overpriced office for a jam session, well, then you’re no good at all,

are you?

The real question is why do you startup? | don’t actually believe that most people
are solely motivated by fawning over the latest hockey stick phenomenon.
Bedazzled, probably, but not solely motivated. | invite you to dig deeper and explore
those motivations. As inspiration, here were some of mine when | got involved with
Basecamp:

| wanted to work for myself. Walk to my own beat. Chart my own path. Call it
like | saw it, and not worry about what dudes in suits thought of that. All the
cliches of independence that sound so quaint until you have a board meeting
questioning why you aren’t raising more, burning faster, and growing at supersonic
speeds yesterday?!
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Independence isn't missed until it's gone. And when it's gone, in the sense of
having money masters dictate YOUR INCREDIBLE JOURNEY, it's gone in the vast
majority of cases. Once the train is going choo-choo there’s no stopping, no getting
off, until you either crash into the mountain side or reach the IPO station at lake

liquidity.

| wanted to make a product and sell it directly to people who’d care about its
quality. There’s an incredible connection possible when you align your financial
motivations with the service of your users. It's an entirely different category of work
than if you're simply trying to capture eyeballs and sell their attention, privacy, and
dignity in bulk to the highest bidder.

I’'m going to pull out another trite saying here: It feels like honest work. Simple,
honest work. | make a good product, you pay me good money for it. We don’t even
need big words like monetization strategy to describe that transaction because it is
so plain and simple even my three year-old son can understand it.

| wanted to put down roots. Long term bonds with coworkers and customers
and the product. Impossible to steer and guide with a VC timebomb ticking that
can only be defused by a 10—-100x return. The most satisfying working relationships
I've enjoyed in my close to two decades work in the internet business have been
those that lasted the longest.

We have customers of Basecamp that have been paying us for more than 11 years!
I've worked with Jason Fried for 14, and a growing group of Basecamp employees
for close to a decade.

| keep seeing obituaries of this kind of longevity: The modern work place owes you
nothing! All relationships are just fleeting and temporary. There’s prestige in jumping
around as much as possible. And | think, really? | don’t recognize that, | don’t
accept that, there’s no natural law making this inevitable.

| wanted the best odds | could possibly get at attaining the tipping point of
financial stability. In the abstract, economic sense, a 30% chance of making $3M
is as good as a 3% chance of making $30M is as good as a 0.3% chance at making
$300M. But in the concrete sense, you generally have to make your pick: Which
coupon is the one for you?
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The strategies employed to pursue the 30% for $3M are often in direct opposition to
the strategies needed for a 0.3% shot at making $300M. Shooting for the stars and
landing on the moon is not how Monday morning turns out.

| wanted a life beyond work. Hobbies, family, and intellectual stimulation and
pursuits beyond Hacker News, what the next-next-next JavaScript framework looks
like, and how we can optimize our signup funnel.

| wanted to embrace the constraints of a roughly 40-hour work week and feel good
about it once it was over. Not constantly thinking | owed someone more of my
precious twenties and thirties. | only get those decades once, shit if I'm going to sell
them to someone for a bigger buck a later day.

These motives, for me, meant rejecting the definition of success proposed by the
San Franciscan economic model of Get Big or GTFO. For us, at Basecamp, it
meant starting up Basecamp as a side business.
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Patiently waiting over a year until it could pay our modest salaries before going full
time on the venture. It meant slowly growing an audience, rather than attempting to
buy it, in order to have someone to sell to.

By prevailing startup mythology, that meant we probably weren’t even ever really a
startup! There were no plans for world domination, complete capture of market and
customers. Certainly, there were none of the traditional milestones to celebrate. No
series A funding. No IPO plans. No acquisitions.

Our definition of winning didn’t even include establishing that hallowed sanctity of
the natural monopoly! We didn’t win by eradicating the competition. By sabotaging
their rides, poaching their employees, or spending the most money in the shortest
amount of time... We prospered in an AND world, not an OR world. We could
succeed AND others could succeed.

All this may sound soft, like we have a lack of aspiration. | like to call it modest.
Realistic. Achievable. It's a designed experience and a deliberate pursuit that
recognizes the extremely diminishing returns of life, love, and meaning beyond a
certain level of financial success. In fact, not only diminishing, but negative returns
for a lot of people.

