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Starting from Scratch



Start with a feature, not a layout



Detail comes later



Be a pessimist

• Don’t imply functionality in your designs that you aren’t ready to build.



Font choice

• Serif – Elegant or classic • Rounded sans serif – Playful



Border radius

• No or small border – serious or formal • Large border – Playful



Color

• Blue – safe and familiar • Pink – fun and not so serious



Hierarchy



Visual Hierarchy



Don’t use gray text on colored backgrounds



Emphasize by de-emphasizing



You might not need a label at all



Using weight to compensate for contrast



Take a hierarchy-first approach to designing the actions



Layout and Spacing



Start with too much white space

? OK



Establish a spacing and sizing system



You don’t have to fill the whole screen



Not all elements should be fluid

?

?



Relative sizing doesn’t scale



Text



Establish a type scale

• 16px is the default font size for most browsers

• Avoid em units



Use good fonts

• Your safest bet is a neutral sans-serif.

• Trust the wisdom of the crowd

• Steal from people who care



Keep your line length in check

• Make your paragraphs wide enough to fit between 45 and 75 characters per line.



Baseline, not center



Line-height is proportional



Not every link needs a color



Align with readability in mind

• Don’t center long form text • Right-align numbers



Color



HSL vs. HSB

• HSB = HSV ≠ HSL

• When saturation is 100%,
• 100% brightness in HSB

= 50% lightness in HSL



You need more colors than you think



You need more colors than you think (Cont.)

• Greys • Primary colors

• Accent colors (to emphasize semantic states)



Define your shades up front

• Choose the base color first

• Finding the edges

• Filling in the gaps



Use perceived brightness to your advantage

• Which one do you think is lighter?

• Perceived brightness
• Calculated from RGB

• Different hues with
100% saturation and 50% lightness:



Changing brightness by rotating hue

• To make a color lighter,
• Rotate the hue towards 60°, 180°, or 300°.

• To make a color darker,
• Rotate the hue towards 0°, 120°, or 240°.

• Ex) yellow → orange



Greys don’t have to be grey

• Greys to feel cool,
• Saturate them with a bit of blue:

• Greys to feel warm,
• Saturate them with a bit of yellow or orange:

• Don’t forget to increase the saturation for the lighter and darker shades.



Accessibility – Flipping the contrast



Accessibility – Rotating the hue



Accessibility – Don’t rely on color alone

• For users with color blindness,
• Add icons

• Use contrast



Depth



Simulating light in a user interface

• Raised elements • Inset elements



Use shadows to convey elevation



Shadows can have two parts



Even flat designs can have depth

• Creating depth with color • Using solid shadows



Overlap elements to create layers



Image



Use good photos



Text needs consistent contrast



Don’t scale up icons



Don’t scale down icons, either



Don’t scale down screenshots



Prevent background bleed

← Semi-transparent
inner border 

↑

Subtle inner
box shadow



Finishing Touches



Supercharge the defaults



Add color with accent borders



Change the background color

↑

slight gradient



Use a repeating pattern for backgrounds



Don’t overlook empty states



Use fewer borders

↑

box shadow
↑

two different
background colors

↑

extra spacing



Think outside the box



Think outside the box (Cont.)



Thank you!


