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Spec Approach:
- Created clear, consistent states for text boxes — including empty, hover, and error
Focused on making feedback feel intuitive and easy to understand at a glance
Kept the visual treatment minimal so it stays clean, but still noticeable
Made sure the styles could be reused across tools like the logic builder and other
input-heavy areas
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Default drag and dropable state Other icons
str String st} String a Unlock
No. Number No. Number a Lock
Bool Boolean {Bool Boolean (%] Error
Arr Array Care ) Array Drag handle
obj Object i obj } Object
o Text style icon specs
Param Params \ Param | Params minimum (3 characters) and maximum (5 characters)
SVG: str | Text:source sans pro regular, .85 character 13 line, Hex: 727272
Any Any L Any ; Any Border: 1 point width, Hex: DEDEDE
o SVG: ;"TTTN gy v Text:source sans pro regular, .85 character 13 line, Hex: 1774E5
locked state Highlight : : J
Border: 1 point width, Dash:4, Gap:4, Hex: 1774E5
String )
st} String SVG: 4 S0 Text: source sans pro regular, .85 character 13 line, Hex: 1774E5
“777  Border: 1 point width, Hex: 1774E5
Number s Number Background: 1 point width, Hex: DEDEDE
Boolean prrTeay SVG: Text: source sans pro regular, .85 character 13 line, Hex: DEDEDE
{ Bool ! Boolean
Border: 1 point width, Hex:DEDEDE
A
ey {Arr Array
minimum (3 characters) and maximum (5 characters)
Object Cobj Object Param
str
Params Py
{Param  Params
An
Y Cany Any

Spec Approach:
- Created a full icon system for different data types (String, Boolean, Object, etc.) used
across Ul components
Defined consistent spacing, padding, and label formatting to support fast scanning
and alignment
Designed multiple states (default, drag-and-drop, locked, highlight) for each type to
support different Ul interactions
Built out character count rules for icon labels (min 3/ max 5 characters) to ensure text
always fit visually
Included all design specs — typeface, border width, hex values — directly in the
system for easy dev handoff
Delivered exportable SVGs with consistent sizing and style for engineering use
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Loading indicators are animations showing that the system is loading content or completing an action. When using these components, follow the

recommendations and implement the animations consistently within your product.

igration

Spinner animation

Aspinneris a looping animation that suggests something in progress.

When to use: Use a spinner when an action lasts more than a second or
two. For example, when a file is uploading, an action is processing, or a
card or modal is loading.

Sizing and placement: Spinners should cover no more than 30 percent of
the content and be center-aligned with the content, card, or modal.

Use each spinner consistently in your product.

Skeleton animation

Skeleton animation is a mocked up version of the visual design with a
shimmer animation on top. The skeleton acts as a visual placeholder until
the application loads.

When to use: Skeleton animation is useful when rendering a large amount
of content (such as a page) and for transitions between screens or tables
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This example shows the spinner center aligned and scaled to the

modal

. TIBCO CLOUD
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Timing
Animation in UX Component  Element Delay (ms) Duration (ms)  Easing
Modalopen  Translate Y 0 300ms Ease-in
Cards
Opacity 0 300ms Ease-in
Color palette
Modalclose  Opacity 0 280ms Ease-out
Conversational UX
Dashboard
Dropdowns
First time UX
Form inputs a
Toggle
Textinput
Modals should ease-in in both scale and opacity, and then ease-outin
opacity when closin;
On-off input pacity s

Grids and spacing

Timing
Icons Component  Element Delay (ms) Duration (ms) ~ Easing
Modals - Modalopen  Translate Y 0 300ms Ease-in
Opacity 0 300ms Ease-in
Modal basics
Modal close Opacity 0 280ms Ease-out
Modal cards
Modal navigation
Modal notifications
Navigation a
Global navigation
Primary n n
imary navigatio Chisckbiox
Secondary navigation Modals should ease-in in both scale and opacity, and then ease-out in
opacity when closing
Notifications o
Pop-up notifications Timing
Component  Element Delay (ms) Duration (ms) ~ Easing
Global notification
Modal open Translate Y 0 300ms Ease-in
Responsive guidelines
Opacity 0 300ms Ease-in
Search
Modalclose  Opacity 0 280ms Ease-out
Spinner
Tables
Tooltips
Typography

Collapse <<

Project Overview:
Created developer-ready motion specs for reusable components like modals, toggles,
checkboxes, and spinners. Focused on making animations easy to implement by
defining clear timing, easing, and behavior patterns—all built for direct hand-off and use

in code

Spec Ap

proach:

Used 60fps to align with web performance standards

Documented easing, delay, and duration for all animation states
Created reusable patterns for open/close transitions across components
Added visual timelines to help developers understand animation offsets
Converted animation frames to milliseconds for dev readability
Delivered MP4 references and detailed timing tables per component
Ensured motion felt intuitive and matched brand interaction principles
Worked closely with developers to confirm spec usefulness for implementation
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