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1.00 pm -Recup / QA / Quiz

1.00 pm - Recup / Q&A / Quiz

1.30 pm -

3-pm -

A1 Market Research team presentations

UX Design and Development

4-pm - work session (teamwork on hunt statement, concept research)

Ima ge Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/
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User experience (UX) encompasses all aspects of the end-user's interaction 
with the company, its services, and its products.User experience (UX) 

encompasses all aspects of 

the end-user's interaction 

with the company, its 

services, and its products.
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Don Norman & Jakob Nielsen
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User experience (UX) encompasses all aspects of the end-user's interaction 
with the company, its services, and its products.User experience (UX) 

encompasses all aspects of 

the end-user's interaction 

with the company, its 

services, and its products.

Don Norman & Jakob Nielsen

to achieve h igh-qual i ty user experience there 

mus t be a seamless mer gi ng of the services of 

mult ip le disciplines, inc lud ing engineering, 

marketing, graphical and industrial design, and 

interface design.

Ima ge Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/

meet the exact needs of the customer (no fuss or 

bother)

simplicity and elegance ( produce products tha t 

are a joy to own, a joy to use)



Design Develo pment
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Problem Understanding & Definition
Client presentation 

In-context interviews 

Team analysis

Hunt Sta tement

Ideation & Story-telling
Project boards 

Team discussions 

Scenario planning

Concep t drawings/Idea cards 

Flowcharts/diagrams 

Wireframes
Storyboarding (keep refining) 

Client reviews/presentations
Visual Design Development 

& Refinement

Color

Typography choice and sizes 

Imagery and photography 

Iconography
Nav igation tools/conventions 

Motion, sound, effects 

Interaction met hods

Evaluation & Design Resolution

Storyboards

High-f ideli ty prototypes 

User feedback

Client feedback



Daria Tsoupikova

Sabine Krauss

Professional Practice I

Fall 2018
Mobile App Design — DES 420

User Exper ience (UX)

5



Ideatio n & Story-tellin g: Sketch ing > Flowchart > Wi reframe > Mo ck-u p > Storyboard

Mobile App Design — DES 420 Daria Tsoupikova 6Professional Practice I

Fall

Research Process

Research Process

Learning fr om people

In-si tu observations of related 
practices

Ground ing new designs in real-

world behavior

Ima ge Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/

Design is a process fr om the beg inn ing

Ensure interaction flows for a user

Especial ly importan t on a small-screen mobile  

device!

Design of a new application/service should be 
g rounded in daily realit ies

Should work wit h how people th ink about each 

other, their environments, and the world

Need to get out into the world to learn this
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Research Process / Prototyping

Research Process / Prototyping

1.ethnograph ic-style investigations in a new space of interest

2.concep t generation and priorit izat ion

3.ini t ial pro totype impl ementa tion

4. f ield test of new system

5.iterate

6.p roduct decision

7.development

Ima ge Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/
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Research Process

Research Process

Define research ques tions (A1, A2)

W hat do you need to know to crea te your new app? 

Focus on understand ing curren t pract ices

Define methods

Research, observation, interviews, hom e tours, diary logging…

Recruit users (Students, classmates, family members, fr iends)
General ly 7-10 is sufficient, stop when you see repeat da ta

Conduc t User Study (CS 524 Empirical Research Methods) 

Analyze Data

Design!

Iage Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/
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Semi-Structured Observation

Goal:
Semi-Structured Observation

Goal:

To develop understand ing of area of inte rest – inspire design ideas for new 
applicat ions

Process:

Focus on understand ing curren t practice 

Come up wit h a few research questions.

Observe peop le perf orming activities in your area of interest.
Ask questions about their use tha t he lp you unders tand answers to questions.

Write exact quotes or observations on post-i t notes – a single idea to a note 

cap tu re notes

Iage Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/
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1. Market Research (A1)
Overview of the relevant apps on the market1. Market Research (A1)

Overview of the relevant apps on the marke t

2. Research Studies (A1-2)

To develop an understand ing of research partner domain

3. UX sketches/ design (A2)

4. Wireframes / Rough Prototyping / User studies (A3)

5. Team Wireframe presentations & Discussion (A4)

6. Client Wireframe Presentations`/ Wireframe merge (A4)

7. Iconography (A5)

8. Hi fidelity design / Storyboard Design (A6)

Iage Sources: uxp lanet.org/ux-glossary-task-flows-user-flows-flowcharts-and-so me-ne w-ish-stuff-2321044d837d | grahamtodman.co.uk/blog /
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Working collaboratively —

show early, share often, get feedback. 

