


- Hello!
- Hello, welcome! In this first video, we want to tell you how this course will be developed in 

the following modules... what the objectives will be, what tools we will see and the final 
result after all this process.



Let's start by introducing ourselves: as you may have noticed, we have the same name, so to 
identify each other throughout the course we will call each other Cecilia, Chechu, the designer, 
which is me. And Cecilia, Ceci, the frontender...

- That's me.

Well, I'm Chechu and for many years I studied graphic design but I've always been very 
interested in technology and design in technology. A couple of years ago I started working in 
GeneXus and I specialized in how to include design and the different ways to include design in 
our platform. 

Now I’d like to introduce you to my colleague, Ceci, who isn’t specialized in anything but is a 
great GeneXus developer and that’s what she’s going to talk about. 



Well, now she praises me, but earlier she said “she is not specialized in anything”... and that's 
true. Actually, I have a broader GeneXus development profile. That's good because I had to 
learn many things that will be the key aspects we are going to see in this course, and which are 
focused on how to bring a visual and interaction design to GeneXus.

Why? To obtain an application that looks and behaves as expected. 



Okay, but although we will be focusing on the role of the GeneXus Developer, which is Ceci's
role, it is necessary to understand that the Frontend is a gray area between design and 
development. As a frontender we need to know the mental model of the designer, the tools 
they use to express certain decisions, how they make certain decisions and above all their work 
tool, which in this case will be Figma. 



So we are going to explain it in a practical way through an example that will be a customer-
facing application called Travel Agency.



Well, and in that respect actually the application can be of two types: either we can build the 
backoffice application, or have the Customer-facing application which is the application for the 
end customer.



Considering the Backoffice one... here for example we are looking at three transactions: the 
three transactions we are going to work with that have the WorkWith pattern applied, so here 
we are looking, for example, at the “work with” tourist attractions... we see that the information 
is structured. Here is the “work with” the categories of tourist attractions and countries...

We have the actions to insert, update, delete for all three of them. Here in particular we can 
even view the information of a tourist attraction: let's look at that photo there of one of the 
tourist attractions, that rating that appears there, that title, because we are going to see it very 
soon... this information... we can also see this... these other ones: these photos also related to 
that tourist attraction... and well, why all this (here we see the photos in general of all the tourist 
attractions)...

Well, this application, then, the backoffice structure...



...is focused on managing the data in a very structured way and on the other hand we have the 
application...



...which is the application aimed at the end customer. Here we are looking at the home page of 
this application, here we can see the tourist attractions and there, coincidentally, we are seeing 
the same pictures of the tourist attractions that we saw a few moments ago in the backoffice. 
Here for example is the rating of this tourist attraction and, if I go on, by clicking on it we can 
see the information that we have just seen. Here is a contact form where the user will enter 
information.



Well, then we would have these two types of applications. As we were saying, the backoffice
one is focused on data management and the customer facing one for the end customer in 
which data management is much more limited, but the focus, where it has to stand out, is on 
the user experience. However, nowadays a good user experience is a must for all applications, 
not only those for end customers, but also for backoffice applications. 



And that's going to be the main topic of our course, right? How to achieve, how to design a 
good user experience, or, rather, starting from a good user experience design, how to take that 
to GeneXus... 



The process to achieve a good user experience design is a designer's task –in this case 
Chechu's– and in this course it will only be partially addressed. What we are going to see is the 
result of that stage.



In another video of another course I had expressed all this in this way... Let's watch it and see 
what I was saying… 



“The development of an application doesn't start with the development itself, it starts 
after a very important previous stage, which is the design of the user experience. 
There, the conceptual structure of the application as a whole is organized first, to 
obtain a product that meets the expectations of both the user and the business, that 
communicates what it has to communicate and in the most effective and economical 
way possible. 



This includes the design of the interface, the navigation, and the information. The 
visual design we see in the finished product is built on this organizational structure. 
Here we will not go into the details of this very important task, but we can appreciate 
that what we will end up seeing is the result of the foundations of these previous 
stages: each one as the basis for the next one. 

Only when we have the resulting surface stage we will have the visual design to start 
the actual development.” 



As Ceci was saying just now, this stage, or these stages prior to visual design or interaction 
design, are the responsibility of the designer but also of other agents, because it requires a 
deep analysis of the market, of what I want to communicate, of the needs I have, and also, 
above all, of the users who will be interacting with that product. 

It is from this research stage that I, as a designer, start to make decisions and begin to 
translate them into the design that will later have an impact on the development. 

After all these stages in which we will not delve into now during the course, I have enough 
information to start designing in my work tool, which as I mentioned earlier will be Figma (later 
in other videos we will delve a little more into that tool). 

