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Introduction

When we are asked to define the term “UX,” our normal response is: “What 

do you want it to mean?” This is not us being facetious. Ask ten people 

involved in the industry that same question, and the odds are pretty good 

you will get 15 different answers. Ask these same ten people what tool they 

use, and the answer is always Figma.

Having been involved in Digital Design since the mid-1980s, we have 

seen new tools appear, and after a few years, the profession settles around 

a tool. That tool – think Photoshop – then becomes a standard in the 

industry, and its competitors fight over a small slice of the market.

Figma has become the UX Design standard application. The 

fascinating aspect of that is the proposed acquisition of Figma by Adobe 

was scuttled due to worries that it would reduce competition. When 

Adobe and Figma agreed to stop the acquisition, Figma came out on top. 

Adobe killed its UX Design tool – Adobe XD – which meant Figma’s major 

competitor had left the market. As a result Figma shrugged and moved on.

Figma’s strength has never really been its tool. Figma’s strength is its 

rabidly loyal community of designers and developers. The reason for that 

loyalty is Figma is equally as rabid in listening to its users. When it rolls out 

a new feature such as the new Dev Mode, it doesn’t just drop it into the 

app with a cheery “Here you go.” Dev Mode was a beta feature of Figma 

for a while, and not only did Figma pay close attention to how it was being 

used but the Figma Community provided feedback on the strengths and 

weaknesses of Dev Mode. When it was finally released, it was in the context 

of “Thanks for the feedback. Hope this is what you were looking for.”
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This book’s genesis started with a simple question that Figma also 

asks: “What’s missing?” For us, the answer was “Something that explains 

where Figma fits in the UX process.”

A common misconception is that Figma is a UX Design tool that 

churns out the interactive apps which land in our browsers, devices, and 

tablets. This simply is not the case. Figma is a collaborative tool whose 

features span the entire UX process from concept to upload. The UX 

process has been considered a “team sport” where multiple skills are 

involved to create a project. This explains why this book is not your typical 

“Here’s how to create cool stuff in Figma” book. We follow the process, 

pointing out where the various features of Figma fit or can be used at each 

stage of the process and where the team fits.

One other aspect of this book is that we had a huge amount of fun 

developing the exercises and examples in this book. The word “fun” is 

important because if learning is fun, what you learn will stay with you.

�Book Structure and Flow
This is not a typical software book. There is no common project that runs 

throughout the book. Instead, each chapter contains a number of exercises 

and examples designed to give you experience with the core concepts and 

features of Figma. Then, in several chapters, we turn you loose with a “Your 

Turn” exercise. To take full advantage of the exercises, you will need to 

have, at a minimum, a Professional Figma account.

The first two chapters walk you through the Figma interface and how 

content is added to your Figma projects. For example, we spend a lot of 

time in Chapter 1 explaining how teams are created and how to invite 

collaborators to join the team before we dig into the Figma interface. UX 

is a team sport and you never start work without a team. In the second 

chapter, we not only explain the various types of content that can be added 

to Figma but also how to prepare that content in other applications for use 

in Figma.

Introduction



xxv

Chapter 3 is an in-depth look at the UX process with an emphasis 

on where Figma fits and what features of Figma are designed to support 

each step of the process. The key takeaway from this chapter is UX Design 

is a messy process requiring the team to constantly test and iterate the 

hypothesis. We also get into User Testing, Accessibility, and Inclusion as a 

project moves through multiple iterations.

Having been exposed to the fundamentals of Figma’s role in the UX 

process, the rest of the book focuses on specific aspects of the process. 

Chapter 4 is an in-depth look at where Figma fits into the Documentation 

process. Chapter 5 deals with low-fidelity prototypes such as wireframes 

and ends with you being asked to wireframe a login sequence using 

FigJam. Chapter 6 is an in-depth look at how the boxes and arrows of a 

wireframe become a medium-fidelity prototype as the content is added 

and the project starts coming to life.

The next three chapters – 7, 8, and 9 – explore the most popular 

features of Figma: Interactivity, Motion, and Design Systems. We show 

how interactivity and motion are added using Prototype mode. These are 

demonstrated using practical examples and how to share your ideas and 

subject them to User Testing.

