
Creating systems

✎

How to go from idea to paper to pixels



Look at your system
Start with the big picture



Examine the differences 
and similarities

Similarities highlight were you 
should start designing



Look at how someone moves through it

Starting place 

Likely exits 

Most time spent



What is the heart of 
your product?

What makes or breaks the whole thing?



Big statement
Smaller statement

The center or most complex 
part of the system



Work using common 
components and libraries

Don’t reinvent the wheel 
on every screen



What you define here 
effects all of your screens
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Big statement
Smaller statement



Sketching screens



Always start 
with sketches



Work through ideas quickly 

Think in flows 

Annotate ideas as you go 

Explore different ideas 

Get everything on paper 

Half a day sketching is 
totally reasonable



Work 
through 
flows to 
make sure 
your seeing 
the whole 
picture.



Explore 
different 
ways to 
design a 
screen on 
paper, it’s 
faster.



Don’t edit 
now, get it all 
on paper so 
you can look 
at it.



Write down 
all of your 
ideas. 

You’ll 
deficiently 
forget the 
gems later.



Getting too detailed in 
your sketches…?



Move to digital



Never use lorem ipsum 

Use realistic copy and lengths 

Use real photos 

View designs in browser & on a phone 

Move to digital



Use the fewest components

While still accomplishing the 
goal of the page











































Have it all—

If your stuck, switch formats



On one screen longer than an hour?

Talk to someone about it 

Bring it to class 

Test it with a user



Using your system



Cause and effect

“If I have these parts I 
can make this”

“This is similar 
to what I have 

over here” “If I change this 
a little it’ll work in 

two places”



Apply your system





Repeat this process as you add pages

Keep an eye out for what effects 
older components



Fine tune as you stress test

The more places you try out a 
component the faster you discover 

how it needs to change



No such thing as wasted time

Making a component to only throw it away 
means you’ve learned



Don’t teach twice

If you taught the user how to do 
something one place, don’t change  it



This is important for development too

It only needs to be built once
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