Why a cookie-cutter design
system won’t work for your

organization

Linzi Berry, Product Design Systems Manager at Lyft, shares the
story and core principles of their design system.

There aro a ot of great design systems ol thero. And these days, it scoms that
every organization publishes thei cesign system publicly. And that' great for
transparency and inspiation. But s not a good idea t Justuse their template for
your own orgarization.

" . .

¥ good for veryone to share the same ethics. But s not necessarily appropriate
for avery company to share tho same values. says UX Ineraction dosizner Alax

other places
wil inet
design system.

“Trying to Frankenstein everything
tngether from nther places wl" leave
you

(b l‘ver“ ised!)
deslgn‘ ystenr.”

Bullding a design systemis kind of like being 2 personal trainer. A raine tilors
workout and nutrtion plans o a persors gosls, lfestyle, axperienca, body typ, and

budat In the same vein, you need o considar every lear's unicue necds and
build

Kt e
. Linal Betry, Product Design Systems Manager at Lt has been instrumental in

The mai . Lyit
busy stroct £ 23 oot

away.

W chattod with hor about hor approach to builing Lyl dosign systom,cors
g and how her

the broader team,

Why did Lyft decide to build a design system from
scratch rather than use something off-the-shelf
(Material, Bootstrap, HIG)?

We e building off of and elaborating on Material Design and the HIG for core
Ve use 2 storting pornt
bocau oyt bockad b st And hoy v crsod pocod bl
ding a sheet,
howa user expects to nteract with an Action Sheet on 108 and a Bottom Sheet on

Android, then solue it to maet our users’ nesds, achisve parity scross systems, and
match our visual design styl.

when it comes

o the map, which is a largo portion o our app.

Does your design system have rules or principles that
you follow? How did you arrive at your rules or
principles? Who had a part in crafting them?

O course!

Our o, dfind b tedeign ytam s dosignrsand snier vore

ex!emaHY

= Wo im to doliver consistoncy and prodictability to our products.

Others

dopt, and acjust them to 1

the user.
or the differont buttons may do the samo thing.

« W aim o reduce design and engineering time and debt.
Copy and pasted codo moans overything s a one-of, which takot
Notto mention it we want to update the syle ofa button, we naed to hunt for
every use and adjust .

time to create.

every edge case.
In

bilty,localzation, and
Solutions foravery stato or ego case a componont might encountor.

 iatorm
Do o ot timeines, ur dsigners sy hand i 05 dsign.Ou

lookat forhowto
salve it in Andraid. Sometimes the standard salution in the HIG or Material
Design docs not work best for us

Additonally, ur executive leadarship team defined Quality Pinciples that applied
throughout Lyt Our sy more holistic
guidelines into a tanglble checklst for components.

How do the needs of your users differ from other
companies?

We have two types of users:

« The riders and drivers who use our apps.

= Tho designers and snginaers who use our system

our

+ “Foous” state, ich 1 most commonly referted to when someone has the Lyft

an experience 12° from the user’s eyes. That means 48x45 tap targets and type
size above 15pt or legibilty

D

statois moro unique to Lyft While our Rider app currently only oxists
witin the *focus” modaiity, our Driver app uses both *ocus™ and “drive;”

0. This state the
uidelines prosentad in tha HIG and Matorial Design 1o work for an sxperionce
20" from the user's eyes. That means 64x64 tap targets and type szo above 215t
forlegioiity

1 order to best meet our users” needs, we realy have 1o fosus on educating,
signers o s and when,

accossibilty.

How do you communicate your design system to your
team? What did you think ht work, but didn’t?
metiulous, ersting
with peaple ina sensitve an effective way.ftakes human connection an
ampathyto go from a sticker sheot 0 ing, hrving sytem,

The time w invest n elasionships with designers and engineers (and sheir bosses,
their bosses' boss,ther project managers, and the accessibilty guru down the hall)
is a5 important as bulding the system itsel.

“Systems design is not only scientific
and meticulous, it’s the mastery of
interacting with people in a sensitive
and effective way.”

I arder to commanicate our system in an ff

haw much
we tuly caro about them and ther usors' noods.
. ty. Piecemaal updates
make tho systom fool unstable. A consistont, batched workllow and
did what we

« Educato, don't onforce. W see ourselves as teachers, not the police

+ Beflexible. as a g
onough o bo opon Lo now idoas, challonge whal we'vo creatod, and pullinnow
paradigms as they are proven suiccessful

. thoir werk. But
that can be diffcult when you't using a system you didn't create. By creating
clear pathiays for allstakeholders to got invalved, we can share ownership.

. the
and consistent
partment, you may use place, Siack, JIRA,
le docs, email, et
a |
your teammates” routines,and

most people already spend thir e,

Utimatly, we ended up stcking with a bi-weekly emall with highlights because we
came to understand it was the one place everyone looked.

Thanks so much, Lz, for sharing your insights with us!
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