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“WE NEED AN IPHONE APP.” Youve almost certainly heard that

one at the office. Or in a conversation with chums. Maybe even around your
own kitchen table. Since you're reading this book, you've probably even said it
yourself.

You're right: you do need an iPhone app. Apple’s glossy gadget touched off a
whole new kind of computing—personal, intimate, and convenient—that has be-
come both passion and habit for millions of regular folks. That’s not going away;
looking ahead, we're not going to spend less time with our phones, our tablets,
our on-the-go internet devices. More and more, getting in front of people means
getting on mobile devices, starting with the iPhone. It’s a device with the follow-
ing and technology to get your stuft out there with a rare combination of volume
and style.

But First ... Breathe

An iPhone app isn't an end in itself. It's not something to be hustled through,
just so you can check it off your list. There’s a whiff in the air of the go-go website
panic of the 1990s, when everyone rushed to cobble together some HTML just
to have a website, any website, with little consideration of either usefulness or
usability. It was at once a period of heady innovation and herd-following medi-
ocrity. The same holds for iPhone apps today. There are mind-bending creations
to be found in the App Store, but the store is also chockablock with time-wasting
duds. You can do better.

Set your app apart with elegant design. This means something more than pretty
pixels. Design is what your app does, how it works, how it presents itself to your au-
dience. Tapworthy apps draw people in with both efficiency and charm. They cope
with small screens and fleeting user attention to make every pixel count, every tap

rewarding. That means great app design has to embrace a carefully honed

But First ... Breathe



concept, a restrained feature set, efficient usability, and a healthy dollop of person-
ality. All of this takes time, thought, and talent, but perhaps most of all, it takes a
little common sense. This book distills observation of real people using real apps
into plain-spoken principles for designing exceptional interfaces for the iPhone and
iPod Touch. (Most of the advice in this book applies equally to iPhone and iPod
Touch—and often to other smart phones, too. To keep things simple, though, I refer
to iPhone throughout. It's okay with me if you mentally add “and iPhone Touch”
after each mention. The iPad gets passing attention, too, but the size and context of
its use make the iPad a whole different animal. This book focuses on designing for
the small screen, leaving iPad design for another day.)

No Geek Credentials Required

This book teaches you how to “think iPhone”” It isn’t a programming book. It’s not
a marketing book. It’s about the design and psychology and culture and usability
and ergonomics of the iPhone and its apps. From idea to polished pixel, this book
explains how to create something awesome: an iPhone app that delights. You'll
learn how to conceive and refine your app’s design in tune with the needs of a
mobile audience—and their fingers and thumbs. Designing a handheld device
that works by touch is entirely different from designing any other kind of software
interface. Experienced designers and newcomers alike will uncover the shifts in

mindset and technique required to craft a great app.

You'll still dive deep into the nitty-gritty of iPhone interface elements. This book
explains the hows and whys of every button, toolbar, and gee-whiz gizmo. But it
does so from the human perspective of what people want, expect, and need from
your app. Throughout, you'll find design concepts explained in the context of
familiar physical objects and real-world examples. Humane explanations for cre-

ating humane software.

All of this means that this book isn’t (only) for geeks. It’s for everyone involved in
the app design process—designers, programmers, managers, marketers, clients—
as well as smitten iPhone enthusiasts who are just curious about what makes this
thing tick. Equip yourself to ask the right questions (and find the right answers)



to make aesthetic, technical, and usability decisions that will make your app a

pleasure to use. The book’s aim is to establish a common vocabulary that helps
geeks and civilians speak in the same tongue about the goals and mechanics of
great apps. This mission is simple enough: when everyone around the table un-

derstands the ingredients of tapworthy apps, more apps will be tapworthy.

Advice from the Real World

Great apps seem effortless, and the best make it seem as if the design process
came fast and easy. That’s rarely true. No matter how sensational the designer

or developer, designing a great app takes hard work and careful consideration.
Throughout this book, you'll find interviews with iPhone superstars who each
share their process, breakthroughs, and misfires. You'll get a behind-the-scenes
look at the making of popular apps including Facebook, Twitterrific, USA Today,
Things, and others. Early sketches and design mockups show how these apps
evolved from concept to polished design—and not always in a straight line.