I've talked to more than my fair share of entrepreneurs who won according to the
traditional measures of success in the standard startup rule book. And the more we
talked, the more we all realized that the trappings of a blow-out success weren’t
nearly as high up the Maslovian pyramid of priorities as these other, more
ephemeral, harder-to-quantify motivational gauges.
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| guess one way of putting what I'm trying to say is this: There’s a vast conspiracy in
the world of startups! (Yes, get your tinfoil hats out because Kansas is about to go
bye-bye). People act in their own best interest! Especially those whose primary
contribution is the capital they put forth. They will rationalize that pursuit as “the
good of the community” without a shred of irony or introspection. Not even the most
cartoonish, evil tycoon will think of themselves as anything but “doing what'’s best”.

And every now and again, this self-interest shows itself in surprisingly revealing
ways. Like when you hear angels brag about how YOU CANNOT KNOW WHICH
BUSINESS IS GOING TO BE THE NEXT UNICORN. Thus, the rational play is to
play as much as you possibly can. | find that a stunning acceptance of their own
limited input in the process. Hey, shit, | don’t know which mud is going to stick
to the wall, so please, for the sake of my six-pack of Rolexes, keep throwing!!

This whole conference is utterly unrepresentative when it comes to the business
world at large! That’'s why the mindfuck is so complete. You have a tiny minority of
capital providers, their hang-arounds, and the client companies all vested in
perpetuating a myth that you need them! That going into the cold, unknown world of
business without their money in your mattress is a fool’s errand.

Don'’t listen! They’ve convinced the world that San Francisco is its primary hope for
progress and that while you should emulate it where you can, that emulation is
going to be a shallow one. Best you send your hungry and your not-so-poor to
our shores so we can give them a real shot at glory and world domination.

They’ve trained the media like obedient puppies to celebrate their process and
worship their vocabulary. Oh, Series A! Cap tables! Vesting cliffs!

But in the end, they’re money lenders.

Morality pitted against the compound leverage of capital is often outmatched.
Greed is a powerful motivator in itself but it gets accelerated when you’re serving
that of others. Privacy for sale? No problem! Treating contractors like a repugnant
automatron class of secondary citizens to which the company needs not show
allegiance?PAR FOR COURSE.
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Disrupt-o-mania fits the goals of this cabal perfectly. It’s a license to kill. Run fast
and break societies.

Not all evil, naturally, but sucking a completely disproportionate amount of
attention and light from the startup universe.

The distortion is exacerbated by the fact that people building profitable companies
outside the sphere of the VC dominion have little systemic need to tell their story.
VCs, on the other hand, need the continuous PR campaign to meet their recruiting
goals. They can’t just bag a single win and be content henceforth.

The presentation of unicorns is as real as the face of a model on a magazine
cover. Retouched to the nth degree, ever so carefully arranged, labored over for
hours.

The web is the greatest entrepreneurial platform ever invented. Lowest barriers of
entry, greatest human reach ever. | love the web. Permission-less, grand reach,
diversity of implementation. Don’t believe this imaginary wall of access of money. It
isn’t there.

Examine and interrogate your motivations, reject the money if you dare, and
startup something useful. A dent in the universe is plenty.

Curb your ambition.

Live happily ever after.

See what we’re up to at Basecamp after twelve years with the brand-new version 3
we just launched. Also, if you enjoyed RECONSIDER, you'’ll probably like my books
REWORK and REMOTE as well.

546


http://basecamp.com/
https://basecamp.com/
http://37signals.com/rework/
http://37signals.com/remote/

Startup

Why You Shouldn’t Take
VC Money



https://medium.com/@garyvee

Let's start this article with one fact: | do think venture capital has value. | think
angel investor dollars have value. When it comes to startups that are cash
intensive businesses, they can do a lot. But as someone who has now looked at
thousands, if not tens of thousands of deals in his career, it's very clear to me that
it is becoming the default for young entrepreneurs.

This belief and behavior that is so prevalent now creates a false sense of insurance
and comfort. The problem is that that cushion starts to get crunched when the next
round of funding becomes less easy to raise which is something we’re starting to
see happen more and more with today’s young companies. A founder today starts a
business and then acts as an operator for the next fundraising moment, instead of
focusing on doing whatever’s needed to actually building that business up.

