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UX design tools have made significant advancements in supporting real-time collaboration within design files that drastically shift the
way teams discuss and iterate on designs. However, designs often still have little connection to the underlying technologies that power
user interfaces when implemented, which limits how deeply designers can collaborate with technical non-designers. We propose
new ways design tools can move from one-time handoffs towards supporting deeper co-creation between designers and technical
stakeholders, specifically developers and data science workers, to create interactive and expressive interface designs. We do so through
two main focus areas that connect code and data with design—bridging designer-developer divergence through component-based
synchronization, and empowering designerly interaction with data to help prototype probabilistic interfaces. We conclude with a

discussion on the implications of these two focus areas on future design tools.
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1 INTRODUCTION

In recent years, collaboration has been brought to the forefront of design tools [1, 13, 31]. These tools have taken
great strides towards democratizing design for broader audiences: non-designers can now enter design files to look at
designers’ processes, comment on mockups, and even try their own hand at creating the designs they need. This also
means that designers are more frequently collaborating with non-designers.

However, collaboration between designers and technical stakeholders is still oftentimes envisioned as a handoff;
where a design file is iterated on by multiple stakeholders but then passed on to technical team members who take over
implementation. Although design tools have released numerous features aimed at reducing friction during handoffs
[5, 22, 30], collaboration between designers and developers can still be quite brittle, particularly as code implementations
diverge from graphical mockups. At the same time, advancements in and excitement around data-intensive technologies
such as machine learning are prompting them to be adopted in more user-facing applications. Design tools and processes
are struggling to keep up in this area, offering little support for designers to envision and reason about data-driven

interfaces.
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We argue that a reconsideration of the collaboration away from a handoff towards co-creation of linked artifacts
provides an opportunity for tool design to prompt deeper and more iterative collaboration between non-technical
designers and technical stakeholders. By connecting designs and code via component-based synchronization, we can
anticipate and bridge designer-developer divergence. Further, by connecting designs and data, we can enable designerly
interactions with data and therefore enrich discussions with data science collaborators. Finally, we show our proposed

concepts can exist harmoniously in a unified design environment.

2 TOWARDS DEEPER COLLABORATIONS WITH DEVELOPERS

The term “handoff” is frequently used to describe the process by which designers prepare their graphical work for
developers to implement through code. Handoff is especially important in many software design workflows, where
designers and developers often work independently [24]. Commonly used design tools (e.g. Figma, Sketch) have features
that attempt to foster a smooth handoff, such as precise graphical specification of components through CSS and
interactive, animated prototypes [5, 30]. With these features in place, however, collaborative breakdowns and duplicated
work during handoff can still easily occur [21, 24, 40], resulting in diverging designs and implementation. In fact, this
divergence can occur even with a perfectly coordinated handoff. As human-computer interaction researchers, we can
have the luxury of working with a seamless handoff where we are both the designers and developers of a system, and
even then, we may notice significant differences emerge between our designs and actual system as we progress along
in our implementation.

Perhaps some issues surrounding handoff can be attributed to assumptions baked into the handoff process itself,
which are twofold. First, the developer should aim to recreate in code what the designer has prepared, often in fine,
even pixel-perfect!, detail [22]. Second, as the name implies, handoff is often a transfer of work rather than a co-creation
effort [22, 40]. This is reflected in current design tools: designs are to be “finalized”, and in many cases “exported”, in
order for developers to be able to begin their implementation [5, 30]. Past research has attempted to address frictions
through tools that blend code with visual design [21], as well tools that eliminate the need for handoff altogether by
enabling designers to generate live user interfaces from their designs [8, 18, 20]. The latter is a vision that has still not
yet come into fruition, despite being proposed by Landay and Myers in SILK more than 25 years ago [20].

Furthermore, it is important to note that previous work and attention around handoff has focused primarily on the
stages of design and development leading up to the initial launch of the implementation. Iteration is a key component
of the design process, but can be challenging to operationalize [42], and is made even more difficult if there is already
divergence between design and implementation to begin with. There have been attempts to generate interface designs
by vectorizing screenshots of deployed websites [39]. However, this was intended to help the designer during ideation
and does not allow the designer to easily leverage their existing work. Instead of focusing on tools that aim to fully
eliminate collaboration errors at handoff, we propose an alternate approach: keeping design and implementation
mutually updated to minimize misalignment. It is important, then, to ask: what can design tools look like to support
robust but flexible linkages of design and code components in expectation of design-development divergence?

