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user



A Brand
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3. Institutionalize



Build a common 
identity



Contrast

Movement

Balance Emphasis Proportion Hierarchy White Space 

Variety Unity Rhythm Pattern Repetition











A Brand 

1. Identity

2. Appropriation

3. Institutionalize





Branding
It is the perpetual process of identifying, creating, and managing the cumulative assets and actions that 
shape the perception of a brand in stakeholders’ minds. - Branding Mag.
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Institution
Can refer to mechanisms which govern the behavior of a set of individuals within a given community, 
and are identified with a social purpose, transcending individuals and intentions by mediating the rules 
that govern living behavior. - ”social Institutions". Stanford Encyclopedia of Philosophy.

https://en.wikipedia.org/wiki/Social_mechanism
https://en.wikipedia.org/wiki/Behavior
https://en.wikipedia.org/wiki/Individual
https://en.wikipedia.org/wiki/Social_purpose




Aesthesis
The perception of an external world by the senses 



Why it matters 
Why we care?



Aesthetics

Satisfies basic human needs and is a source of pleasure

 300ms to 600ms 
aesthetic impressions

500ms 
Reliable and consistent aesthetic 

judgments of web products 

Aesthetic impressions are fast and consequential for our products



Ease of use
Capacity of a system to provide a condition for its users to perform the tasks safely,



Aesthetics a tool for usability

Usable computer applications rely heavily on Gestalt laws, backing up to how aesthetics 
fulfill psychological needs and influence attitudes and decision making 

“Usability is hence more than just 
about whether users can perform tasks 
easily (ease-of-use). 

It also deals with user 
satisfaction—for a website to be 
usable, it has to be engaging and 
aesthetically pleasing, too.”

– ISO 9241 Ergonomics of Human System Interaction



Purpose
The action for which a person or a thing is specially fitted or used or 

for which a thing exists 



Usability the way to reach function

Effectiveness Engagingness

Error Tolerance Ease of Learning
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Esthetic

Usability

Function



Design  should have propose beyond 
stetic,should be intentional useful, 

with purpose and instruct 
people to the action



Product design 
on the web 3



The Challenge

● Users come with cognitive bias from Web 2 

experiences

● Cognitive load 

● Talking about categories that don't exist on users 

minds

“Unlearn” Experiences is not a possibility

Social 

Learning

Memory



It is a constant 
humbling of what we 
don't know and what we 
want to do better



Design for a startup 

Dose the obsession 
over pixels and 

detail and understand 
it is not sloppy or 

undisciplined.

The objective has not been having perfect products but solving user problems

Finding new ways to 
crete experiences, 
stories and culture 
into any creative 
piece or product.

Flexibility Human Experience Battle the Ideal

Adapt to a constant 
journey to iterate 
towards diverse 

solutions



Pocket Design 
Principles



Context Users can choose individually from a range of different interests, positions and 
objectives. 

Consistency Use clear visual language to users cross channels. All content, hierarchies and functions 
should be structured on the same way across all products

Reliability
Transparency and data protection are the keys to our user interactions. By clearly 
communicating the system states and function we should to give the user the opportunity 
to view all the relevant information.

Affordance Keep your users informed and in control by providing informative and timely feedback 
tailored to the current situation




