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Design

Dev

Creativity, problem solving

Creativity, problem solving

Design critique

Code review

Sketching, discovery

Spikes, PoC

Oh it's easy, my nephew designed a
website!

Oh it's easy, my nephew built a
website!



Knowing to understand empathy and respect

Knowing to do execution
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Golden rule of collaborative knowledge

Learn about others as you'd
have them learn about you.



Corollary

Be a guide for others to
find the joy you found.



The inevitable question...
Should designers code?

Should developers design?



It's nonsense!

Design and development are interlinked.



Would we ask...?
Should we be good at our jobs?

Should we build empathy with coworkers?



To what level should you code/design?

None at all

Understand but don't do

Do to non-production standard
Do to production standard



Levels of knowledge

o Nene-atal part of the job

e Understand but don't do

e Do to non-production standard
Do to production standard



Levels of knowledge

o Nene-atal part of the job
» Understand but don't do
» Do to non-production standard

» Dotoproductionstandard career change



Opinions...

Yeah, well, that's just, like,,
your opinion, man. :




Datal

Surveyed 176 people on design
and development collaboration.



Results

How much code should designers know or do?

52.3%

42%

2.8%

None at all Know how code works, but Be able to write code, but
not write any code not to production
standard

2.8%

Be able to code to
production level



Results

How much design should developers know or do?

47.7% 48.3%

1.1%

None at all Know how design works, Be able to do some
but don't do any design design, but not to
production standard

2.8%

Be able to design to
production level



Levels (now with data for extra shine!)

o Noneatall
e Understand but don't do
» Do to non-production standard

» Doteproductionstandard



What should you learn, then?

» Roles and process
e 'The basics'’
e History and schools of the craft



How important is it to understand roles, process and principles?

1 (not important) 4 (critical)



Results

How important is it to understand history and schools?

1 (not important) 2 3 4 (critical)



We are part of history
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Schools

Design Movements Programming Paradigms

Minimalism, Bauhaus, Modernism, Procedural, Literate, Object
Postmodernism Oriented, Functional



Back to roles, process, basics

1 (not important) 4 (critical)



Roles & Process

‘Normal is an illusion.
What is normal for the spider
is chaos for the fly”




Design Roles

Research does it solve the problem?
UX how it feels and flows
Interaction design how it behaves
Visual design how it looks



“Unicorn”

UX Engineer

“UX Team Of One"

UX Designer

Web Designer

Ul (Interface) Designer

Interaction Designer

UX Researcher Visual Designer Front-End Developer

RESEARCH SYNTHESIS & IDEATION PROTOTYPING & DESIGN IMPLEMENTATION

https://uxdesign.cc/the-spectrum-of-digital-design-roles-in-2018-3286390a9966







Development Roles

Frontend/UI code for rendering things
Backend/Application code to apply business rules
Data code to supply content

DevOps code to deploy the other code

QA code to make sure the other code is still working



Would you believe developers haven't produced lovely infographics about their roles?



Process

While every team differs,
there are common shapes.



Ideate

J

Validate Implement Deliver

from Infersection by Milan Guenther, www intersectionbook.com
based on a model by the UK Design Council



Noise / Uncertainty / Patterns / Insights Clarity / Focus

Research & Synthesis Concept / Prototype Design

thedesignsquiggle.com
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The Basics™ for designers

e The medium HTML, €SS, JS
» Where design breaks code accessibility, performance
» Working together versioning



HTML

Click the thing =

Item 1
Item 2

Item 3

Foo

Foo

Sin
Qua




CSS layout

A
it



JavaScript

Got an idea?

Y



Accessibility

E Colour Contrast Analyser — >
Options  Image  Help
Foreground Background
Colour select: Hex Colour select: Hex:
[ | v| | 2 Iv| |#D0DODO |l | v| | 2 |v| [#FFFFFF
Result - luminosity
Text Foreground:#00D000
x Background #FFFFFF
x The contrast ratio is: 1.5:1
L text Text failed at Level AA
arge te Text failed at Level AAA
x Large text failed at Level AA
Large text failed at Level AAA
[]8how contrast result for colour blindness Copy results




Performance

PERFORMANCE BUDGET CALCULATOR

Calculate A Performance Budget For Your Site.