Chapter 9 deals with a topic that is all the rage these days: Design 

Systems. We don’t explain how to create one because they are, quite 

frankly, complicated. Instead, we focus on the features of a Design System 

such as Design Patterns, Components, Typography, and Color. We 

also dig deeply into Figma Variables and the creation of design tokens. 

Hopefully you will come out of this chapter understanding the creation of 

a Design System is a methodical and time-consuming process that, when 

implemented, turbocharges the design process and makes life easier for 

the developers as they incorporate the tokens and assets into their work.

Chapter 10 is named Building Stuff. The reason behind the word 

“Stuff” is less intimidating than Practical Projects for Figma. In this 

chapter, the intention is to give you the opportunity to put everything 

you have learned to this point to practical use and to further expand 
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your knowledge. This will become evident as you learn how to create 

a shopping cart using local variables, expressions, and conditionals to 

move values from one component to the next. We also show how to create 

a custom video controller, a video progress bar for a video destined to 

Instagram, how to swap components with each other, and where Boolean 

operations fit.

The final chapter covers off what you need to know when the prototype 

is handed off to the development team.

Finally, we are no different than you in that we are constantly learning 

more about what you can and cannot do with Figma. The constant stream 

of updates and feature additions to Figma makes this a pretty exciting 

time for all of us as we discover where Figma fits into the app and web 

design fields.

Our final bit of advice for you is

“The amount of fun you can have with Figma should be  
illegal. We’ll see you in jail.”

Introduction
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CHAPTER 1

Learning the Figma 
Interface
What is UX?

Let’s consider this scenario. You push the glass door to enter a store 

and almost crash into it because it should be pulled to open it. It is not 

a good start to your shopping expedition. You have just had a bad user 

experience. Whether you know it or not, you have also formed a negative 

impression of the store before entering it.

Here’s another we have all had. You are purchasing an item from 

a company’s website or app. You reach the end of the process, but the 

process fails as you finish entering the required credit card information. 

You enter it again. Same failure. You give it one more try. Same failure. At 

this point, you give up and leave your full shopping cart sitting there and 

move to another site or app. You have just had a bad user experience, and 

the company lost a customer and a sale.

How about entering an elevator in your hotel (Figure 1-1) and figuring 

out how to get to your floor?

Each of those bad experiences has a simple solution that turns it into 

a good experience. The door could have a small, noticeable sign above 

the handle that reads, “Pull.” The website’s shopping cart could indicate it 

requires dashes between the credit card numbers and the expiration date 

in the form of “m/y.”

Those three examples are common UX issues.

https://doi.org/10.1007/979-8-8688-0324-6_1
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Figure 1-1.  Which floor, please?

UX is user experience, and those not in the UX field instinctively 

understand its meaning. Many of those in the business of UX tend to dilute 

the term to the point where whenever asked, “What is UX?”, our response 

is, “What do you want it to mean?” The reason behind this facetious 

response is the term has become confused with job titles for everyone 

involved, ranging from Researchers to Graphic Artists and Developers. So 

“What is UX?”

There are two aspects to user experience. As Louie Morais of Wayfair 

explains, “User experience is composed of two parts: the Mission and 

the Process.” The Mission focuses on the User who will use the product. 

The whole purpose of the Mission is to make life easier for that individual 

to have that user continue to take advantage of the product, service, 

website, or app.

Chapter 1  Learning the Figma Interface
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The Process answers the next obvious question: “How do we do that?” 

The answer is the workflow from initial research to upload to the Apple 

App Store, the Google Play Store, or a web server. This process requires a 

lot of planning, brainstorming, software tools, user testing, and so on, with 

all of that moving straight to the final product with multiple changes and 

iterations. This explains why we regard the UX Process as a Team Sport.

The space where the Mission and the Process intersect is where 

collaboration happens, and this is where prototyping software like Figma 

enters the discussion.

�Figma and the UX Process
Figma is not a design tool. Figma fits squarely into that space where the 

Mission and the Process intersect. It is a prototyping and collaboration 

tool, and that will become glaringly obvious throughout the balance of this 

book. Collaboration is the heart and soul of Figma, and collaboration does 

not infer “design by committee.” In a collaborative environment, Figma 

encourages a constant flow of communication between all members of the 

team and the stakeholders.

