Hers's averyrhing Yvb fearnad from gesigning 10,000 + US seresns as 3 lead product designer.
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Here's everything i've
learned from designing
10,000+ Ul screens as a
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Here's everything I've learned from
designing 10,000+ Ul screens as a lead
product designer.

Besides: "Yes, that is still misaligned”

Quuick Nate: I learned all of chis from amazing designers ltke you, fantastic
mentors, and lots of trial and ervor. If vou learn something from this article,
shave srwith pnither designer. # Tove you for it, amd they will, ton.

Also, go follow t.nristian kievi:, He's a brilbane designer and mencor.

1. Prioritize your design efforts.

1ahwavs use this apalogy:

No one cares what color the stitching is on the leather seats of your P

fancy concept car if it doesn’t even have wheels yet, 4 * &

¥ ...\A W )
Prioritize your design efforts so that you're satisfying all baseline

requirements first. Then AND ONLY THEN can you move on ta fancier
things like custom illustrations and animation, \’)m ~, ‘./tw e“
b wu.a'xs o SS“ ¥ 'Ls

Which convaniently Teadsusta...

2. No one cares about animation.

Borry, everyone, It's true. And I'm not saying this out of spite because I'm
just ot thet good at it (which is also true),

‘Warld-class products have litrle to no animation at all;

- A\
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‘These products are worth billions and billions and billions of dollars - w
because they solve problems and deliver value, not because they have ~ l \‘\ Q

cute animations,

Yess, there is a time and place for animadon, but start by spending your

tme delivering exceptional value through a best-in-class user
expericnee. Then vou can spend all the time vou want making a cute

little menu butron that morphs inra a Mcanald's Big Mac.
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Stop ¥ enting the wheel anc

vou'll have moretimeand encrgy

to design a space

This animation by

3. Don't relnvent the wheel,

A pattern is samething that’s foundin ble objects. !t l l Q &1“6 w\

Design patterns are called patterns because they're found all aver the

place. Users are accustomed to doing things a certain way and that . - %
usually comes with expectations for the user experience, %‘A‘

1 couid design you a hundred different ways to filter a datx table, but

nothing will ever he as efficient 28 2 left-hand rail of check hoxes like the

unes lound uncvery cCommoero: website,

Don't spend your tme being fancy for things thau don't need to be
reinvented.
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4, "Templatize” your work.
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In the spirit of not reinventing your entire being, for the love of all things ‘
holy, make yourself some design templates. e w@ .’
Yo'l save yourself seven mretric boatloads of thme, w QM m

-
In a week and a hall, I designed 52 screens for a client sprinting toward - P Q e—
an important seles presentation and even wired rhem up into a clickable \ ‘ )‘ W

InVision pratotype. Its a fully custom design, o, and is completely
customized to fit the tone of their brand. This would have been

impossible without templates at the ready to help me jumpstart my
work.

Here’s an example screen from my personal master Ul boilerplate that 1

use an every single projecs as o way ro ger a head srarr
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Here's verything I'va laarned from daskgning 10,000+ Us screene ss w lead product deslgner.
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Yiru can check oul some of the design sysiems Tve buill ever a CX Power
“Touls. T think they'll reaily help you out.

Sketch smarter.

Does it really save me time? You
know how TV chefs aiready have the
ingredients pre-chopped for them,

and &t ey e

s apowerteels

5. Consistency begets efficiency.

‘The more consistently you design, the faster you'll become.

How doIknow?

Well for one thing, you're dramatically reducing the number of design
decisions you have to make along the way.

1f you make yourself a button symbol in Sketch: and use that throughour
your design, not anly will all of your burtons look consistent, but all of
the sudden you're working far more efficiently because you're not

making buttons from scratch every rime you need one.

tarth-shattering, | Tuow!

6. Efficiency begets consistency.

‘These are pretty symbiotic, so it also works in the reverse.

Inorder o work faster, you'll have w create shorteurs for yourself. These

shortcuts can be tangible things like desi or more i ibl
like ishing and following a set of design principles (like sticking to
an HBpx grid syscem).

As you become faster, consistency will narurally follow.

7. Business and user value usurps
EVERYTHING.

By Tast estimates, Craigslist was valued ac around $3 BILLION.

Viave you ever seen that site? It's hideous.

wraigshst indiznapoin -
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But it doesn't matter. Ik solves a problem and delivers value to the user.
Plain and simple. Juse fike Craigsliset

Look, ’'m not advacating design oversimplification. All I'm saying is that
ifyou can deliver value ta the user, you will create customers who will

drive value to the business.

Solve the right problem for the right person and you'll be golden.
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8.1 am not the center of the world.
Prueopare LTS o other people whe itmerin the pioduct destgn
“process.

Just take a loak:

Who are we designing for?
Designing for Buy-in (Part 1 of 3)
These groups gither need to buy-in

to fund your vision, or they need to
buy-in to truly sell it and market. P

rnediunm.com [a—

Who are we designing for?
Designing for Production {Part 2
of 3}

Who is going to help you get your
preduct or idea developed?

mediurn.com

Wha are we desighing for? The
quality and standards teams
(Part3 of 3)

Wait a second, you aren't done yet.
Who makes sure this will actually

wor fhe 15 g0 aposed to?

madium.com

9. Great designs will fail with bad
presentation.

Rver been onicdate with someone that wes SUPER HOT. hut coukIn’t

really catry on a conversation ta save their mwn life?

Visuals alone won’t carry a great design very far. P'd argue that visuals
are really only about 2086 of the entire presentation process.

e Medasing ool

Well, that's storytelling. If you don't hook your audience witha

compelling stary, demonstrate husiness value, and speak on behalf of the -
user, then you will fail. \ Z % @

What does failure look like?

Lous of questions. Playing design defense instead of design offense.
Design sacrifices. Lack of trust. Go-to-market amxdety.

You don’t want these things.

Tailoring Your Design Conceptto st |

the Right Audience x =
o ) o

Few occasions during the ideation ~ e

phase will ever be as anticipated and
well-attended as the unveiling of a
new design...

curtent.innovatemnap.co

10. Get. It. Built.

{ saved this one for last because ir’s SO SO SO 50 SO SO important:

"Functional Praduct > Dribbhie @'

Lirerally nawhing eise matters.

Beautiful design? Awesome?
Didn'r launch? Failure.

Am 1 saying that in order to be considered a successful designer that you
‘have to actually design something that gets built? Well to be honest,
veah, kinda. Talking about the plans you had for your spouse’s birthday
that you didn't follow through on aren'’t going to prevent you from
having to sleep on the conch Tor vhe next maorh.
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Hem's everything i've teained from designing 10,000+ Ul scroenw a3 @ lead product designar,
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When Pm not reflecting on my design career, I'm working an Sketch design
twols at UX Power Tools ro make you a becter, more efficient designer.

Follow UX Power Tools on Twitter

Follow me on Twicrer

UX Power Tools: A Design
System Starter Kit for Sketch

UX Power Tools is a sophisticated
design system of common
components for crafting wiorld-class
app and products in Sketch.

wwveuxpowertoals
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