YES, even “ugly” sketches!

Mobile App Design — DES 420 Daria Tsoupikova 10Professional Practice I
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Team W ork Reminder
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Include just enough detail in your sketches to convey an idea

Include just enough detail

in your sketches to convey

an idea

Go analog = Paper

Forces you to think through 

ideas and rework/expand

Easier to get feedback

Ima ge Source: grahamtod man.co .uk/bl og/



Design doesn’t just mean artistic 

expression. We are designing for 

user experience and process.
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Ideatio n & Story-tellin g: Sketch ing > Flowchart > Wi reframe > Mo ck-u p > Storyboard

Scenario planning, think 

through the logic and flow a 

user will experience while 

navigating your app.

You are guiding behavior.

Ima ge Sources: uxp lanet.org/ux-glossary-task-flows-user-f lows-flowcharts-an d-some-ne w-ish-stuff-2321044d837d | grahamtod man.co .uk/bl og/
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Consider all functional 

elements needed to help the 

user achieve the app goal.

A Wireframe is a blue print, 

or skeletal framework for 

the app.

Ima ge Sources: grahamtod man.co .uk/bl og/
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“Wireframing is the make or break 

part of any UX project. It’s where 

you want to fail fast, fail early, and 

fail cheap.” Scott Childs, Senior Creative Director, Capital One



Ideatio n & Story-tellin g: Sketch ing > Flowchar t > Wir eframe > Mo ck-u p > Storyboard

Refine wireframes, flow chart and annotation to ensure all steps have been 
considered and accounted for.Refine wireframes, flow chart 

and annotation to ensure all 

steps have been considered 

and accounted for.

Are you accomplishing 

the goal?

Confirm: 

Organization 

Direction 

Inte raction

https://developer.android.com/training/design-navigation/wi reframing
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https://developer.android.com/training/design-navigation/wireframing
https://developer.android.com/training/design-navigation/wireframing
https://developer.android.com/training/design-navigation/wireframing
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Through all this — Experience informs visual design.

Through all this —

Experience informs 

visual design.

grahamtod man.co .uk/bl og/
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https://www.youtube.com/watch?v=yafaGNFu8Eg

Creating a rough prototype 

can help quickly test the flow.

This could be extremely 

low fidelity or…

https://www.youtube.com/watch?v=yafaGNFu8Eg


Ideatio n & Story-tellin g: Sketch ing > Flowchar t > Wi reframe > Mock-up > Storyboard

POP — P rot otypin g on Paper by marvelap p.com/

…with an app

…with an app
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The Storyboard, combines 

everything in a clean, thought-out 

presentation for the client.
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Ideatio n & Story-tellin g: Sketch ing > Flowchar t > Wi reframe > Mo ck-u p > Storyboard



Tools
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https://www.creativebloq.com/wireframes/top-wireframing-tools-11121302

The 20 best wireframe tools — #9 Indesign  #10 Photoshop
https://www.creativebloq.com/wireframes/top-wireframing-tools-11121302The 20 best wireframe tools — #9 Indesign & #10 Photoshop

https:/ /www.creativebloq.com/wireframes/top-wireframing-tools-11121302

11 Best Website Wireframe Tools in for UX/UI Designers

https://www.mockp lus.com/blog/post/website -w ireframe-tool

Designing for Apple

https://developer.apple.com/design/

Material Design
https://material . io/design/introduction/

User Experience:

https://www.usabi li ty.gov/

https://www.creativebloq.com/wireframes/top-wireframing-tools-11121302
https://www.mockplus.com/blog/post/website-wireframe-tool
https://www.mockplus.com/blog/post/website-wireframe-tool
https://www.mockplus.com/blog/post/website-wireframe-tool
https://www.mockplus.com/blog/post/website-wireframe-tool
https://www.mockplus.com/blog/post/website-wireframe-tool
https://developer.apple.com/design/
https://material.io/design/introduction/
https://www.usability.gov/


What should we keep in mind when 

designing mobile user interfaces?
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Graphical User Interface (GUI)



Graphical  User Inter face (GUI)

Always consider most recent Display Resolution
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Graphical User Interface (GUI)
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GUI
Graphical User Interface,

a type of computer screen

display in which commands 

are entered and functions are 

selected by means of icons, 

menus, a mouse, etc.



Graphical User Interface (GUI)
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GUI
Graphical User Interface,

a type of computer screen

display in which commands 

are entered and functions are 

selected by means of icons, 

menus, a mouse, etc.

