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Chapter 1 FiveStep Design Process

Chapter 1L FiveStep Design Process

Inside

Defining your target audience
Getting and selecting ideas
Interaction Design

Visual Design

Validation and iteration

Summary
This chapter is abdesign procetisat wilhelp application develspeiderstaritbw to develop

and hone ids in to successful applications
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Chapter 1 FiveStep Design Process

Defining your target audience

Research is the only way to accurately define and understand your target audience. Research is
fundamental for gathering information and formulating new ideas fapgolihappkcattwo
main types of research methods you should use in order to achieve better results.

Quantitative research

Quantitative research is gathering data about your target group: demographics, behaviors, habits, and
consumption patterns. Analgiimdata will help define where to concentrate your ideation and

design efforts.

It is usually easy to find data, reports or even in depth analysis on the web but you have to always pay
attention to how this data has been collected and processeitl aibhé&wis counterproductive.

Qualitative research

Quantitative research is needed but risks becoming useless without a deep understanding of your target
groupbs experience, expectations or ambtivati on
emotional understanding of your target group. It is usually conducted on a smaller scale and involves

activities such as direct observatictofiaoe interviews and photographic studies.
Qualitative resear ch dhgdsdgedbbut requeresgaursdigecti | y t ake
involvement. Go out and observe your target group, talk with a few of them, try performing the same

task by yourself in order to understand what to improve or what to avoid with your design.

In order for research toad®ful it needs to be shared among all the members of your team.

Research is fundamental for gathering information and formulating new

ideas for your application.
Getting and selecting ideas

Brainstorming

The best way to develop ideas is to rummtigpte brainstorming sessions with your team in order

to generate a high number of ideas to evaluate, filter and select later.
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Chapter 1 FiveStep Design Process

The ideal size of a brainstorming session is between 5 and 10 people. Bigger groups tend to be
dispersive and quickly losesfon the brainstorming topic. Try to keep the sessions short, 20 or 30
minutes, and ask the team precise questions (based on your research) to answer. It may seem
counterintuitive but the best ideas come from precise and narrow questions. Toeutam should

finding a solution rather than defining the problem (which should have already been done within the

research phase).

In a brainstorming session there are no good or bad ideas. Everyone should be free to generate new
ideas or build on prevmuss, defer criticism and long discussions to a later phase. Ideas may come

in different formats: Ul sketches, stories, features description.

Sketching out ideas on paper is a fundamental and quick tool for visualizing and exploring ideas.
Sketching magfer to visualizing a specific part of the application Ul or the bigger context of using the
application. Depending on the type of application you are design you should focus your sketching more
on the Ul elements or in the scenarios of the applisatiBotimare needed to evaluate the ideas.

Evaluating ideas

After a brainstorming session spend some time reviewing the ideas, try to create a cluster of similar
ideas and them put them to use by inserting them into a story, or a use case $tesario. Utiliz

stories to foster a discussion between the team members. Form a prioritized checklist of the best use
cases and ideas that can be transformed in wireframes and prototypes through the interaction design

phase.
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Chapter 1 FiveStep Design Process

Sketching out ideas on paper isarfanthl and quick tool for

visualizing and exploring ideas.
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Chapter 1 FiveStep Design Process

Interaction Design

Interaction design is about organizing the features of your application in a logical architecture. Defining
the behavior of each element and designing the interaetidhébappécation and the user
through every touch point of the experience.

General architecture

First start by designing the general architecture that describes the main navigation and actions of your

application.

FessFighiers /AR YLt | GreastHis

(=N T 48

1. AREyls L]

Figurel - wireframes are the blueprint of an application

Happy Flows Wireframes

At this stage you can start designing the wireframes for the happy flows of your application. This means

concentrating the design effort in drawing wireframes for the essemtial ajplisation.

Wi reframes are schematic representations of an
elements of navigation (i.e. content, layout and hierarchy) and functional elements such as behaviors,
actions and events.

Keep in mirtdat wireframes are not representations of the final visual designs but act like blueprints to

the application.
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Chapter 1 FiveStep Design Process

Prototype

Prototypes with different levels of fidelity can range from simple paper prototypes to fully functional
simulations. These are foneadial elements of interaction design. Use them early and often in your

design process.

Secondary flows

When you are satisfied with the main happy flows of your application move on to the secondary flows
(i.e. login, help, errors and mistakes, settraggign wireframes for these views as well.