But once I finish the visual design and the design of the screens and interaction, I, as the 
designer, am able to pass the file to Ceci as frontender so that she can start to take certain 
elements and see how to match them in GeneXus with the players she has on the other side. 



Therefore, we will say that it is essential for the frontender to know the designer's mental 
model and also their tools, where they express decisions, how they make them, what 
conversations, agreements, and discussions I must have, in order to generate the best possible 
product based on that design and user experience research.

- We will be having several discussions, we can anticipate that.

We are going to have several discussions and you are going to listen to them, because... the 
idea is that in this course and module by module you can follow them as well, you can see what 
is the link between a designer and a frontender, because we really have to sit down many times 
to discuss or ask directly: "hey, why did you put this here, what does it mean, where does it 
come from?” It is the only way for our development to be efficient and for us to have a more 
consistent product. 

- There it is, and besides, it is part of what we want to show, precisely, that it is not that one 
person's task is finished and the other one passes the package to another one to do what they 
can, but that it is a task that will require multiple conversations, back and forth, to be in a 
continuous interaction, right? It will be noticeable in the course videos. 

Yes, in fact we always say that as designers our work does not end when I send the file to the 
frontender, but it ends when the product is released and goes out into the real world. As 
designers we should be involved during the whole process precisely to fine-tune certain 
processes or certain issues to be as efficient and above all more sustainable and maintainable 



in the future, which is the goal and also a little bit the core of GeneXus, right? To have 
a product that I can update easily and that I can make it grow if I need to. Well, to do 
all that I need to do all this beforehand...

- Exactly. 
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Well and then let's look at the scope, the scope of what this course is going to be. 



The objective is to gain all the necessary knowledge to implement in GeneXus the customer-
facing Travel agency application that Chechu is going to design for us.

Chechu is going to design it for desktop size...the web application, in light mode. Then we will 
also have the application, also for desktop size, in dark mode.



In addition, Chechu is also doing all her work, she will also have designed the application for 
tablet size, both web and native application...as well as for phone size. 

Since you have to start somewhere and we are not going to do everything at once, well, in 
general one chooses which of these variations will be the one to focus on at the beginning of 
the development. 

In general that also depends on what the client requires first. 



In our case, we will start with the desktop web application, and we will implement it for Angular.

So, most of the course development, the whole first part, is going to be focused on that and 
then we will be doing the dark mode and also the other screen sizes. And also the platform 
variation between web and native (we hope to get to that at the end of the course; I don't want 
to promise anything because I don't know if we will have the time, but well, we will try).

- We will have enough time, don't worry.



Well, before closing this introduction we wanted to make about the course, I thought it was 
important to tell you that within GeneXus we have several strategies to add design to a product 
that we are generating. 

We are going to focus on the manual implementation, and now we will explain why, but there 
are other ways, for example:

• accelerators from Design Systems such as GeneXus Unanimo or those generated by 
community partners,

• we also have the Import From Design tool that we generally use with Figma or with Sketch 
from a design generated with certain conventions; I can import it directly into GeneXus and 
then I can use those elements, 

• and we also have some AI accelerators of the design process to work precisely in GeneXus.
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About that, there is a talk that was given during the GX30 event that we are going to share with 
you because it is very interesting, and if we are interested in this world we have to know all the 
tools we have available to start choosing which one I feel more comfortable with or which ones 
apply to each case. I can't always use them all, but it is important to know the range of options I 
have.



Okay, so why did we choose to teach this course on manual implementation? Because any of 
the other strategies at some point will require me to implement manually, whether I import, 
whether I use a DSO, whether I use a Figma plugin as an accelerator, at some point I will end up 
detaching from those accelerators and I will have to go to GeneXus and I will have to work with 
GeneXus objects, so what better way to learn how to solve accelerator problems than to use 
manual implementation? 

That is why this course is focused on that and we put a lot of effort in working on the 
granularity of the elements within GeneXus, so that later on, whichever strategy you choose, 
you can solve the problems that come up along the way.

-There it is, for that you must have implemented the system at least once. With that, we have 
already come a long way.



So, as a summary of this short introduction to the course, we want to tell you that in the 
following videos what you will be doing is: with me, seeing the design in Figma and with Ceci
seeing how to translate that design to GeneXus to generate a digital product within GeneXus 
that takes into account the entire user experience analysis stage, all the decisions made by the 
designer in their tool and also how I can make that design effective and cost-saving so that I 
get an efficient digital product. 

- Well, that being said, that's all, isn't it? We hope you join us and that you find the course useful. 
And if you have any questions, please write to us. 

- Thank you. 

- Bye, bye...