Graphical Elements
Text Fields Buttons BarsGraphical Elements

Text Fields 

Buttons 

Bars

Tabs 

Boxes 

Scrolls

Navigational menus  

Icons

etc.



Graphical User Interface (GUI)
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GUI
Graphical User Interface,

a type of computer screen

display in which commands 

are entered and functions are 

selected by means of icons, 

menus, a mouse, etc.

Graphical Elements
Text Fields Buttons BarsGraphical Elements

Text Fields 

Buttons 

Bars

Tabs 

Boxes 

Scrolls

Navigational menus  

Icons

etc.

Should be

Simple

Easy to navigate 

Clear

Concise 

Responsive 

Consistent 

Attractive 

Eff icient



Graphical User Interface (GUI)
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“Don’t annoy… What you think is really cool might only be cool the very first time.” David Ho, Engineer, Wallstreet Journal Apps

“Don’t annoy… What you think is

really cool might only be cool the

very first time.” David Ho, Engineer, Wallstreet Journal Apps



Graphical User Interface (GUI) Desi gn an d UX Tips

Use images with links For more visual impact

Use images with links 

For more visual impact
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Graphical User Interface (GUI) Desi gn an d UX Tips

Use images with links For more visual impact

Use images with links 

For more visual impact
Show full headline

for a stronger ‘info scent'.
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Graphical User Interface (GUI) Desi gn an d UX Tips

Use images with links For more visual impact

Use images with links 

For more visual impact
Show full headline

for a stronger ‘info scent'.

Include big targets for touch 

for less precision need
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Graphical User Interface (GUI) Desi gn an d UX Tips
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iOS Touch Targets
In the Human Interface Guidelines, Apple recommends a minimum target size of 44 pixels (px) wide 44 pixels 
tall.

iOS Touch Targets
In the Hum an Interface Guidelines, App le 

recommends a m i n i m u m target size of 

44 pixels (px) wide 44 pixels tall.

This seems definitely a ‘ m i n i mum size’ and in 

practice this is still too small of an area to be 

try ing to tap successfully.

I t may be wort h cons idering the physical 
l im ita t ion of an adult f inger as a guide.

https ://medium.co m/@zacdicko/ size-ma tters-accessi bil ity-an d-tou ch -targets-56e942adc0cc

Android Touch Targets
In the Andro id Material Design Guidelines it’s 

suggested tha t touch targets shou ld be at least 

48 x 48 dp*.

A touch tar get of this size results in a physical 

size of about 9mm, regardless of screen size. 

The recommended target size for touchscreen 

elements is 7–10mm.

I t may be appropriate to use larger touch  

targets to accommodate a larger spec trum of 

users, such as chi ldren wit h develop ing motor 

skills.

https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
https://medium.com/%40zacdicko/size-matters-accessibility-and-touch-targets-56e942adc0cc
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Spacing between navigation elements

Spacing between 

navigation elements
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Spacing between navigation elements

Spacing between 

navigation elements

Think “Mobile First” 

for websites
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Spacing between navigation elements

Spacing between 

navigation elements

Think “Mobile First” 

for websites
Graphical Elements
Clear, simpler and appealing 

information presentation 

Uses shades and hues of two

or three main colors 

Organized layout 

Sufficient space between

elements for touch 

display navigation

Moderate use of GUI 

elements (scrolls, tables, 

icons, etc.)
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Alignment
Consistent alignment and spacing contributes to more efficient information 
access and positive user experience.

Alignment
Consistent alignment and 

spacing contributes to more 

efficient information access 

and positive user experience.

Position GUI elements in 

relation to each other and in 

the space they reside.

Consistent 

Grid 

Balance
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Alignment
Consistent alignment and 

spacing contributes to more 

efficient information access 

and positive user experience.

Position GUI elements in 

relation to each other and in 

the space they reside.

Consistent 

Grid 

Balance

Spacing
Spacing allows information 

to appear more organized.

White Space is generally 

defined as the space 

between printed text or 

graphics.

Spacing border –

consecutively equal and 

enough spacing given to GUI 

elements.
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Alignment
Consistent alignment and 

spacing contributes to more 

efficient information access 

and positive user experience.

Position GUI elements in 

relation to each other and in 

the space they reside.

Consistent 

Grid 

Balance

Spacing
Spacing allows information 

to appear more organized.

White Space is generally 

defined as the space 

between printed text or 

graphics.

Spacing border –

consecutively equal and 

enough spacing given to GUI 

elements.

Composition 

Hierarchy 

Variety

Unity 

Balance 

Contrast 

Rhythm



Create. Refine. Test. Iterate.

Create. Refine. Test. Iterate.
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