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Design Matters
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Without Design…
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Design Takes Planning
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Design Matters for Apps
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“…the iPad becomes the app you're 
using… Switch to another app and 
the iPad becomes that app. If that's 
not magic, I don't know what is…”

Adam C. Engst, Tidbits
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Maps Hero 
screenshot

here
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User Mental Model
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User Mental ModelThe Way a Task is 
Perceived by People
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User Mental Model

Objects Tasks Concepts
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User Mental Model

Objects Tasks Concepts

√ Identify relationships

√ Identify dependencies

√ Identify frequencies
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Things Users Think About

Calendars

Days

Weeks

Months

Appointments

Reminders

Objects

Filter

Create

Edit

Search

Manage

Change date

Tasks

Scheduling

Searching

Managing

Concepts
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Relationships

Calendars

Days

Weeks

Months

Appointments

Reminders

Objects Tasks

Create

Edit

Search

Concepts

Searching
Filter
Search

Scheduling
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Dependencies

Calendars

Days

Weeks

Months

Appointments

Reminders

Objects Tasks

Create

Edit

Search

Concepts

SearchingSchedulingWork, Home, School

Filter
Search
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Filter
Search

Searching

Prioritization

Calendars

Days

Weeks

Months

Appointments

Reminders

Objects Tasks Concepts

1.

1.

1. 2.Create

Edit

Search

Scheduling
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Structure
Impacts

Navigation
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Tabs

•Manage complexity
• Increase efficiency
• Switch between modes and collections
•Mostly permanent
• Customizable
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Navigation is about
Movement and Placement
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• Each part of your app should be fine 
tuned for it’s purpose
• Placement is a function of

■ Frequency of use
■ Importance to the user
■ Use visual emphasis and position

• Focus on purpose of each screen
■ Is this important now?

•How does this add to or take away?

Less frequently used or read items

More frequently used or read items

Fine TuneVisual Design
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iWork
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Seven WondersMy Presentations Undo

6

5

4

3

2

8

7

1

9

Seven Wonders of  the World
Arthur McNair — Midterm Report
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Undo Serengeti ReportMy Documents

Body SmallBody Small
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Undo Serengeti ReportMy Documents

Body Small
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Wildcats SoccerUndoMy Spreadsheets

BudgetPlayers Statistics

John

Tim

Andrew

Matthew

Jill

Paul

Hanna

Chris

0 2 4 6 8 10 12 14

Goals Assists

Chris
34%

Hanna
17%

Paul
49%

Saves

Player Goals Assists Scoring Saves Goals Allowed Playing Time

John

Tim
Andrew

Matthew
Jill

Paul
Hanna
Chris

10 2 25% 3h 12m

9 4 23% 3h 54m
1 6 3% 1h 54m
8 6 20% 3h 18m
4 5 10% 3h 12m
2 3 5% 23 10 4h 21m
3 5 8% 8 11 2h 34m
3 2 8% 16 12 2h 54m

Team Totals 40 33 100% 47 33 30h 17m

Wildcats Soccer Team
Statistics 2010
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√ Support the User Mental Model

√ Presents the Main workflows

√ Efficient and Uncluttered

√ Easy to Read and Understand
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Simplify
Prioritize
Innovate
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Simplify

71



72



335+
Menu Items
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150+
Format Bar Items
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64+
Shortcuts
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1,100+
Places to Click
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highlight the lesson 
here in bringing an 
app from the 
desktop to the ipad
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Prioritize
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review arrows
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Innovate
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√ Simplify

√ Prioritize

√ Innovate
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It’s your Apps Identity 
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Structure
Influences

Appearance
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The HIG
106
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Instantly familiar 
and approachable

Just like the real world
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0 0 0
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Metaphors
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• Be careful to not force them
• Enhance the understanding of your app
• Real world is limited sometimes
• It’s a frame of reference
• Doesn’t need to be a literal interpretation
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Real Visual Scenes
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Non-straight Lines
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Gradients and Textures
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Duarte

Can you find a pine slatted 
wood floor texture, like you’d 
have in a gymnasium, to 
match or come close to the 
wood used in the Pinball 
game on the next slide?
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Shadows
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Perspective
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√ Use metaphors when appropriate

√ Mimic the real world

√ Deliver high fidelity art
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Immediate
Cinematic

Appropriate
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Immediate
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Cinematic
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Listen
144



Appropriate
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Jay…tie in with the 
audience
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√ Immediate

√ Cinematic

√ Appropriate
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Obsess
Facilitate

Invent

Respond
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Respond
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Obsess
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Facilitate
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Jay
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Invent
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√ Respond

√ Obsess

√ Facilitate

√ Invent
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Lastly…
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Structure

Appearance

Navigation

Reduction Feedback

Optimization
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Make it Great
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John Geleynse
User Experience Evangelist
geleynse@apple.com

Documentation
iPad and iPhone Human Interface Guidelines
http://developer.apple.com/iphone

More Information
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The last slide 
after the logo is 
intentionally 
left blank for 
all 
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