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Mobile



We Live in THE FUTURE
• Phones and tablets will be (are?) the primary computing 

device of the average person 

• Q2 2015 9.5% decrease in PC sales over Q2 2014 at 
68.4m units–Apple shipped 61m iPhones same quarter 

• Google is prioritizing mobile-friendly sites



More FUTURE
• 64% of American adults own a smartphones- 

2015 

• over 50% of American adults own a tablet- 2014 

• 50% of teen smartphone owners aged 12-17 and 
50% of young adults aged 18-29 say they use 
the internet mostly on their mobile phone.-2013 

• 91% of teens go online from mobile devices at 
least occasionally-2015



More FUTURE
• 60% of web traffic is mobile -May 2015 

• 51% of web traffic is from apps- May 2015



Real Future?

• Controlling the things around you with your 
phone 

• Wearables



Small is not less

• No "on the bus" or "waiting on line" 

• Buzzfeed: 75% of traffic is mobile -2015 

• 77% of mobile searches take place at home or 
work, only 17% on-the-go, according to 
Google.-2013



Native vs Web

• Who has a web app on their phone? 

• Native apps will always be faster 

• Native apps will always be faster-to adopt techs 

• Users spend 80-90% of time in apps.



Touch is natural
• Fingers are different than 

mice 

• People love to scroll 

• Edge swipe for back, pull 
to refresh, swipe to close 
Facebook images  

• Voice is different than 
fingers



We get it
• iOS 7/8 and Google Material Design argues that 

we get it 

• iOS 7 upgrade rate 2x that of iOS 6 upgrade 

• But we're still figuring out what we get 

• (iOS 9 and Watch OS 2 come out in September, 
beta available now)



User Experience 
Design



What is UX

• Neilsen: "'User experience' encompasses all 
aspects of the end-user's interaction with the 
company, its services, and its products." 

• UX Design is creating, controlling, and enabling 
those interactions



What is UX
• A step in the software design process 

• The practice of prioritizing user needs during product design and 
development 

• Another term for user interface design 

• Concerned with the whole experience, not just interface design 

• A process of making products easy to use for a majority of people 

• Concerned with making products delightful to use for target users 

• An excuse to ignore stakeholder concerns 

• An opportunity to align user needs and stakeholder concerns



What is UX
• The more expensive way to design products 

• Available to anyone designing something with any size budget 

• A rigid process that always produces the same documentation 

• Practiced using a dynamic range of tools and methods 

• The role of one team member 

• Best executed when the whole team is onboard and engaged 

• A single, patented discipline 

• A young approach that combines methods from across disciplines



Where do we star?

• Understanding platform conventions 

• Understanding user expectation



Process



Get Sketchy



Personas



Wireframes: App map

• Shows every view and their connections 

• Have one of these next week





Wireframes: App map

• Let's do one together: iOS contacts app



Wireframes: Accounting

• Free yourself from layout 

• Account for: text, buttons, images





Wireframes

• Show all content, interactions, and basic layout 

• Have this next week too



Wireframes
• Include real content not lorem ipsum or placeholder 

• Think about hierarchy, and use different grays to 
emphasize 

• Think about size of things on the view, will they 
actually fit 

• Use color for links and other platform conventions 

• Use annotations to help yourself











Omnigraffle

• Let's draw some boxes connect them with a line 

• Magnets, stencils, iOS templates, orthogonal 
lines, bringing in images, print to export 

• Graffletopia



Paper Prototypes

• Paper 

• Digital



Prioritize and Start Building

• With a full team, you would start building now 

• Agile/Scrum (more on this later) 

• Devs would start building, and you'd go to full 
design, both learning from each other and from 
users with regular releases and user testing.



Specifics



Tap, don't click.

• Language is 
important 

• View not page/
screen



It’s a small screen, after all.

• Business card sized 

• 44 x 44



Be quick and dirty...



Prototype early and often



Tab Bars



Know what's important.



Know your platform(s).



Limit friction.



Focus.
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