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Design Concept-

Design is the process of creating websites. It encompasses several different aspects,
including webpage layout, content production, and graphic design. While the terms web
design and web development are often used interchangeably, web design is technically a subset
of the broader category of web development

A design concept is the idea behind a design. It's how you plan on solving the designproblem in
front of you. It's the underlying logic, thinking, and reasoning for how you'll design a website.
Your concept will lead to your choices in color and type. It encompasses many different skills
and disciplines in the production and maintenance of websites. The different areas of web design
include web graphic design; interface design; authoring, including standardised code and
proprietary software; user experience design; and search engine optimization. HTML is actually
used to create the webpage and the content that it has, like the images and writing. CSS is used
to design the webpage and tell the writing and images to be in a certain place, like an image on
the top of the page, another in the center etc. Effective design centres on four basic

principles: contrast, repetition, alignment and proximity. These appear in every design.

Use of Web Design-Web design used to be focused on designing websites for desktop browsers;
however, since the mid-2010s, design for mobile and tablet browsers has become ever-
increasingly important. A web designer works on the appearance, layout, and, in some cases,
content of a website.

Ten Design concepts that every web developer needs to know

01. Design isn't just visual

Design isn't just the facade; it's the personality beneath. For some reason, design has a stigma as
solely the visual part of the website. This couldn't be more false or misunderstood. Design is the
entire experience from the moment users enter your site to well after they've left.

Design is the 'how' and 'why' people want to use the site; the speed at which the site loads; the
interaction between hover, click and touch; and the pace at which you deliver new features and
content. All of these concepts comprise design.

Because design is more than visual aspects and affects the entire experience, every person on a
project is a designer. Any team member who sets out to discover how the user interacts with the
site is a designer. The frontend, backend and project management should all be thinking about
design.

02. Be user-centric

Users are paramount and should always be at the forefront of every decision about your site or
app. Designs should enable your users to reach their goals with speed, effectiveness and, most
importantly, pleasure.



In my workshop, | get students to create an initial design brief after they've chosen a project to
work on. Though I give them simple guidelines to follow, for the most part, they're focused on
the user: who are they, what are they doing on your site and what is the feeling you want them to
have when they visit as well as when they leave?

Though this works well for the workshop's small projects, when it comes to larger projects, you
should be thinking about this foundation on a larger scale. Designers use personas, storytelling
and more to indicate who the site users are and what they want to be doing on the site. Delve into
these guidelines in whatever form they take on your project and use them to influence all of your
design decisions.

The designer shouldn't have to shoulder all of the user experience; designers should just lead it.
The experience should instead be shared by the entire team (if one exists). There are many
instances where I've relied on developers to help me figure out the best way to create the greatest
user experience. Not only do they know their limits better, they also have a clearer idea of all
possibilities.

03. Design is in detail

Details are capable of making a 'good’ design ‘great’. Attention to detail in a user experience can
be the difference between a satisfied user and an annoyed one. Having the right shade of blue or
wrapping the link around particular text really matters. The problem with details is that it's easy
to get caught up in them. Focusing on the details too early is unnecessary and can slow down the
process. It's important to know when to focus on specific details or when it's beneficial to
visualise the entire, larger picture.

04. When designing, sketch often

The benefits of sketching user experiences are well documented. Sketching helps you think about
content, hierarchy and flow among other aspects. Sketches are cheap, easy to do and very fast.
You should be able to create one new idea every thirty seconds. Sketching is also one of the best
ways to communicate ideas about layout, user experience and user flow for a site.
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The best part of sketching is that anyone can do it. Everyone knows how to draw boxes,
squiggled lines and arrows. These are the foundational tools you need to begin designing - it
really is that simple. We're not looking for priceless pieces of artwork, and you certainly don't
need a fancy art degree. You just need to be able to clearly communicate your sketches and the
thought process behind them.

05. Use white space

It seems to be the hardest concept for developers to grasp: the biggest benefit to having the
proper amount of white space is giving the user a break. Breaks are important for processing
information, especially when there's a fair amount to process. It's why we have paragraphs and
sentences instead of just a single, long block of running text.



The key is to ensure that white space has a relationship with other objects on the page, including
the other space. If you have a single column of white space, make sure there's another single
column of white space around to balance it.

For vertical space, just use fractions of the body font size. | tend to keep things simple and use a
scale of .25, but there are several other scales that you can use. For example, if the body font size
is 16px(1lem): 4, 8, 12, 16, 20, 24, 28, 32, 40, 48. This allows for choosing font sizes by simply
moving up and down the scale as | want larger or smaller type.

06. Grids aren't just CSS frameworks (CSS -Case Cading Style sheet is a

great framework that can help you do faster and extensible development with the elegantly
designed elements, beautiful typography, and pre-built components. Also, the components are
pure CSS, so you don't need any JavaScript language to use them.)

Grids first found prominence in design in what's now called International Typographic Style.
A grid should be used to:

Create relationships between objects

Provide a base system for visual alignment

Help create a horizontal and vertical rhythm

Help create optical balance

All of these concepts work together to best allow you create a better visual system for your users.
The grid you choose affects the unity of the design; choosing a grid based on which is easiest to
implement won't necessarily be the best design choice for your content and users. In the end, it's
still just a tool and will only be as good as the person wielding it.

07. When everything has emphasis, nothing does

It's like having a conversation with a group of people who are all yelling at you simultaneously
to do different things. Only one element should have emphasis on the page: the most important
one. Giving emphasis to a single element and having a clear hierarchy provides flow for readers
and should point them in the desired direction.

08. Keep an inspiration folder

Keep a gallery of all of the things that inspire you visually. These can be photos, videos, posters,
T-shirts and websites; anything that may spark ideas for a solution to the particular design
problem you're facing.

Not only does this act as a reference point, it also forces you to constantly be looking and
evaluating design. The simple process of selecting pieces of design and saving them to a folder
forces you to utilise those design analysis muscles.



Keep a gallery of inspiration. From photos to tees, being able to reference photos, designs or
anything else could help spark an idea for your own designs

09. Design is all about problem solving

You should approach design as a set of problems that require solutions. Everything on the page
should have a reason for being there and be solving a specific problem for the user or design. |
have the tendency to remove features from the feature set until the problem I'm solving becomes
very apparent.

Sometimes it's hard for us to state the problems rather than jumping to a solution. Working
backwards really helps with this. When deciding whether something should be red, for instance,
stop and think of the reasons you wanted it red in the first place. Ask yourself: what am | trying
to achieve by making it red? What was my thought process? You may end up back where you
started, but you will have a better understanding of why and what you are doing.

10. Know how to talk about and critique design

A sure way to annoy a designer is to tell them that a red block should be blue, that a piece of text
should be moved over, or to make the logo bigger. I think you get the idea.

The best way to give constructive feedback is to call attention to the problems with the design.
Have evidence based on the users, site flow, design goals and visual principles to support the
problems that you see with the design. This then supports your opinion of what should change
and provides a strong basis for what success is for the user as well as the design.

Then, hopefully, the designer will work with you to form a solution to the problem. This is your
opportunity to suggest a resolution; just don't ask to make the logo bigger.