1c
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Chapter 1 FiveStep Design Process

Visual Design

Finalizing an application contains many elements that need to be designed in the visual aspect /

behavior. In this phase you wilifieell the elements of your application.

Screen layout

Il s about translating the wireframes into the a
typography and images. These elements play a crucial role in making an application easy and pleasant
to use. Always keep in mind that the primanigicalddsign is to make things clear, simple and

usable. Keep the visual designs as simple and possible without being boring.

Ul elements, icons and other assets

You can customize the standard MeeGo Ul elements to fit your visual designssitedegexded or de

can built your own components, icons or backgrounds. Always try to harmonize new components with
the common MeeGo Ul to avoid redesigning something that is already available in the common
components libre@ge thdMleeGo Touch Ul Guidefimesiore details.

Copywriting
Copywriting is an essential part of finalizing an application. Make sure the tone of voice is in line with

the visuappearance of your application and consistent throughout all views. When designing the final

layouts keep in mind the possibility of localization issues.
11
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Chapter 1 FiveStep Design Process

Animations and audio (if needed)
When required design and produced all the necessary matei@f@ahaudio feedback

together with the proper specifications on how to use it.

Always keep in mind that the primary goal of visual design is to make

things clear, simple and usable.
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Chapter 1 FiveStep Design Process

Validation and iteration

The application design processassimple or linear. Rather it takes a number of design iterations
until the application reaches a satisfactory level.
Validation should happen in every phase of the design process and if there are visible problems you

should never continue to thestexuntil you address them.

Real users

Early wireframes and flows can be reviewed and tested internally but when possible, especially toward
the end of the design process, start evaluating your prototypes with real users and try to embed their
observatienn the desigimtroducing and integrating end user testing early can also help to gradual
introduce innovative and new design patterns. Having significant shock value on new features can

cause users to withdraw from your application usage.

Performancesand reliability

How an application is reliable, stable and responsive is part of its user experience. Interaction and
visual design are of course important but always remember they quickly lose their value if the
applicati on cr adelcarsctinfdrmatdonhe event af aasting, @lwayptny o v i
end gracefully and with some kind of end user warning. It would also help support if the crash had

some kind of error code or feedback for improvement.
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Chapter 2 Design Principles

Chapter 2 Design Principles

Inside
MeeGo UX Principles

General Design Principles

Summary
This chapter describes general principles that are important for understanding how to design and

develop outstanding applications for the MeeGo platform.
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Chapter 2 Design Principles

MeeGo UX Principles

Well defined goals make great Apps

The faster a person understandapgigation the more likely they are going to use it. In general, the
first screen should inform a user of exactly what the application does and how to use it. Remember also

that80% @happ 6s usefulness is determined by 20% of

52V Q0 mthinkS
Rather than adding the amount of information and complexity, you should aim to minimize and simplify

the thinking process. This helps users to make quick and decisive actions in your application. If a

person can easily use your applicatiodtheod r e t hey 61 | use it again ar

Content is king

Focus on engaging content and minimize the attention required by the user interface. This decreases

the user's cognitive burden, and allows them to focus on the experience of your application.

80% of an appodbs usefulness iIs de

by 20% of its features

Minimize the number of touclesrequired to perform an action

Efficiency is a key for successful applications. Try to minimize the number of steps required to
accomplish a task. Howeverikaamd sometimes breaking the task in to small steps makes it easier

to understand.
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Chapter 2 Design Principles

Integrate your app with the Tablet's Ul

The MeeGo Tablet UX supports Panels that help users access information from multiple applications
presented in an integrated @merent manner. But in general you could take advantage of this

principle and integrate your application with the MeeGo tablet UX.

Avoid dialog boxes

Dialog boxes are usually interruptions to the user's mental flow. It takes the user away from what they
weae doing and can break their concentration. Rather than using dialog boxes, great applications
present the important information as the user is navigating around the application. Presenting this
information can take many forms such as an icon athibeafmioation or an error message after

a user has selected something. Whichever method you use for presenting information in your

application try not to break the thought flow of the user.

Support Multiple Screen Orientations

This guideline shoulddidyfobvious, but it's worth stating anyways. People pick up their tablets from
many different directions. Great applications adapt to their users by presenting the information to them
in the correct orientafidnis means your application should @iyaamidt automatically resizes

itself correctly.

