Types of

- Overview of major Ul design styles in digital products

- Style choices shape brand perception, usability, and build cost
- For product designers, Ul designers, and design learners N >
- Recognize, compare, and select styles confidently

- Evaluate styles across depth, density, and accessibility



Why Design Style Is a

Not Just a Visual One

visual language shaping

@ - Style is the signature FLAT STYLE GLASS STYLE EDITORIAL STYLE
product feel

- Impacts usability,
affordance clarity,
brand perception,
accessibility

- Influences engineering
@ complexity and
development cost
-

- Same concept in
different styles changes
trust and conversion




A Classification Framework: Reading Any Interface by Axes

- Classify Ul styles: flat vs.
dimensional, minimal vs. decorative

-~------@ Product

- Weigh light vs. dark, structured vs.
organic, restrained vs. rich motion

........ ® Design System

- Evaluate at four levels: Product,

Design System, Feature, Component
® Feature

- The hard floor: WCAG contrast,
visible focus, touch targets,
reduced-motion
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- Also respect reduced-transparency / \

and color-scheme fallbacks l

® Component
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Flat, Minimal,
and Swiss-Style
Interfaces

B - Flat design: simplified shapes,
bold color, strong typography

B - Flat 2.0 adds subtle shadows,
layers to restore click affordance

® - Minimal Ul: content-first,
whitespace, restraint; not empty

B - Swiss style: strict grids,
alignment, objective hierarchy

m - Key risk: click uncertainty —
signifiers and hierarchy must compensate




Neumorphism and Claymorphism:

NEUMORPHISM CLAYMORPHISM
® Neumorphism: low-contrast

dual shadows; visually
cohesive but fails

WCAG contrast TOP LEFT
LIGHT

® Claymorphism: softer cousin

with saturated pastels and @
colored shadows; | J

more accessible SIDE
LIGHT
® Best for single-purpose
tactile tools: music players, e
calculators, smart-home
OVERHEAD
remotes o

® For production: add accent
fills, visible borders, focus
rings; avoid for primary CTAs




Glassmorphism:

Layered Transparency

and Contrast Risk

Design
for safety

- Depth via blur, transparency,
layered hierarchy

- Grounded in Apple SwiftUI,
Microsoft Fluent Acrylic

- Contrast fails over dynamic
backgrounds; text becomes unreadable

- Production blur 12-20px, opacity
12-25%; avoid low-fi mockup values

- Safety: barrier layers, solid fallbacks,
higher opacity, reduced-transparency
support

Barrier layers
maintain separation

L—f (0 This is a glassmorphic panel

Layered transparency adds depth
while separating content from
the background.

Good contrast
on calmer
backgrounds

On some backgrounds, contrast
drops and text becomes
hard to read.

Content
Glass layer
(blur + transparency)

Barrier layer
(contrast safety)

Dynamic background
(can vary)

LY

;'“-I Reduced-transparency
~.../ support for accessibility

\

Solid fallbacks ‘ Q Higher opacity

ensure readability improves contrast



Skeuomorphism, Depth, and
Why Realism Still Has a Niche

® Uses real-world metaphors and
textures for instant understanding

® Thrives in audio gear, smart
controls, and pro tools

® Modern take: tactile presses,
soft shadows, physical continuity

® Key test: does the metaphor
aid clarity or add noise?



SURFACE HIERARCHY VIA LUMINANCE

Dark Mode and

° DARKER
High-Contrast
Interfaces
. Dark mode is its own design system:
new surface hierarchy, tokens, and typography
Avoid pure black and pure white; v
LIGHTER

use near-black grays and off-white text

Elevation via lighter surfaces and

luminance steps, not shadows e

Desaturate and lighten accent colors
NEARSBEAGK™ e i s st s s B> OFF-WHITE
for dark surfaces SURFACES TEXT

ACCENT COLOR GUIDANCE

= 1111

Test all text-surface pairs; secondary
text and placeholders fail most often




Editorial,

Expressive, and
Branded Interfaces

= Editorial: type scale, rhythm, and art
direction for immersive storytelling

= Expressive: playful, maximalist,
brutalist, and retro-futuristic aesthetics

m Best where brand differentiation
matters over interface conventions

= Risky for dense dashboards and
accessibility-critical audiences

= Common pattern: minimalist core
with expressive marketing layer
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, 3D, and
Spatlal Vlsual Styles

Gradients add depth and brand
mood without heavy realism; 2026
favors subtle, controlled use

3D Ul gains ground via WebGPU
and Spline, but only for real
comprehension or navigation gains

Spatial Ul extends into XR
environments, reshaping
interaction patterns and
accessibility needs

Performance on mid-range
devices is critical; always test
on real hardware



as Style:
Microinteractions and

Perceived Quality

Motion communicates cause and effect, state
changes, and spatial relationships —
decorative motion should be removed.

Ease-out Entrance Ease-in Exit Ease-in-out In-place
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Platform and Device-Driven Style Considerations

iOS Android Web Desktop

4 N .
@ * Style expectations differ across Bd . . - e O

iOS, Android, web, and desktop = o

®

g » Shared design tokens reduce
drift between platforms

e Start unified, then climb to P e ™|
~ native polish where data
proves value

* Respect platform conventions:

< nav bars, back behavior. o °

hover states

¢ One semantic token source
with platform-specific units
andmotion =000 i ecceesee- >
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Selecting and Blending Styles Safely

BLENDING RECIPE

- Match style to product goals,
audience, brand, and technical

constraints —+ . — o
-
- Start with a clean base; borrow SR s oy ~N
one or two distinctive elements BOLD ELEMENSS DISTINCTIYE

Validate with mood boards,
style tiles, and clickable
prototypes

- Test with real users and
contrast checkers before
committing

- Build on semantic tokens so
styles scale across platforms

©0000



Practical Takeaways and a

Style Selection Exercise

Quick-reference: flat, minimal, Swiss,
neumorphism, glassmorphism,
skeuomorphism, dark mode, editorial,
expressive, 3D, and motion-driven styles

Repeatable exercise: define audience,
WCAG floor, screen type, emotional
tone; shortlist styles; state what each
gives up

Learning path: build references,
translate one interface across styles,
audit contrast and motion

Next: platform HIGs, Material Design 3,
Fluent 2, and accessible @
design-system publications




PersonWise.

PersonWise - Al digital-human course platform

Scan the code or click anywhere to watch this course live, with voice Q&A
personwise.ai/t/94e90058/public


https://personwise.ai/t/94e90058/public?entry_surface=public_courseware_pdf