And the thing is this: twenty-five to fifty percent of all the businesses | have ever
looked at were more than capable of being a little scrappier. A little less cush. A less
nice office. They all could have built an amazing business with less money. It pays
to be scrappy in the early days. Work to build something real. Ditch the company
happy hours and use that money to create an amazing product. If you have that
amazing product, you don’t need the VC.

This has all changed how | think about investing, but also in what | choose to invest
in. I’'m far more interested now in only seeing a concrete product when | meet with
potential investments. I'll be the first one to tell you that ideas are shit, and execution
is everything. If | can see that you made it already and that it is working, I’'m far more
interested in helping you take it to the next level.

Do the work.

The first few years of a startup aren’t supposed to be cushy. Those are the years
that you grind. If you're getting into entrepreneurship because you want a lavish
lifestyle, you’re in it for the wrong reasons.

You have to be okay with being scrappy.
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My agency VaynerMedia was started in the conference room of another company’s
offices that we were squatting in. There were six of us. | was already a little wealthy,

but because Vayner was a new business, | didn’t feel that | should be putting
massive amounts of dollars into it until | knew we really were ready and needed it.

It was another two years before we got our own permanent space that we paid an
official rent to.We were hacking. We were hustling. | was bartering my time to other

companies, speaking for free, so we could use their spaces.

And guess what? We’re still scrappy. There are startups that haven’'t made a penny
that have nicer offices than VaynerMedia. Think about that.

| don’t want this to be an article about some old guy investor (me) saying “Hey you
kids, you better watch out!” and all that annoying “back in my day” stuff. This is more
about me asking you to take a step back and really consider if you want the
investor's money. Because consider this: do you really need the money? Can you
start out scrappy, just focusing on becoming an amazing businessperson?

Because the alternative is that you might just end up becoming a financial engineer.
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Gustavo Tanaka
6 min read

There is something extraordinary happening in
the world

Most of us haven'’t quite realized there is something extraordinary happening.

A few months ago | freed myself from standard-procedure society, | broke the
chains of fear that kept me locked up into the system. Since then, | see the world
from a different perspective: the one that everything is going through change and

that most of us are unware of that.

Why is the world changing? In this post I'll point out the 8 reasons that lead me
to believe it.
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1- No one can stand the employment model any longer

We are reaching our limits. People working with big corporations can’t stand their
jobs. The lack of purpose knocks on your door as if it came from inside you like a
yell of despair.

People want out. They want to drop everything. Take a look on how many people
are willing to risk entrepreneurship, people leaving on sabbaticals, people with
work-related depression, people in burnout.

2- The entrepreneurship model is also changing

Over the past few years, with the explosion of startups, thousands of entrepreneurs
turned their garages in offices to bring their billion dollar ideas to life. The vortex of

entrepreneurship was to find an investor and get funded. To be funded was like
winning the World Cup, or the Super Bowl.

But what happens after you get funded?

You get back to being an employee. You may have brought in people not sharing
your dream, not in agreement with your purpose and soon it’s all about the money.
The financial end becomes the main driver of your business.

People are suffering with it. Excellent startups began to tumble because the money
seeking model is endless.

A new way to endeavor is needed. Good people are doing it already:.
3- The rise of collaboration

Many people have figured out that it doesn’t make any sense to go on by yourself.
Many people have awakened from the “each man for himself” mad mentality.

Stop, take a step back and think. Isn’t it absurd that we, 7 billion of us living in the
same planet, have grown further apart from each other?What sense does it make to
turn your back on the thousands, maybe millions, of people living around you in the
same city? Every time it crosses my mind, | feel blue.

551



Fortunately, things are changing. Sharing, collaborative economy concepts are
being implemented, and it points towards a new direction. The direction of
collaborating, of sharing, of helping, of togetherness.

This is beautiful to watch. It touches me.
4- We are finally figuring out what the internet is

The internet is an incredibly spectacular thing and only now, after so many years,
we are understanding its power. With the internet the world is opened, the barriers
fall, the separation ends, the togetherness starts, the collaboration explodes, the
helping emerges.

Some nations saw true revolutions that used the internet as the primary catalyst,
such as the Arab Spring. Here in Brazil we are just starting to make a better use out
of this amazing tool.