Reduce FulBcreen Transitions

Fullscreen transitions are distracting to the user because it breaks their concentration. Everything that
they were thinking about on the previous screen has just iedinteptaite amount of
information that is being presented on the screen is fairly trivial, replacing the entire screen is often

overkill.

Stunning Graphics makes your App Standout

Stunning graphics make your application more enjoyable aradsorigicr@lases the brand
awareness of your application. People remember images far better than they remember words or user
interface controls. Take advantage of this fact. Think of it this way, could somebody identify your

application from across the room?

1¢
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Chapter 2 Design Principles

Ask People to Save Only When Necessary

Great applications save the status of the application and any data that needs to be saved in the
background. This way, uSdngdataihdhe Batkgrbuadvalso helpgs r e me

when your applicatmay crash. When the user returns, it should try to return to its original state.

Start Instantly

The standards for instant on applications are set higher for tablet and smart phones than they are for
ordinary laptops and computers. Starting astewittg makes sure that users attention doesn't

wander, and that they have a pleasant experience.

Always Be Prepared to Stop

This guideline is the same as the start instantly guideline. The users experience is much better when

they can switch tasks quickl

Focus on engaging content and minimize the attention required by the

user interface.

General Design Principles

What we see is what we perceive and understand. When designing an application keep in mind some

simple rules for aligning the eye anththe m
17
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Chapter 2 Design Principles

Affordances

The appearance of an object should always contain clues of its behavior and should help the user
understand how to use it.

Hierarchy

Content and actions should always be laid out with a clear hierarchy based on the purpose of the view
andthe needs of the user. Different colors, sizes, visual dividers and vertical alignment help define a

clear hierarchy in every application view.

Photo Viewer

;i.!"l/ W | l'

Similarity
The eye and the mind are always looking for repeating patterns because theydmetasler to

and are predictable. Use similarity to group s
cognitive effort.

White space / negative space

White or negative space (empty space on the screen) are useful for highlighting theregibility of co

It helps the user concentrate on the current task and content. Do not overfill the screen with too many
elements and keep the visual design simple and functional. This is particularly important when
designing a MeeGo application because ththgagistém is to downplay the OS and the Ul

elements in favor of content and actions.

Contrast / variety

Try to build an application with a clear and strong hierarchy through repeating elements designed with
simple visuals and the necessary white/ispgativéJse contrast and variety in positioning, color or

size to highlight important or new items and content.

1€
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Chapter 2 Design Principles

The eye and the mind are always looking for repeating patterns

because they are easier to understand
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Chapter BPlatform

ChapteBi Platform

Inside

MeeGo a software platform for Ecosystem Development
Tablet Devices

Screen Sizes

Primary Orientation

Terminology

Summary
This chaptéoucles upon the MeeGo platfeegnelements of a Meégbdet device and

terminology to help developers.
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Chapter BPlatform

MeeGo asoftware platform for Ecosystem
Development

In an ideal world software developers would chose one development environment write their application
once and rase in multiple devices and madestptamaximize their investmehég.is precisely

what MeeGo software platform is designed to achieve. MeeGo is a fully open software platform that
supports a broad range of computing devices, inclgdingrataih smartphones, netbooks,

tablets, edia phones, connected TVs amrthicle infotainment systerhgs coupled with [@tel

AppUE Developer Program and Intel Ap@epter provides an avenue for developers to

differentiate and monetize their investiiea@o is supported on bot®IAtemTM and ARM
architecturesdowever, MeeGo running orpbigitrmance devites s ed on an | ntel E A
processowill deliver a visually richer, immersive media, internet and conexpaTiestoans

a Intel’ AppUp™ Developer Program & Intel AppUp*" Center

MeeQ Single Unified Operating Environment
inei/ Platforms based on Intel® Atom™ processors
——

Figur i MeeGd\pplication development

MeeGo is a fully open software platform that supports a broad range of

computing devices

MeeGo Application Design Guidelines 21
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Chapter BPlatform

Tablet Devics

A compelling tablet OS must deliver an intuitive, stellar user experience for the consumer, not only in

terms of its aestledbok and feel, but also in terms of its extensible and compatible applications.

MeeGo OS fdifentiates itself in two aréas completely unique user experience that makes the
tablet Athink | ike you do odevelopohgaf@dgmersedandpen st a

rich application ecosystem that camusedracross a product categories, architectures and versions.

Figure3 - MeeGo Table Ul

For more information on tablet specifications please Mé&xGo fhablet Developer Preview.

