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Preface



These 101 principles are a broad set of guidelines for designing digital products. There are no doubt thousands more, but these are the core principles that will make most products more usable and effective. They'll save you time and make users happier.
Somewhere along the journey of the web maturing, we forgot something important: user experience is not art. It's the opposite of art. UX design should perform a function: serving users. It has to still look great but not at the expense of actually working. Poor design has crept in over the years and some digital products have become worse in 100 tiny ways.
So how did we get here? Branding agencies got involved. They insisted that because as a company we always refer to photos as "memories" the photo menu should be called memories too. Nobody knows what it means or how to find their photos.
The CEO personally picked the shade of sea breeze that the company uses for its headings everywhere, so all the headings are pale blue. This means nobody can read them against a white background on their mobile phone screen.
The marketing department decided that a full-screen pop-up collecting users' email addresses would be good for the Quarter 4 CRM metrics. Then they said, "Oh, don't make the close icon too big because we don't want customers to actually close it."
In these three simple examples, found all over the web, the company lost sight of the user's needs and forgot to put the user first. Over the past 20 years, I've learned a lot about designing digital products. It's hard to pick all these individual lessons out because it feels like they've been compiled into a big UX operating system in my brain.
I'm not ashamed to admit that I'm a design purist. Of course, I value aesthetics, but I see them as a "hygiene factor" and a necessity. Beyond the veneer of aesthetics, I've always strived to produce software that's usable and powerful, where the features are instantly obvious or easy to discover and learn.
This book is a "shortcut to success" for less experienced designers and a challenge to some accepted thinking for seasoned UX professionals.
The principles are structured into broad sections such as typography, controls, journeys, consistency, and the wider field of UX practice. Feel free to dip in and out and use the book as a reference, although it has been designed to be read through in order if you wish.
You might find yourself disagreeing with some of the principles—that's fine because this is, after all, an opinionated book—but the disagreement will sometimes be a prompt to examine your accepted thinking and reevaluate if there might be a better way to accomplish your users' goals.
I hope you enjoy the book and that it helps you to become a better UX professional, so that you can implement experiences that work, avoid common pitfalls, and grow your confidence to fight for the user.
Will Grant, August 2018

Chapter #1. Anyone Can Be a User Experience (UX) Professional



This guide is for anyone who designs software products as part of their work. You may be a full-time designer, a UX professional or someone who has to make decisions about UX in your organization's products. Regardless of your role, the principles in this guide will improve your products, help you to serve your users' needs better, and make your customers more likely to return to you.
Although various examples throughout this book feature a mobile app, website, web app, or some desktop software, the principles are applicable to a wide range of applications, from in-car UI, mobile games, and cockpit controls, to washing machine interfaces and everything in between.
Empathy and objectivity are the primary skills you must possess to be good at UX. This is not to undermine those who have spent many years studying and working in the UX field—their insights and experience are valuable—rather to say that study and practice alone are not enough.
You need empathy to understand your users' needs, goals and frustrations. You need objectivity to look at your product with fresh eyes, spot the flaws and fix them. You can learn everything else.
Learning points



	UX isn't a talent you're born with—you can learn how to be good in this field
	Objectivity and empathy are the two key personality traits you need to display
	This book aims to provide a shortcut to success with 101 tried-and-tested principles




Chapter #2. Don't Use More Than Two Typefaces



Only amateurs call typefaces "fonts", you know? "Proper" design professionals call them "typefaces" Fonts are the files on the device that the software uses to render the typeface. Fonts are the paint on the palette, while the typeface is the masterpiece on the canvas.
Regardless, too often designers add too many typefaces to their products. You should aim to use two typefaces maximum: one for headings and titles, and another for body copy that is intended to be read.
Use weights and italics within that font family for emphasis—rather than switching to another family. Typically, this means using your corporate brand font as the heading, while leaving the controls, dialogs and in-app copy (which need to be clearly legible) in a more proven, readable typeface.
Using too many typefaces creates too much visual "noise" and increases the effort that the user has to put into understanding the view in front of them. What's more, many custom-designed brand typefaces are often made with punchy visual impact in mind, not readability.
Learning points



	Use two typefaces maximum
	Use one typeface for headings and titles
	Use another typeface for body copy




Chapter #3. Users Already Have Fonts on Their Computers, So Use Them



Yes, your corporate brand font is lovely. It's so playful and charming but it takes an extra three seconds to load the page, as the font needs to be downloaded from the server and rendered—and nothing appears until it loads—driving your users crazy.
Including custom display fonts for headings and titles is fine; it helps to brand the product and adds some visual interest. However, using custom fonts for body copy is generally a bad idea.
First of all, these fonts have to be loaded from somewhere, whether it's Google Fonts, Typekit or your own CDN. This means that there is an overhead in getting the font files down to the user's machine. Content-heavy pages will often break while the correct fonts are downloaded and rendered—the dreaded Flash of unstyled content or Flash of unstyled text (FOUC) (https://en.wikipedia.org/wiki/Flash_of_unstyled_content).
Secondly, if, by specifying wild and wonderful body copy typefaces, you think you're exerting some control over the end result, then think again: responsive design and 1,000s of different devices out in the wild mean your pages will look a little different for everyone.
Luckily, whether your user is on a phone or a desktop, Windows or Mac (or Linux), they have some beautiful, highly-readable fonts already installed and waiting to be used. The "system font stack" is a CSS rule that tells modern browsers to render type in the system-native typeface.
In most cases, using system-native fonts makes pages appear more quickly, and the type look sharper and more readable.

Font-family:
	apple-system
	BlinkMacSystemFont
	Segoe UI
	Roboto
	Oxygen-Sans
	Ubuntu
	Cantarell
	Helvetica Neue
	sans-serif

Please, just use the system font stack.
Learning points



	Use the system-native fonts that your users already have installed
	System fonts will typically render better than custom ones
	Using native fonts speeds up page load time




Chapter #4. USE TYPE SIZE TO DEPICT INFORMATION HIERARCHY



This is a simple, but effective, method for organizing your views and making them instantly understandable for a wide range of users. Let's look at an example of how not to do this in an imagined "Calendar" app user interface:
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Planning for Everything
by Peter Morville - April 3, 2018

Time taken to reflect, whether in the shower or conference room, gives us opportunities to

learn from our successes and our failures. Peter Morville emphasizes the importance of

reflecting in this excerpt from Chapter 7 of his new book, Planning for Everything.

Meeting Design
by Kevin M. Hoffman - March 29, 2018 -1 Comment

Good meetings stick with you and ultimately lead to better outcomes. Find out how to
‘make your meetings more memorable in this excerpt from Kevin Hoffman's new book:
Meeting Design.

Designing for Research

by Jeremy Wagner - March 20, 2018 - 6 Comments

Image quality may be about striking the balance between speed and quality, but there’s
‘more to it than meets the eye. What if, despite having methods to develop better and better
image experiences for the web, the user disagrees? In a quest to find answers, Jeremy.
‘Wagner takes us through an image quality study that he designs, develops, and iterates on
with user feedback. Asking “Why?” is no casy undertaking in research. His lossy is your
gain

Conversational Design

by Erika Hall - March 15, 2018 - 6 Comments

‘Engaging with users in a meaningful dialogue can seem daunting. Scary even.
Understanding how to do it well will pay great dividends because UX is heading in that
direction. Find out more in this excerpt from Erika Hall’s latest book, Conversational
Design.
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