Internet is taking down mass control. The big media groups controlling news by
how it suits best what they want the message to be and what they want us to read
are no longer the sole owners of information. You go after what you want. You bond
to whomever you want. You explore whatever you may want to.

With the advent of the internet, the small is no longer speechless, there is a voice.
The anonymous become acknowledged. The world comes together. And then the
system may fall.

5- The fall of exaggerated consumerism

For too long, we've been manipulated to consume as much as we possibly can. To
buy every new product launched, the newest car, the latest iPhone, the top brands,
lots of clothes, shoes, lots and lots and lots of pretty much anything we could our
hands on.

Going against the crowd, many people have understood that this of way off.
Lowsumerism, slow life and slow food are a few excerpts of actions being taken as
we speak, pointing out by contradiction how absurdly we have come to organize
ourselves.
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Fewer people are using cars, fewer people are overspending, and more people are
swapping clothes, buying used goods, sharing assets, cars, apartments, offices.

We don’t need all of that they told us we needed. And this consciousness of new
consumerism can take down any company living of the exaggerated end of it.

6- Healthy and organic eating

We were so crazy we even accepted eating anything! It only needed to taste good,
and everything would be alright.

We were so disconnected that companies started to poison our food and we didn’t
say anything!

But then some people started waking up, enabling and strengthening healthy and
organic eating.

This is only to get stronger.
But what has this got to do with economy and work? Just about everything, I'd say.

Food production is one of the basic fundamentals of our society. If we change our
mindset, our eating habit and our way of consuming, corporations will have to
respond and adapt to a new market.

The small farmer is getting back to being relevant to the whole chain of production.
Even people are growing plants and seeds inside their homes as well.

And that reshapes the whole economy.
7 — The awakening of spirituality

How many friends do you have who practice yoga? What about meditation? Now
think back, 10 years ago, how many people did you know by then who practiced
these activities?
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Spirituality, for too long, was for esoteric folks, those weird-like and mystic people.

But fortunately, this is also changing. We've come to the edge of reason and
rationality. We were able to realize that, with only our conscious mind, we can’t
figure out everything that goes by here. There is something else going on and I'm
sure you want to get hold of that as well.

You want to understand how these things work. How life operates, what happens
after death, what is this energy thing people talk about so much, what is quantum
physics, how thoughts can be materialized and create our sense of reality, what is
coincidence and synchronicity, why meditation works, how it's possible to cure
using nothing but bare hands, how those alternative therapies not approved by
regular medicine can actually work.

Companies are providing meditation to their employees. Even schools are teaching
the young how to meditate. Think about it.

8 — Unschooling trends

Who created this teaching model? Who chose the classes you have to take? Who
chose the lessons we learn in history classes? Why didn’t they teach us the truth
about other ancient civilizations?

Why should kids follow a certain set of rules? Why should they watch everything in
silence? Why should they wear a uniform? What about taking a test to prove that
you actually learned?

We developed a model that perpetuates and replicates followers of the system.
That breed people into ordinary human beings.

Fortunately, a lot of people are working to rethink that though concepts such as
unschooling, hackschooling, homeschooling.

Maybe you've never thought of that and even may be in shock. But it's happening.

Silently, people are being woken up and are realizing how crazy it is to live in this
society.
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Look at all these new actions and try to think everything is normal we were taught
so far is normal. | don'’t think it is.

There is something extraordinary happening.

Gustavo Tanaka—Brazilian author and entrepreneur, trying to create with my
friends a new model, a new system and maybe helping to create a new economy.
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Jason Fried
3 min read

Give it five minutes

| used to be a hothead. Whenever anyone said anything, I'd think of a way to
disagree. I'd push back hard if something didn’t fit my world-view.

It's like | had to be first with an opinion—as if being first meant something. But what
it really meant was that | wasn’t thinking hard enough about the problem. The
faster you react, the less you think. Not always, but often.
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It's easy to talk about knee jerk reactions as if they are things that only other people
have. You have them too. If your neighbor isn’t immune, neither are you.

This came to a head back in 2007. | was speaking at the Business Innovation
Factory conference in Providence, RIl. So was Richard Saul Wurman. After my talk
Richard came up to introduce himself and compliment my talk. That was very
generous of him. He certainly didn’t have to do that.