MeeGa completely unique user experience that makes the tablet

Athink | i ke you doo
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Chapter BPlatform

Screen Sizes

2
Recently visited
=2 (3

big buck bunny480p

intel meego rxs 11-h264-960

MeeGaablet screen sizes are usually 7 to 10 inches. We encourage developers to create apps

supporting the popular resolutioro&l280x 800 and 1366768pixels

Primary Orientation

The primary orientation-ibmg¢hablets is portrait, and landstap
10 incltablets MeeG@ommon componeats always provided for both orientations. In other words,
by using them, there is no need for extra work. It is advisable, however, that anyone building an

application acknowledges such a change, asnitpadghthe desired experience.
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Chapter BPlatform

Terminology

Home screen

The central point of access to all the applications and content oniy@utheefisescreen you

see when you switch on your device.

Panel

Is a Ul element on the Heereen whidcts as a window or launchpgadaimapplication. Panels
act as entry points to your demioey surface information to you, for example the Friends panel
surfaces feeds from your social network groups, the Video panel surfaces moviesand TV content y

have been watching.

Switcher

The switch&where the user can view, access aral athhe running apps

Application

Software which performepegific function for the #seapplication can vary from a simple single

main view showing the vegdtha conteimtense application such as Music.

Application Ul plugins

Extensions for a given application

View

A specific state of an application.

Toolbar

Atoolbar is part of an appliéatton ma i n v i enavjgatioentbuttons. cont ai ns

View menu

A \lew menu is a button that opens a Flyout (popup menu) from the Toolbar.

Flyout

A Flyout is a popup menu that access all secondary views within an application.

Ul components

The building blocks of a Ul, such as sliders, text fields, and buttons.

24
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Chapter 4What Makes MeeGo Different?

Chapted - What Mkes MeeGo Different?

Inside
MeeGo UX Challenge
Anatomy of MeeGo UX

Implications for Application Design

Summary
This chapter defrlifferences in the MeeGo User Experience, which will helpudelestipeds
how taeveloppplicati@for a MeeGo tablet.

MeeGo Application Design Guidelines 2t
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Chapter 4What Makes MeeGo Different?

MeeGo UX Challenge

Medso offers a new tabkstr experienegth a direébcus on the content produced and consumed

by the user on theirdevitds.e t abl e shoul d Athink | ike you doc¢

Thenowubiquitous grid of applications puts the application before the content and the task the user
wants to perform. Want to check the flight departure time in the mail? Search and launch the specific
application. Need some music? Launch another apgeafat ine tracks you want.

This approach describes a strict pattern:

Home Screen Launch Application Application Main View | Desired Content/Task

Certain activities, like playing a gamallyn&iliow this pattern bumany o#tr occasions content
andpeople appear to be more relevant in divedaily Me e G o énge idhaKoutdntraucihg a

new pattern based on them:

Home Screen Adaptive Content Desired Task App To Perform Task

MeeGo dowmgk the role of the applicgtidn(\ithout eliminating it) and is in favor of acontent
based adaptive Ul. This choice acknowledges the iofipauttitacsking in mehipplications

development.

indie Foc

—— Qi oo /171- ,{,'

grosers 4

Figurel-This video is a good example of the Medittp:(youtu.bePyHITrKIc

2¢
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Chapter 4What Makes MeeGo Different?

Anatomy of MeeGo UX

A MeeGdevice home scrgarsents the user \tliir most relevant conteititin several Panels.
EachPanetollect and presenipdates, favorites or recently usedaitdrastivities surrounding

t h e fuends,rpldotos, music, videds, ktthisvay Panels act as entry poiafpl@ations.
FromPanels the user can quicklyaecegse ci f i ¢ i tem without having

view.

The classic apps launcher is still available and accessible from the home screen as well as the task

switcher where the user can view, accessrahdlttre running applications.

Figurés - Anatomy of MeeGo Tablet UX

AR Switcher |-----oomoemmm e e !
Do Launcher |~~~ """ TTTTTTToTTn :
Application |
Device Home Screen Main View Selected Content
Panel Panel Panel - .............. ]| &

The architecture of the MeeGs fd¥used on multitaskingappticationg/hicthave two main
entry points: eitltrough a specific item in a Beahebuf the app launcher.

MeeGo Application Design Guidelines 27
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Chapter 4What Makes MeeGo Different?

