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Designing at scale



Every user is different

So who do we design for?

CHALLENGE Nº 1



Ourselves?



Our lifeTheir life



We can’t design solutions for 
problems we don’t understand





Good design isn’t magic



How do you understand a 
huge number of people?



User research



User research brings clarity. There’s 
something that becomes real when 
you put your work in the hands of 
people and see how they use it.

“

”
— Alistair Lane





Data analysis

https://medium.com/design-x-data/are-you-a-good-driver-how-designers-use-data-to-get-to-the-truth-3c534fcaf9d2

https://medium.com/design-x-data/are-you-a-good-driver-how-designers-use-data-to-get-to-the-truth-3c534fcaf9d2


Behavioural data shows us what 
people really do, and how it differs 
from what they say.

“

”
— Matt Cooper-Wright, IDEO





Empathy



Identify mindsets and contexts

— What is going through someone’s head when they are 
trying to achieve X? 

— What are people likely to be feeling when they want Y? 

— In what context is someone going to be doing Z?

https://medium.com/tab-design/empathy-for-big-audiences-d0b1c5167ca2

https://medium.com/tab-design/empathy-for-big-audiences-d0b1c5167ca2


Users also use different devices





The best interface is the 
one within reach
“

”
— Cameron Moll









So much 
wasted space







Let’s forget about the idea of pages or 
views. We need to design components 
that are part of a larger system.



 





United States BROCCOLI



Japan GREEN PEPPERS



Minnesota HOCKEY



UK SOCCER



Different languages mean 
different cultures too



Everyone has 
different needs

CHALLENGE Nº 2



Why do you use Facebook?

To see what my friends are up to

To relieve boredom

To look at my friends' pictures

To procrastinate

To send messages to my friends

To let my friends know what I'm up to

To post my own pictures 

To look at funny videos or links

To find friends from my past

0 1 2 3 4 5

http://www.sciencedirect.com/science/article/pii/S0191886911005149

http://www.sciencedirect.com/science/article/pii/S0191886911005149


We should design 
systems that can 
evolve and adapt to 
user’s needs



A design system is a definition of the 
architecture, content, visual and 

templates to produce [...] a consistent 
and effective product experience.

“

”
— Nathan Curtis













Make what most people 
want easy, make everything 
else possible.

“

”
— Tobias Lutke



Designing at scale also 
means you have a lot 
of constraints

CHALLENGE Nº 3



Deadlines

Stakeholders

Budget

Existing customers

Technical debt
Legacy support



Songs

— Have to rhyme 
— Have to be under 5 mins in length 
— Have a specific structure



BY DO-HEE KIM

100 Days of Fonts







Henry Kremer offered £50,000 
to the first person to achieve 
human-powered flight

1959



The problem is that we 
don’t understand the 
problem

“

”
— Paul MacCready

1977





Constraints give our 
problems shape







So what is Antifragile Design?



Fragile
If you hit something it might break



Resilient
If you hit something it will stay the same



Antifragile
If you hit something it will become stronger



Embrace 
uncertainty

LESSON Nº 1 1



Be vulnerable
LESSON Nº 22



Use constraints 
to your advantage

LESSON Nº 3 3



One more thing…





The whole team needs to 
care about design





Everyone can be a designer



Think you’re not creative?
Science says you’re wrong



Research indicates that creativity 
and having novel ideas relies upon 
practice and exposing yourself to 
new information.

Creative You, David B. Goldstein & Otto Kroeger



Learning to design is 
learning to see.
“

”
— iA
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