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Project Two: Phase One



Learning Objective

Become acquainted with Mobile design principles 
Understand the differences between iOS and Android interfaces 
Practice designing Mobile First 



Mobile is intimate

It’s held against the body, it’s taken everywhere



Mobile is used to kill time  
& during multi-tasking
Design for interruptions



5 minute rule
Used in short bursts, a snack rather than a meal



Mobile should be full featured

Not a pared down version of the web or sub-standard



Mobile is more structured

Think of it like a stack of cards



Mobile Design Principles



Start Instantly
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Interactive elements 
should invite touch
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Focus on content over navigation
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Identify the single most 
important task  

& make it DEAD simple
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Use strong visual hierarchy
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One choice per screen
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Use clear Call-to-Actions
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Use standard 
gestures

Paper



Use concise messaging
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Vertical scroll is your friend
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Keep the most important actions 
in the “thumb zone”
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Design for 
multiple states
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Follow conventions & patterns 
Reduce the learning curve
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Use feedback to aid 
understanding
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Design for empty states
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Info input should be easy
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Animation 
should 

communicate 
& enhance

National Geographic World Atlas



Use color to communicate 
intent & interaction
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Use typography to indicate 
information hierarchy
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Use authentic language
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Default alerts & modals to the 
safest option 

& keep it simple
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iOS & Android                     (Material Design)



Screen Resolution
The total number pixels in a display. 

(for example: 1920x1200)



Pixel Density
The total number of physical pixels 
in a given area 

i.e. 96dpi = 96 dots per inch (dpi) 



Pixel Density



Screen Sizes: it’s a mess



Density Independent Pixels
Are flexible units that scale to uniform dimensions on any screen. 

1dp = 1px in 160 dpi screen



Density Independent Pixels
Are flexible units that scale to uniform dimensions on any screen. 

pixels =  dp*(DPI/160)



Sizes

32dp =

MDPI 

32px 

1x

HDPI 

48px 

1.5x

XDPI 

64px 

2x

XXDPI 

96px 

3x



Screen Sizes: iOS



Screen Sizes: Android

reference subset



Sizes

4 basic screen densities in Android 

480 = xxhdpi (extra extra) 

320 = xhdpi (extra high) 

240 = hdpi (high) 

160 = mdpi (medium)

Retina screen densities in iOS 

401ppi - 3x - iphone 6+, 6s+ 

326ppi - 2x - iphone 6, 6s 

326ppi - 2x - iphone 5, 5s, 5c 

326ppi - 2x - iphone 4, 4s 

163ppi - 1x - 1st, 2nd, 3rd gen 

264ppi - 2x - iPad Pro, iPad Air 

326ppi - 2x - iPad mini



iOS Structure



iOS Structure



Android Structure



Android Structure



Android Structure



Typography 
Android 

(sp = scaleable pixels)



Typography 
Android

(sp = scaleable pixels)



Typography iOS

iPhone 5

Navigation Bar Title 34px

Regular Buttons 34px

Table Header 34px

Table Label 28px

Tab Bar Icon Labels 22px 

iPhone 6

Navigation Bar Title 34px

Regular Buttons 34px

Table Header 34px

Table Label 28px

Tab Bar Icon Labels 22px 

iPhone 6

Navigation Bar Title 48px

Regular Buttons 48px

Table Header 48px

Table Label 44px

Tab Bar Icon Labels 30px 

Helvetica Neue (until it’s replaced by the new San Francisco font)

Medium

Light

Bold

Regular

Regular



Grids and Touch Targets

48dp - 48px at 1:1 ratio

44x44 is the recommended 
tap target on iOS 

44px @ 1x for iOS



Navigation



Navigation Drawer



Toolbar



Add button



Cards



Popovers



Alerts



Lists



Table view



Search



Collections



Maps



Forms



Sliders



Date pickers



Switches



Snackbars /
Toast /
Notifications



Hint text



Sharing sheet



Back



Reading

Learn iOS Design 
https://designcode.io/iosdesign 

Type on Screen  
Chapters 4 & 5

THURSDAY: 
Review printouts of wireframes for each flow

https://designcode.io/iosdesign


Resources

iOS Human Interface Guidelines 
https://developer.apple.com/library/ios/documentation/UserExperience/Conceptual/MobileHIG/index.html 
Google Material Design 
https://www.google.com/design/spec/material-design/introduction.html 

iOS Design with Specs 
http://iosdesign.ivomynttinen.com/ 

Designing from iOS to Android 
https://design.google.com/articles/design-from-ios-to-android/