Users often quickly switch between applications ahemxidetow the sancentententric
approach wiBanels  d o n Oybur dpplitatiok as @ fetaekpdrience captivatfigf the
us er 0 s.Trstd nieeayour dpptiowith thg@anelsnultitask flow by focusing on fresh and

relevant content and minimizing the UL.

Figures - Panels on ldlee® tablehomescreen

My Tablet v AE Friends

Top applications

Twitter

Slashdot

Insider-Tra
Hard Drive
http://bit.ly

MeeGo Demo
Hey there!

View all applications

Settings Playlists

Easy Listenin
Wi-Fi Google Calendar Z W

Reminder: Phone conference - see
below for details @ Wed Feb 9 2pm

Figure’i Switcheon a MeeGablet

2¢
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Chapter 4What Makes MeeGo Different?

Implications for Application [2sign

These Mee®UX principles and core Ul elements define some important implications for the app
design process. Panels foguslaptive and relevant cortidess can move quickigtween
appicatios aaydinding persor@ntenat their fingertips.

TheMee® app navigatilmmeworis mainly focused onghg p 6 s rDavelaperarei e w
advisedio design contenttfed main view sirtbes is whereses will spend the vast majority of their

timein an application

Flyouts an@bjecMensg remove aledundant actions in an effort to argiatele and invisible Ul

that focusemn the content and its direct manipulation.

MeeGdraneldocus o adaptive and relevant content

for the user.

MeeGo Application Design Guidelines 2¢
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Chapter 5Application Layout

Chapteb - Application Layout

Inside

Application Screen Layout
Basic Application Navigation
Views Menu & Flyout
Objects Menu

Toolbar

Search Bar

Full Screen Mode

List and Grid Views
Orientation

Reszing and Scaling

Task vs Discovery Orientated Application Layouts

Summary
This chapter describestisic application screen layaiill guide developrsonsidefarious

elementor building a MeeGo application.

3(
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Chapter 5Application Layout

Application Screen Layout

AMeeGapplication may appear in fioamgs and layolist most views followlih&c sucture.

Status Bar £ ((®) 3G | MeeGo 4:35PM
Provides overall system status si <
as time, battery life etc. This is vi

at all times and in all applications
unless you are in fulksormode

App's Main View =

Toolbar
Every application MUST contdin
Toolbarwhich acts as a main

navigation mefar the application.

Content View -0
This is where your application

happens. All the application cont

will be displayed in this area.

Actions Bar
is used for controlling specific ac
or elements with in the Content \
area. (Optional)

Figure3 - MeeGo application screen layout

31
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Chapter 5Application Layout

BasicApplication Navigation

Appicatiomavigation in Me@iffers significarfitym other platforbecausaccess tthe

appicatod s secondary views i Whepaser selecisttvgedvs Mlenud er a Vi
in theappicatiod s T o lyduttappearsawith& of athe available secondary viewtsefor

appication

Views Menu & Flyout

< App's Main View '-"I =

Views Menu
Is an icon located in the
Toolbar nexttioe current

viewds | abel
Flyout menu.
< App's Main View ﬁ =
®
Secondary Vie
ry View o—
Flyout
. BRI L A Flyout is an overlay menu
A conf[alns all secondar_y V|_ews
available for the application.
Secondary View

Back Button
The Back button navigates back |
the application views.

Figure - how to navigate through different application views

From a UX and design perspective thigma¢amsin and secondary views will be perceived as

living in two different layers with the latter being always less visible.

MeeGo Application Design Guidelines 32
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Objects Menu

An Object Menu igisuabvelay connected tselected item that lists all the available actions for it.

The Olgict Menu is needed when more than one action is available for an item.

AL

IMG_5671.)PG

el long press and then slides hi

12 share finger over the list to select a

action.

-+ Add to Album

= Play Slideshow
¥ Favourite Object Menu
The user opens the menu wit
i |

Figurel0- Object menu

Gestures

. LONG PRESS
. [ DRAG

Figurel1- Along press then drag gesture opens the Objects Menu
MeeGo Application Design Guidelines 3z
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Chapter 5Application Layout

Toolbar

Appearance & Function

A Toolbar contains controls that pedonmand®lated to tteep p | i ¢ avieiscree@The Ma i n

Toolbar sits ababheMain Viewf an applicatioBvery application must contain a Toolbar

Application¢ Toolbar

The Toolbar contains a back button, View label, View Menu and the Action menu.
< App's Main View B .=

Back button View label View menu Action menu

¥

# GUIDELINES

Toolbar
Use a Toolbar to allow users to acces

Back button
Theback button only appears in the secondary views of the application. The back |
navigates back in the secondary views only.