And what did | do? | pushed back at him about the talk he gave. While he was
making his points on stage, | was taking an inventory of the things | didn’t agree
with. And when presented with an opportunity to speak with him, | quickly pushed
back at some of his ideas. | must have seemed like such an asshole.

His response changed my life. It was a simple thing. He said “Man, give it five
minutes.” | asked him what he meant by that? He said, it's fine to disagree, it’s fine
to push back, it's great to have strong opinions and beliefs, but give my ideas some
time to set in before you’re sure you want to argue against them. “Five minutes”
represented “think”, not react. He was totally right. | came into the discussion
looking to prove something, not learn something.

This was a big moment for me.

Richard has spent his career thinking about these problems. He'’s given it 30 years.
And | gave it just a few minutes. Now, certainly he can be wrong and | could be
right, but it's better to think deeply about something first before being so certain
you’re right.

There’s also a difference between asking questions and pushing back. Pushing
back means you already think you know. Asking questions means you want to know.
Ask more questions.

Learning to think first rather than react quick is a life long pursuit. It's tough. | still get
hot sometimes when | shouldn’t. But I'm really enjoying all the benefits of getting
better.

If you aren’t sure why this is important, think about this quote from
Jonathan lve regarding Steve Jobs’ reverence for ideas:

557



And just as Steve loved ideas, and loved making stuff, he treated the process of
creativity with a rare and a wonderful reverence. You see, | think he better than
anyone understood that while ideas ultimately can be so powerful, they begin
as fragile, barely formed thoughts, so easily missed, so easily compromised, so
easily just squished.

That’s deep. Ideas are fragile. They often start powerless. They're barely there, so
easy to ignore or skip or miss.

There are two things in this world that take no skill: 1. Spending other people’s
money and 2. Dismissing an idea.

Dismissing an idea is so easy because it doesn’t involve any work. You can scoff at
it. You can ignore it. You can puff some smoke at it. That's easy. The hard thing to
do is protect it, think about it, let it marinate, explore it, riff on it, and try it. The right
idea could start out life as the wrong idea.

So next time you hear something, or someone, talk about an idea, pitch an idea, or
suggest an idea, give it five minutes. Think about it a little bit before pushing back,
before saying it's too hard or it's too much work. Those things may be true, but
there may be another truth in there too: It may be worth it.
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Jason Fried
2 min read

Making money takes practice like
playing the piano takes practice

Most of the people | know who are money-making-machines got started really early.
Lemonade stands, car washes, lawn mowing, baseball card trading. | think the
reason they are money-making-machines today is because they started early. They
learned the skills of negotiation, pricing, selling, and market-reading early. They
have more practice selling than most people. That's one of the reasons they’re
better at it than most people.

Making money takes practice, just like playing the piano takes practice. No one
expects anyone to be any good at the piano unless they’'ve put in lots practice.
Same with making money. The better you practice the better you get. Eventually
making money is as easy for you as piano is for someone who's been playing for 10
years.

This is one of the reasons | encourage entrepreneurs to bootstrap instead of taking
outside money. On day one, a bootstrapped company sets out tomake money. They
have no choice, really. On day one a funded company sets out tospend money.
They hire, they buy, they invest, they spend. Making money isn’'t important yet.
They practice spending, not making.

Bootstrapping puts you in the right mindset as an entrepreneur. You think of money
more as something you make than something you spend. That’s the right lesson,
that’s the right habit, the right imprint on your business brain. You're better off as an
entrepreneur if you have more practice making money than spending money.
Bootstrapping gives you a head start.

So if you’re about to start a business, or if you already have a business and you're
thinking about taking funding, or if you’ve already taken funding and are considering
going back for more, consider the alternative. Don’t raise money, raise prices.
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Sell sell sell. Get as much practice as you can. Force yourself to practice.
Force yourself to learn how to make money as early as you can. You may

hate it in the short-term, but it'll make you a great businessperson in the long
term.

Check out what we're up to at Basecamp.com.
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B Startup

Jason Fried
2 min read

PRESS RELEASE: BASECAMP VALUATION
TOPS $100 BILLION AFTER BOLD VC
INVESTMENT

CHICAGO—December 1, 2015-Basecamp is now a $100 billion dollar company,
according to a group of investors who have agreed to purchase 0.000000001% of
the company in exchange for $1.

Founder Jason Fried informed his employees about the new deal at a recent
company-wide meeting. The financing round was led by Yardstick Capital and
Institutionalized Venture Partners.