We find encouragement in interactive frontend programming tools such as Storybook [33] that are also designer-
friendly. Storybook allows users to create Ul components through programmatic specification and then test and modify
the component through direct manipulation. Indeed, designers have already started to experiment with Storybook as a

tool for managing design systems [26]. However, this remains a developer-centered workflow as component authoring

!Designers use “pixel perfect design” to refer to a high standard of design that contains little to no graphical imprecisions [17].
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is done via code by the developer. We envision an integrated workshop environment in which designers and developers
can 1) design and prototype components through direct manipulation, 2) actualize components’ interactive behaviors
using code, and 3) collaboratively link the two and test for performance and edge cases. Note that this is a component-first
model distinct from previous interaction-first approaches such as Enact [21]. We see value in a component-first model
due to the long-standing emphasis on unit testing in software engineering [29], a shift towards component-based
frontend programming frameworks [25, 38, 47], and the rise of component-based design systems in UX [9]. When
designers assemble components into larger components and full Uls in the workshop environment, developers can
see how the components will programmatically communicate with each other, paving the way for implementation.
Changes to the component, whether it’s the design or the code, can be indicated in the environment and reviewed by
others to generate discussion around the artifact and offer decision transparency.

There are pitfalls, however. Designers and developers may find that this environment is too open and transparent,
or the messiness of one type of work (ideation in design or bugs in programming) can negatively affect the other.
Additionally, workflows in this environment may not fit in smoothly with test-based development processes in teams

that use the Agile framework. We think this is an area worthy of further research.

3 TOWARDS DESIGNERLY INTERACTION WITH DATA

Advances and interest in artificial intelligence (AI), particularly AI methods based on machine learning (ML), means
that data-driven technologies are increasingly being incorporated into user-facing applications. This poses some major
challenges for UX practitioners. First, there is more potential for unpredictable and unexplained system errors [19, 43],
leading to eroded user trust or even abandonment of the system entirely [10]. Second, ML’s properties make it difficult
to grasp as a design material—for example, a model’s capabilities can vary depending on the data it was trained on and
it may be difficult to envision ML implementations for a given UX problem [45]. Third, UX and ML workflows do not
neatly align, and practitioners in both groups may experience substantial friction when collaborating [37]. Practitioners
in both academia and industry have offered ways to ameliorate ML-specific design challenges. Subramonyam et al.
introduced model-informed prototyping through ProtoAI [36], a tool that allows designers to integrate output from
ML models into their prototyping work, and also suggested a process model for designers to better collaborate with
Al engineers [37]. Dix outlines some design principles for both AI algorithms and Ul in human-in-the-loop systems
[11]. Companies have published human-Al interaction guidelines defining high-level best practices for user-facing Al
products [2, 3, 14]. Although many challenges in this area still remain unaddressed, it is becoming clear that designers
should be open to new tools and design methodologies in order to effectively design with ML.

Much of previous ML research has been grounded in model development and optimization [27]. As model architectures
mature, there has been a recent shift in attention towards data-centric AI [35]: features of the training data—not the
model itself—are systematically engineered for the ML system to achieve optimal performance [34]. Data-centric Al
may in fact help streamline ML design by reducing the need to understand inner workings of (often complex) models,
but still poses significant challenges due to the lack of data handling support in current design tools. More concretely,
the probabilistic and adaptive nature of ML-enabled interfaces makes them especially difficult to design. Indeed, Yang et
al. claims that ML systems presenting the highest levels of design difficulty are ones that constantly evolve and learn
from new user data after deployment [45]. Being able to support probabilistic and data-adapting interface behaviors
has benefits beyond ML, as ML isn’t the only means to achieve such behaviors.

The data visualization community has developed a host of tools for interactive data analysis [7, 23, 28, 41, 49], many

of which require no programming skills and may be integrated into design tools as third-party extensions. However,
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previous work examining how designers can design data visualizations point to a need for alternative approaches
to data analysis in a design context [6, 23]. We hypothesize that designers will benefit tools that support designerly
interactions with data. That is, understanding data in a way that aligns with existing mental models in the design process
will help designers reason about adaptive Uls [48] whose form may change with end user data. For example, since user
personas are a fundamental part of the design process [4], being able to cluster messy user data into distinct interaction
profiles may aid designers in finding new design opportunities in their Uls. Bringing data into the design process may
also help designers establish boundary objects [32] to collaborate with data science workers. A limited number of
related works explored handoff-style design patterns designers can use to share their ideas with data scientists [46]
but also found that designers are most effective in ML projects when they engage in sustained co-creation with data
scientists [44]. However, it is unclear how designers can initiate such co-creation practices. Using tools that empower
designerly interaction with data may be one way of doing so.

