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Design System is the single source of truth which
groups all the elements that will allow the teams to
design, realize and develop a product.



Design System is a set of standards to manage
design at scale by reducing redundancy while
creating a shared language and visual consistency
across different pages and channels.
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A Pattern Language
Towns -Buildings - Construction
|

Sara Ishikawa - Murray Silverstein

WITH

Max Jacobson - Ingrid Fiksdahl-King
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NASA Graphics
Standards Manual

Richard Danne and Bruce Blackburn
1976

https://www.nasa.gov/wp-content/
uploads/2015/01/
nasa_graphics_manual_nhb_1430-2
_jan_1976.pdf
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More

e 1968: NATO Software
Engineering Conference - using
patterns was first mentioned

e 1980s: Software design patterns

e 1990s: Jennifer Tidwell.
"Designing Interfaces"

e 2000s: Yahoo! Design Pattern
Library (2006)

e 2010s: Google Material Design
(2014)
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The Structure of a Design System

Building Blocks

Color Palettes Typographic Grid Definitions

Pattern Library

Rules

Implementation Guidelines Editorial Guidelines




Why Use a Design System?

e Design (and development) work can be created and replicated quickly and at
scale.

It alleviates strain on design resources to focus on larger, more complex problems.

It creates a unified language within and between cross-functional teams.

It creates visual consistency across products, channels, and departments.

e |t can serve as an educational tool and reference for junior-level designers and
content contributors.



If you don not have a in place,
creating onsistent user interfaces is very hard,
and focusing in-depth on details, will lose time,

effort, and of course the consistency of your user
interfaces.


https://github.com/alamenai/ydkui
https://github.com/alamenai/ydkui

Definitions

Design System — A complete set of design standards, documentation, and principles
along with the toolkit (Ul patterns and code components) to achieve those standards.

Pattern Library — A subclass in the design system, this is the set of design patterns for
use across a company.

Style guide — Another subclass in the design system, this static documentation
describes the design system itself: how products should look and feel, use cases for Ul

patterns, correct typographic scales, etc.



Your Design System

You will want to describe for things
like:

* Typography

e Colors

e Margins and paddings

e Box and image styles

Border styles
e Lists and tables

e Page layouts

https ://medium.co%tgghtshapes-lIc/picking-parts-products-people-
a06721e81742
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Start with a feature, not a
layout

When you start the design for a new app idea, what
do you design first? If it’'s the navigation bar at the top
of the page, you’re making a mistake.

The easiest way to get stuck when working on a new
design is to start by trying to “design the app.” When
most people think about “designing the app”, they’re
thinking about the shell.

Instead of starting with the shell, start with a piece of
actual functionality.



Details Come Later

In the earliest stages of designing a new feature, it’s
important that you don’t get hung up making low-level
decisions about things like typefaces, shadows, icons,
etc.

That stuff will all matter eventually, but it doesn’t
matter right now.

Resist the temptation to introduce color right away. By
designing in grayscale, you’re forced to use spacing,
contrast, and size to do all the heavy lifting.









Think Generic

When we design with atomic, we
always have to keep in mind that the
same component is going to be
declined and reused in very different
contexts.

We are thus going to make a real
distinction between the structure of
an element and its contents.

GENERIE

label

|placeholder

®audreyhac

ema‘\\




Be a pessimist

Do not imply functionality in your designs that you are not ready to build.

When you’re designing a new feature, expect it to be hard to build. Designing the
smallest useful version you can ship reduces that risk considerably.

If part of a feature is a “nice-to-have”, design it later. Build the simple version first, and
you’ll always have something to fall back on.



Define Choices in Advance

Instead of hand-picking values from a limitless pool any time you need to
make a decision - start with a smaller set of options.

#3381B8 #2F7DB3 #2D78AD




Hierarchy Matters

Visual hierarchy refers to how important the elements in an interface appear

in relation to one another - it is the most effective tool you have for making something
feel "designed”.

Separate visual hierarchy from document hierarchy

Web browsers assign progressively smaller font sizes to heading elements, so an h1l
Is large, and an h6é small. It can encourage bad decisions in application Uls.

Don’t let the element you’re using influence how you style it — pick elements for
semantic purposes and style them however you need for best visual hierarchy.



O Visual Hierarchy 8

3/ fmdesignuniversity



Semantics is Secondary

When there are multiple actions a user can take on a page, it’s easy to fall
into the trap of designing those actions based purely on semantics.

e Primary actions should be obvious. Solid, high contrast background colors work
great.

e Secondary actions should be clear but not prominent. Outline styles or lower
contrast background colors are great options.

e Tertiary actions should be discoverable but unobtrusive. Styling these actions like
links is usually the best approach.



PRIMARY SECONDARY TERTIARY

Save Draft Save Draft

Learn More Learn More

PRIMARY SECONDARY TERTIARY

Unpublish Unpublish Unpublish



But also reachability matters ...

Left thumb Both thumbs Right thumb

Errm ok... ‘ Erm ok... L Errm ok...




Examples of Design Systems

e Google Material Design System. https://material.io/

e Apple Human Interface Guidelines. https://developer.apple.com/design/
e Uber Base Web. https://baseweb.design/

o Taltech. https://taltech.ee/brand

e Tartu Ulikool. hitps://ut-stiiliraamat.voog.com/

e UK Government Design System. https://design-system.service.gov.uk/

e Design Systems in Finland. https://github.com/viljamis/design-systems-in-finland
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e Designing Interfaces. Jennifer Tidwell. 2010.
https://github.com/ivanarandac/Books/blob/
master/Designing Interfaces 2nd ed.pdfLivro-
Designing-Interfaces-2nd-Edition-2010.pdf
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e Design Systems. Alla Kholmatova. 2017.
https://www.smashingmagazine.com/provide/
eBooks/design-systems.pdf

\\!

e Programming Design Systems. Rune Madsen.
2020. https://programmingdesignsystems.com/



https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://github.com/ivanarandac/Books/blob/master/Designing%20Interfaces%202nd%20ed.pdfLivro-Designing-Interfaces-2nd-Edition-2010.pdf
https://www.smashingmagazine.com/provide/eBooks/design-systems.pdf
https://www.smashingmagazine.com/provide/eBooks/design-systems.pdf
https://www.smashingmagazine.com/provide/eBooks/design-systems.pdf
https://www.smashingmagazine.com/provide/eBooks/design-systems.pdf
https://programmingdesignsystems.com/
https://programmingdesignsystems.com/

Links

e Why you should think in a feature, not a layout when you create Ul? https://dev.to/
menaiala/think-a-feature-not-a-layout-32ke

e Everything you need to know about Design Systems. https://uxdesign.cc/
everything-you-need-to-know-about-design-systems-54b109851969#

o A Brief Guide to Creating a Ul Style Guide. https://xd.adobe.com/ideas/process/ui-
design/ui-style-guide-template/

e 10 great design systems and how to learn (and steal) from them

e Video: The trick to Al prototyping with your design system. https://
www.youtube.com/watch?v=CqgMZTg7L-wE
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Thank you!