Looking over the shoulders of the best in the industry cemented the principles
described in this book. These apps show how careful attention to both style and
substance yields interfaces that are functional and easy to use, sure, but also cre-
ates user experiences that are in some way intimately personal. When did anyone
ever say that about software? We are in a new era of the oh-so-personal computer,
and that means we all have to think about software differently.

“We need an iPhone app.” Yes, you do, but more specifically, you need a tapworthy
app. Designing one begins with understanding exactly how and why people use
their iPhones in the first place. That's where this book begins, too.

Advice from the Real World |



Touch and Go

HOW WE USE IPHONE APPS
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AH, THE DAYDREAMS of the gentle iPhone app designer. His reveries

roam a sun-dappled land where we users give his app our full and adoring at-
tention. Our fingers swipe, tap, pinch, twist, and flick across the screen with the
grace of ballerinas. We instantly understand every icon, tap effortlessly through
every screen, take note of every button, and have easy command of all iPhone
conventions and gestures. We understand the app because we study it and luxuri-
ate in it just as much as the app designer does.

This, alas, is hooey. The cold
reality is that most people don’t
give much thought to app de-
signs at all, nor should they.
The best app designs become
almost invisible, and the con-
trols seem to fade to the back-
ground to put the user’s task

or entertainment front and
center. Creating this kind of
understated but effective de-
sign is harder than it looks, S —
but the habits of a mobile R I —

audience make it essential.

Photo: Natalie Meadows o

People often spend only moments at a time with an app, tap pspnerd deviantart.com

quickly through screens without exploring details, then move

on to another app. They use iPhone apps on the treadmill, in the car, or in the
supermarket. They glance only briefly at the screen so that they can plant their
eyes on more urgent surroundings—the road ahead, the date across the table,
tonight’s reality TV show. They don’t know all the standard touchscreen gestures,

and they’re not particularly interested in learning new ones. The meaning of your

8
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carefully crafted icons are lost on them, and, chances are, they find many of your

app’s features only by accident, if ever.

Don't despair. It's not that people don't care about your app. They may even
swoon over it. In the long history of gizmos and gadgets, few devices have in-
spired as much affection as the iPhone. Along with its big brother, the iPad, the
iPhone is in many ways the most personal of personal computers. Our collections
of apps are a form of self-expression, where Home-screen icons are as telling as
the contents of a handbag or the style of clothes we wear. We ® iPhone. And by

extension, we ¥ apps. If all goes well, we'll ® your app, too.

But just as in matters of the ®, so go matters of the iPhone. Attention strays, frus-
tration gathers, misunderstandings mount. Even when users love an app, few will
give it their full attention or try to understand every nuance. As an app designer,
you're embroiled in this dysfunctional romance. You have to forgive and antici-
pate users’ foibles while also crafting an experience that draws them in to explore
further. Throughout this book, you'll discover strategies to do just that.

Most of this book explores the nitty-gritty details of specific interface elements
and design decisions. Before diving into all that “how,” this chapter explores the
why. In order to organize your screens, choose your features, or even choose your
color scheme, you first have to know what you're up against. This chapter intro-
duces you to iPhone users with a quick survey of the habits and know-how that
people bring to the mobile environment. The next chapter will help you build on
this broad profile to identify the needs of your particular audience and fine-tune
your feature set. From there, you'll dive into all the considerations of crafting the
interface for those features.

On the Go: One Hand, One Eye, One Big Blur

Go figure, but people use mobile apps when they're mobile. We use apps in all
kinds of contexts and in a startling range of environments. This take-it-anywhere
convenience is what makes iPhone apps at once so great to use and so challenging
to design. Your app competes for your audience’s attention—a tough battle to win
when you pit a 3.5-inch screen against a big bright world full of oncoming traffic,

live conversations, and this thing called human contact. Even when your app does

Chapter 1: Touch and Go