In order to increase the value of the company, Basecamp has decided to stop
generating revenue. “When it comes to valuation, making money is a real obstacle.
Our profitability has been a real drag on our valuation,” said Mr. Fried. “Once you
have profits, it's impossible to just make stuff up. That's why we’re switching to a
‘freeconomics’ model. We'll give away everything for free and let the market
speculate about how much money we could make if we wanted to make money.
That way, the sky’s the limit!”

Proof that Basecamp is now a $100 billion dollar company.
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A $100 billion value for Basecamp is “not outlandish,” says Aanandamayee
Bhatnagar, a finance professor and valuation guru at Grenada State’s Schnook
School of Business. Bhatnagar points to a leaked, confidential corporate strategy
plan that projects Basecamp will attract twelve billion users by the end of 2016.

How will the company overcome the fact that there are only 7.3 billion people alive
today? “Why limit users to people?” said Bhatnagar.

In order to determine the valuation of companies, Bhatnagar typically applies the
following formula: [(Twitter followers x Facebook fans) + (# of employees x 1000)] x
(total likes + daily page views) + (monthly burn rate x Google’s stock price)-squared
and then doubles if it they’re mobile first or if the CEO has run a business into the
ground before. Bhatnagar admits the math is mostly a guess but points out that “the
press eats it up.”

To help handle the burdens of an increased valuation, Basecamp hired former
YouTube exec Craig Mirage as Chief Valuation Officer earlier this month. Mirage

hopes to replicate YouTube’s valuation success at Basecamp. “Of course, the
investment comes with great expectations.

But you should see the spreadsheet models we’re making up. Really breakthrough
stuff,” said Mirage.

“Basecamp will lead the new global movement filled with imaginary assumptions on
growth and monetization potential,” he continued. “We’re excited to roll out a list of
unconfirmed revenue possibilities that involve crowdsourcing, claymation
emoticons, 4D touch, in-app garage sales, goofy looking goggles, social stuff, and
an app store. Also, everything we make will include a compass.”
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Jason Fried
2 min read

What’s the difference between time and
attention? A lot.

| recently realized that if I'm too busy to take something on, | shouldn’t say “I don’t
have the time”. In fact, | often do have the time. It's not that hard to squeeze in
some extra time for someone.

What | don’t have—and what | can’t squeeze in—is more attention. Attention is a
far more limited resource than time. So what | should say is “I don’t have the
attention”. | may have 8 hours a day for work, but | probably have 4 hours a day for
attention.

This summer a guy wrote me out of the blue asking if he could intern for me this
summer. His email was great—clear, thoughtful, kind, inviting, confident but not
pushy, and not too long (but long enough to say what he had to say without leaving
anything out). He was studying at Harvard Business School and was going to be
back in Chicago this summer.

He asked if he could swing by and say hi. His email made it easy for me to say yes.
So he did, and we had a great session. We spent maybe an hour or so together. |
learned about his background, what kind of stuff he was interested in, what he
wanted to learn, what he could teach us, etc. Then we riffed on a few ideas. It was
natural, flowing, effortless. Really promising.

Then | told him I'd think a few things over and get back to him soon. He checked in
a few weeks later, and | said I'd get back to him soon again. And | didn't.

A month or so after that | wrote him and told him | was really sorry. I'd mislead him
—and myself—thinking | had enough time to take on a intern that summer. |
wanted to, | really liked him, | thought he'd be great, but | just didn’t have as much
time as | thought | had to even consider it more and line up work and spend time
with him, etc.
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But really, as | thought about it, | realized | had the time. Every day is the same 24
hour cycle. Every workday around 8 hours. Surely | could have found even 20
minutes a day to work with him. But it wasn'’t that. It wasn’t that | couldn’t find the
time. | couldn’t find the attention.

My mind fills up with a few key projects and that’s it. I'm absorbed by those. That’s
where my attention is. Had | made 20 minutes here and there for him, I'm be
physically present in that moment, but mentally I'd be elsewhere. And that’s not fair
to either of us.

Time and attention aren’t the same thing. They aren’t even related.

We’ve since talked a few more times, and we caught up again last week. | think I'll
have more attention next year. We're going to keep in touch, check in from time to
time as he finished up school, and then try again.
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