The UX process brings together a team of researchers, designers, and 

developers who apply their knowledge to creating an app or website. They 

each use their unique skill set to provide users with a positive experience 

by meeting the needs identified during the Research phase of the project, 

designing an interface that is both intuitive and easy to use and developed 

to make interactions both speedy and smooth.

To accomplish this, everyone involved needs to be on the same page 

and have access to the same material. Figma contains many features 

that do just that. FigJam, which we get into in Chapter 4, is designed to 

be a collaborative whiteboard where any team member can participate 

in the ideation phase of the project. Any page or project can be shared 

with any team member, and those team members can provide feedback 
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on any aspect of what they are looking at. Dev Mode provides developers 

and designers a common area to reduce the friction between these two 

disciplines. Thanks to this feature in Dev Mode, developers can quickly 

identify which sections of a project are ready for development.

When it comes to documentation, many templates, plug-ins, and 

features make creating such items as Flowcharts, Journey Maps, Personas, 

and other documents produced during the Research phase a simple 

process. This documentation can be posted to FigJam, included in the 

Team Folder or both.

Figma is also available in both desktop and browser versions, so you 

are not locked into a browser. You can work on your Figma file on a Mac 

or PC, and any changes made will instantly appear in the file located in 

the Figma Dashboard – no upload required. Let’s take a look at the Figma 

Dashboard.

�The Figma Dashboard
Whether you are working on the desktop version or in the browser, you first 

need to log into Figma. When you do, the first screen you see (Figure 1-2) is 

the Figma Dashboard.

Chapter 1  Learning the Figma Interface
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Figure 1-2.  The Figma Dashboard

The Figma Dashboard shows you all the files you are working on or 

have worked on. There are three ways of viewing these files:

•	 Recently Viewed: All the files you have worked on or 

looked at are shown. To open one, double-click the file.

•	 Shared Files: This view only shows the individual 

files shared with the entire team or individual team 

members.

•	 Shared Projects: All files in a project that have been 

shared with the team are shown.

Moving to the right on the menu bar, there are three other ways of 

viewing the Dashboard:

•	 All Organizations: This feature is only available to 

Enterprise subscriptions where workspaces are 

assigned. Workspaces are where teams, people, and 

resources are collected and set. For example, XYZCorp 
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could create organizational workspaces for Teams, 

departments such as Marketing, Cost Centers, or other 

administrative units. Once that is defined, admins are 

appointed to create the workspace and assign team 

members or others to that workspace.

•	 All Files: This pop-down allows you to filter what you 

see on the Dashboard. All files are the default, but you 

can also select Design files, FigJam files, or Prototypes, 

and only those files will be shown.

•	 Last Viewed: This is another way of filtering your view 

options. The pop-down lets you view the files either 

alphabetically, by Creation Date, or by using default, 

Last Viewed. There are two other options for bringing 

order to the Dashboard. You can rearrange them by 

Oldest or Newest first.

The two buttons on the far right change the view from grid view 

(shown) or list view.

If you right-click on the file, a drop-down menu (Figure 1-3) opens  

and offers you several ways to manage the selected file. They are all  

self-explanatory, but one you will most likely use is Delete. Select this,  

and the file is permanently deleted from the Dashboard. This feature is 

handy for creating Figma files to work out no longer-needed ideas.
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Figure 1-3.  There are several ways to manage individual files in the 
Figma Dashboard

Let’s now turn our attention to the panel on the left, commonly called 

the Left Sidebar. This panel is where the magic happens. Your avatar at the 

top is where you can manage your Figma account, and that little bell will 

sport a red dot when a notification regarding a file has been sent to you. 

This could be something like a comment attached to a particular file.

The file area of the Dashboard can become a pretty crowded place, and 

scrolling through all of them to find just the one you need can be time- 

consuming. This explains why there is a Search area right at the top of the 

panel. You can quickly locate files, teams, and even members of a team by 

entering the name of the file, team, or individual.

The next item is Your Teams. Before we get into that, it is important for 

you to understand there are two types of teams when it comes to Figma 

that depends upon your Figma subscription. If you are trying out the free 
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