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WHAT DO I MEAN  
BY MOBILE? 



http://paulmaceoin.com/tag/responsive/ 



OVERVIEW 



Things Camille will share 

•  From ‘traditional’ web to mobile devices 
•  My workflow  
•  Personal experience on some projects 
–  iOS 
– Android (smartphone) 
– Android (tablet) 

•  Q & A 

 



FROM DESKTOP TO MOBILE 





It’s fairly easy to design for mobile devices 



Usual type of projects 

•  Web + mobile web (site) 
•  Web + mobile (app) 
•  Mobile app (either iOS or Android, or 

both) 



Visual is Limiting 

•  Interactive > Visual 
•  My biggest challenge is that I’m limited by 

thinking visually first 
•  Experience 



Testing is Harder 

•  Testing on actual devices is VERY important 
(expound later) 



INVEST 



       MY WORKFLOW 



THINGS I TAKE INTO 
CONSIDERATION 



BRANDING 



PURPOSE, TARGET MARKET 



AND THEN I RESEARCH 



THE SCIENCE OF AESTHETICS  
BY KEITH LANG 

https://vimeo.com/6527897 



Other Examples 

•  Color Theory 
– Education 
– Moods + Culture  

•  Typography 
•  Trends 
•  Other apps that are considered to have 

good UI 



       AND THEN I SKETCH AND DRAFT 



Thinky Thinky Worky Worky 



Thinky Thinky    Worky 
Worky 



Thinky Thinky    Worky 
Worky 

A dra 



Thinky Thinky    Worky 
Worky 

A dra A dra A dra A dra 



Thinky Thinky    Worky 
Worky 

A dra A dra A dra A dra 

Post-its 

Grid 
notebook 

Printed 
template 

Adobe 
Fireworks 



PERSONAL UI DESIGN KIT 



Lots of post-its, of different colors and sizes + inking pen 



WIREFRAMES ARE FOR  
BRAINSTORMING 



“Of course you can make clickable diagrams  
but really, what is the point testing something  

so removed from the actual experience?” 

http://mistermorris.tumblr.com/post/19780254171/why-wireframes-are-dead-to-me 



PROTOTYPES ARE FOR  
CLIENTS 



http://mistermorris.tumblr.com/post/19780254171/why-wireframes-are-dead-to-me 



AS WEB DESIGNERS,  
WE HAVE AN ADVANTAGE 



EXPERIENCE ON DESIGNING FOR 
SPECIFIC DEVICES 



IOS 
       IOS 



ANDROID (SMARTPHONE) 
       ANDROID (SMARTPHONE) 



ANDROID (TABLET) 



THINGS A-CHANGIN’ 







USUAL DELIVERABLES 



         Sliced images & Absolute positioning 



         HTML, CSS, JS if needed 



TESTING 



       TEST ON THE ACTUAL DEVICE as much as possible 





Ldpi, mdpi, hdpi, xhdpi? 



         LEAST COMMON DENOMINATOR 



USER TESTING 



User Testing 

•  Doesn’t seem to be a common practice, 
even in a corporate company 

•  Lack of resources should NOT stop you 
from trying to preform some user testing 

•  If an undergrad can do it,  
“professionals” should 



IOS VS ANDROID 





Faster, smoother 
over-all better experience 



Android fragmentation? 

CHALLENGE ACCEPTED 



Q & A 


