
UI guidelines to build Your App 
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UI guideline docs in iOS 
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App Design Process 
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n Create an Application Definition 
n  List All the Features You Think Users 

Might Like 
n Determine Who Your Users Are 
n Filter the Feature List Through the 

Audience Definition 
n Review 
n  Prototype and Iterate 
n EVALUATE! 



Example 
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n Features: CreatingList, 
GettingRelatedRecipes,GettingCoupons,… 

n Who needs it?: PennyPinching, Gourmet, 
BusyMom, Single people  

n Filter the Feature List by choosing target 
audience:  Thrifty People 

n  Prototype, Iterate 
n EVALUATE! : Yourself, Friends, Group of 

Potential Users 



Extreme Use Cases 
n 60 SECONDS use case 

n  Soccer match scores, weather, stock 
quotes.. 

n 60 MINUTES use case 
n  Video watching, Reading (emails ) , Writing 

(blogs) , making dinner plans.. 
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Extreme Use Cases 
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From Nathan . Freitas 



Extreme Use Cases 
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From Nathan . Freitas 



12 Myths of Mobile User-Interface Design 
Over the years (2005 A. Marcus and adapted) 
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APP concept: Create a Story 
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I want to easily create a 
shopping list easily, 

quickly and share it with 
my family. 

I want to check how much 
exercise while I go to 

work, do sports and share 
it with my doctor 

I want to plan my next 
summer vacation in the 
countryside and select 

from friends’ advices and 
social websites 

I want my camera to tell 
me when is the best 

timing/lighting for me to 
shoot a picture  

I want to know where is 
the cheapest gas station 

wherever I am 
considering the mileage 

to reach it. 

I want to monitor and 
improve my mnemonic 

skills 



The Story; Where and When 
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n At the office during a meeting 
n At home, with my kids 
n On Vacation with my friends 
n 24/7 
n A teacher with 1-10 grades students in class 
n Recruiter on face-to-face interviews 
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UI prototyping: Wireframing 
UI schema of application  
n Visual layout and its elements ( e.g. action bars) 
n Functions of the elements (e.g. input text box) 
n Navigation flow and rules 
n Effect of interaction context on the visual state 
 
DOES NOT focus on graphics RATHER on app user 
action dynamics and behavior in context 
HOW: pencil, drawings, board and tools 
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Homework 
n Select three smartphone (Android) apps 

and rate them ( 1-5). Why you like, What it 
does for you, etc.. 

n Upload along with your project report/apk 
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