One of the fundamental differences between designing for deterministic systems and designing for stochastic ones is
the need to shift from binary to probabilistic reasoning. For example, let us consider a designer who wishes to prototype
the deterministic behavior of a close button. The designer creates a screen containing a modal pop-up menu with close
button and links it to a screen without the menu via the click or tap of the close button. Now, we consider a designer
who wishes to prototype the stochastic behavior of a dice rolling UL The designer creates a screen containing a button
that “rolls” a digital dice along with 6 outcome screens, one for each dice face. When the button is clicked or tapped,
there will be a 1 in 6 chance of the user flow proceeding to a particular outcome screen. This example motivates the
need for probabilistic user flows for stochastic Uls. Johnson observed the need for stochastic modelling and introduced
Probabilistic Computation Tree Logic (PCTL) to use Monte Carlo techniques to simulate system behaviours from
temporal logic specifications [16]. Probabilistic user flows aim to bring benefits of this approach into modern design
tools while prioritizing usability for designers and their collaborators. Of course, not all data-intensive UlIs are stochastic
in nature (e.g. visualization interfaces). However, probabilistic user flows can be applied to a wide range of adaptive
Uls—such as recommender systems and news feeds—to help designers simulate more realistic behaviors for user testing

as well as envision more edge cases to design for.

4 IMPLICATIONS FOR FUTURE DESIGN TOOLS

We now illustrate, through an example, the functionality of a collaborative, component-based environment that supports
designerly interactions with data. A designer mocks up a UI component that displays the results of a rider-driver match
for a ride-hailing app. The developer adds frontend code to the component that implements its specified behavior.
The designer then imports some ride match data provided by a data scientist into the tool, which lets the designer
know that location is a potential factor that can trigger distinct user behaviors. The designer then feeds into the live
component data from ride matches on a crowded city block, followed by matches from a suburban neighborhood, and
finally matches from a rural town, to visualize component behavior for different user groups and test for edge cases.
The designer realizes the empty state (in which there are no available drivers for the rider) is not handled well, and
modifies the design accordingly. The change is signalled to the developer, who then updates the code for the empty
state. The designer asks the data scientist for more information on the likelihood of empty state in various locations,
with the intention of creating a probabilistic user flow to test the prototype with users in rural areas. The designer sets
up the flow while the data scientist runs a statistical model to retrieve insights from existing data. Finally, the data

scientist and designer update the user flow using findings from the analysis. The designer can now more accurately
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portray the app’s matching behavior in rural areas and consequently acquire higher quality feedback from user testing
with relevant populations.

Component-first collaboration and data-driven design may require unique considerations in future design tools.
For example, it is common in the design process to start with rougher sketches or low-fidelity wireframes before
refining them into higher fidelity prototypes [4]. In a collaborative workshop environment, one issue that may arise
is developers prematurely implementing a component. If designers still need to make significant changes to a live
component, developer collaborator(s) may need to rewrite significant portions of code or even toss out their previous
efforts entirely. Designers should then have the ability to indicate to developers that no major behavioral changes will
be made to a component. Additionally, if minor changes are made from either design or development later on, a review
system should be in place for others to discuss, comment on, and accept or reject changes.

Probabilistic user flows also come with a caveat: they may result in complex, non-linear user flows. Consequently,
designers’ workspaces may quickly become cluttered to the point of being unmanageable, as prototyping features in
current design tools are best suited for handling linear user flows (see Figure 1). Tools may need to consider new ways
to organize information in non-linear user flows, such as using “screen families” to associate and collapse sets of related

screens, or an option for rule-based authoring and representation.
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Fig. 1. (a) A simple linear user flow in Figma featuring a login and data filter screens (credit: Molly Hellmuth, “Ultimate Guide to
Prototyping with Figma” on UIPrep [15]), and (b) a non-linear user flow in Figma for an app with more components and only slightly
more screens (credit: Luke Dowding, “Prototyping with Figma” on Dribbble [12]).

5 CONCLUSION

UX design has become more collaborative, but collaboration can be so much more than inviting other stakeholders into
a multiplayer design file. We argue that design tools can nurture deeper collaboration between technical collaborators,
specifically developers and data science workers. With developers, synchronization of design and code components
may anticipate design-development divergence and provide a playground for interactively testing, discussion, and
review. We showed how this synchronization can open possibilities for designers to create probabilistic and adaptive
Uls through designerly interactions with data. Yang et al. claim that existing design tools and prototyping methods
are sufficient for simple probabilistic systems with limited outputs [45]. We showed that designers can benefit from
5
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additional tool support such as probabilistic user flows as well as closer collaboration with data stakeholders, such as
data scientists.

We think this is a compelling avenue to explore the future of tools for richer collaboration between designers and
non-design stakeholders more generally. We invite other workshop participants to engage in discussion on this model

of component-based, data-driven collaboration, as well as related topics.
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