Your performance budget is 375KB

HTML CSs8 JavaScript
9 375 12 375 0 62 375

Images Video Fonts
0 236 3rh 0 37 375 0 19 375

Total: 375KB

© Jonathan Fielding @jenthanfielding




"Versions"

draft_2.psd

draft_2_right-font.psd

final.psd

final_fixed-colour.psd
final_fixed-colour_updates-from-client.psd
first_draft.psd



"Versions"

draft_2.sketch

draft_2_right-font.sketch

final.sketch

final_fixed-colour.sketch
final_fixed-colour_updates-from-client.sketch
first_draft.sketch



Datestamps

20181020_first_draft.sketch
20181021 _draft_2.sketch
20181022_fix-font.sketch
20181023.1_final.sketch
20181023.2_fixed-colour.sketch
20181023.3_client-updates.sketch



SemVer

project_0.1.0.sketch
project_0.2.0.sketch
project_0.2.1.sketch
project_1.0.0.sketch
project_1.0.1.sketch
project_1.2.0.sketch



Cloud systems need versions too

* Pages -

Text fields | 1.0.0 ChECkbOX

Selects | 1.0.0
ARCHIVE Checkbog Mormal
Checkbox Momal
NOTES
Chackbog Mormmal Focusesd
WIP|1.0.0

Radio buttons | 1.1.0
B Checkbox Hover
DatePicker IWIP10.1.0

B Checkbax Hever Focused
A <> Compaonent/Checkbox/Selected

& Checkbox Indeterminate

<> Companent/Checkbox/Mormal/Normal



Then...

» Keep learning code!
e CLI basics

o Data structures

e Al concepts



The Basics™ for developers

» Design is not random fundamentals
 Design language fundamentals
 Design as problem solving research, Design Thinking



Colour theory

Complementary Analogous Triadic

Split Complementary Tetradic



Colour psychology
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Typography

Letter-spacing

Cap
Height

~Anatomy Of

Serif

Stem Stroke Ascender Leading

_ A Typeface

Stroke Descender Aperture




Type psychology

[sior |

E sans serir [
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C.RA.P.

CONTRAST

Unigue elements in a design should
stand apart from one another. One
way to do this is to Use contrast. Good
contrast in a design - which can be
TONE/VALUE achieved using elements like color,
tone, size, and more - allows the
viewer's eye to flow naturally.

SIZE/SHAPE - o
To the left, you can see 4 ways to
create contrastin your design.
DIRECTION - .

MENT

Properalignment in a design means that
every elementin it is visually connected to
another element. Alignment allows for
cohesiveness; nothing feels out of place or
disconnected when alignment has been
handled well.

4

PRINCIPlES

DESIGN

quick reference poster

REPETITION

Repetition breeds cohesiveness ina
design. Once a design pattern has
been established - for example, a
dotted border or a specific
typographic styling - repeat this
pattern to establish consistency.

The short version?

Establish a style for each element in
adesign and use iton similar elements.

Proximity allows for
visual unity in a design. If
two elements are related

to each other, they
should be placed in close
proximity to one another.
Doing so minimizes visual
clutter, emphasizes
organization, and increases
viewer comprehension

Imagine how ridiculous it
would beif the proximity
icons on this graphic were
located on the other side

of this document.




nimation

B THE ILLUSION OF LIFE

& 2 &5
EQUASH & STRETCH ANTICIRE STAGING

#g
SECOMNDARY ACTION TIMING

] L0
ERATION SOLID DRAWINGS




Voice & Tone

B




Then...

e User research
 Sketching
e Design Thinking



Golden rule of collaborative knowledge

Learn about others as you'd
have them learn about you.

Corollary

Be a guide for others to
find the joy you found.



Lead by understanding

Lead by doing



Thank you.

Thanks to all those who shared the joy of design with me.



Links
e Learn to Code HTML & CSS

would recommend
o WAI: Accessibility for designers
« Webaim: Accessibility for designers
 Paciello Group CCA
 Yesenia Perez-Cruz: Design decisions through the lens of performance
« Brad Frost: performance budget builder
e https://www.performancebudget.io/



https://learn.shayhowe.com/
https://css-tricks.com/video-screencasts/150-hey-designers-know-one-thing-javascript-recommend/
https://www.w3.org/WAI/tips/designing/
https://webaim.org/resources/designers/
https://developer.paciellogroup.com/resources/contrastanalyser/
https://www.yeseniaperezcruz.com/speaking/
http://bradfrost.com/blog/post/performance-budget-builder/
https://www.performancebudget.io/

Links

« Understanding_ colour theory
 Canva: learn design

o The illusion of life (animation)
« Voice and Tone

« Voice and Tone guides

o Spectrum of design roles



https://99designs.com.au/blog/tips/the-7-step-guide-to-understanding-color-theory/
https://www.canva.com/learn/design/
https://vimeo.com/93206523
http://voiceandtone.com/
https://voiceandtoneguides.webflow.io/
https://uxdesign.cc/the-spectrum-of-digital-design-roles-in-2018-3286390a9966
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Image credits

« https://fstoppers.com/education/how-color-theory-improves-your-photography-and-
retouching-215697
https://thelogocompany.net/blog/infographics/psychology-color-logo-design/
https://material.io/design/typography/understanding-typography.html
https://www.crazyegg.com/blog/psychology-of-fonts-infographic/
https://paper-leaf.com/blog/2012/10/principles-of-design-quick-reference-poster/
 Squiggle from https://thedesignsquiggle.com/

Some | could not find a definitive source to credit.