View label
The view label is the screen/page title of each section of the application.

View Mend application navigation
U= the Views Menu to open a Flyout with a list of all other views available for an a
allows for many navigational options.

Action Menu
Use the Action Menu to list the general actions of your application. A general actiot
asingle item.
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g

# GUIDELINES

Flyoutd application navigation

A Flyout is an overlay that appears on the screen in consequence of pressing the
button. Only one Flyout can be visible at a time, which is alwaysedsaahtty thenibutton
that spawned it. When the user selects the Views Menu in the Toolbar a Flyout apg
list of all the available secondary views of the app.

LANDSCAPE VIEW M@DBolbar orientation

In landscape view mode, the Toolbattetsoat together with the title bar. Even thougt
icons or labels can be used (but not both at the same time). Icons are recommende
localization issues.

MeeGo Application Design Guidelines 3E
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Search Bar

Appearance& Function

The search bar is nornmaityvisiblend can be accessed by drgglgiwn on the application
Toolbar. Tapping in the search window will activate the keyboard from the bottom of the screen to begin
the search queBearchyueries an@stanandresults appear whilst you are typing. Autocomplete

results may pop uphieinput form too.

SearchBar¢ Pull Down

1. Pull down actioomn Toolbar 2. Search Bar slides dowhove Toolbar

Bl

< App’s Main View

B
1]

The virtual keyboard is invoked automatica 3. Tapng on inputfield opens keyboard

4:35PM e o) am

when amput field is in focus (that is Wwhen t

B

user taps an input fielti)he user rotates the
device, the layout is smoothly changed acc

Buy lavender

to the new orientation.

Buy Shelving

Sun, 20 February 2011

Birthday presents for Susan!

Gestures

BBQ at Barry's

Buy paint and brushes

€) prAG e

. afwiefefr]viofifo]rC
TAP

pDEDOEONNNES
oEoanoooEEn

N B O
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g

* GUIDELINES

Be ready fosearch

Search needs to be as responsive as the rest of the application. Make sure to prep.
index before the user invokes a search. The full content index appears as soon as:
becomes visible and then is filtered with theniningt fiser. If you start building the inde
the search call this could cause an unpleasant delay.

Organize your content indexes

When possible sort the search content in a meaningful way according to your applit
alphabetical order, distance, price, etc).

The search component must always and only appdheab

application toolbar.
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Full Screen Mode

For applications that need to provide a more immersive experience, Full Screen Mode is available. It is
important, however, to always provide a way out of the applicatieragpiidation navigatio
when appropriate). Full Screen can be presented in two different ways:

< Tron: Legacy B =

Figurel2 MeeGo Video playdrap to access Full Screen mode

Controls a tap away

All controls (Title Bar, Status, extra controls, etc) argressmied) only the maximized
content. Controls are made visible by tapping the screen. This is especially -uskfigdc
experiences.

HIGH‘S('ORE
89180

SCORE

Aﬁmmwwm

Figurel3i Offer Exicontrols in applications using Full Screen Mode

Embedding Exit in Application Content

In a few specific cases, like games, a more immersive experience might be desired.
possible to remove the persistent navigation out of the fipplicddisign an easy to acce
exit command that is available for users.

3¢
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List view

A Lisview is a list of itemsmapplicatiatreen. Imost cases Listee used for displaying
categories or genres relating to an applicsii@re probably the most common Ul layout, and have
a particular behavior depending on the oriéntatidrave an undefined number of items to be

shown in the Ul, considelgusilist.

Long Lists

The number of items in a list can change while the list is being displayed. If there ar
than what fits the current view, the list automatically becomes scrollable. A list occui
width of the area in whishbigéing displayed.

All tracks

Closer Kings of Lean 03:57 Only by the Night

Sex on Fire Kings of Leon 03:45 Only by the Night

Manhattan Kings of Lean 02:56 Only by the Night

Be Somebody Kings of Lean 03:05 Only by the Night

The End Kings of Leon 03:45 Come Around Sunday

The End Kings of Lean 02:40 Come Around Sunday

Radigactive Kings of Leon 03:45 Come Around Sunday

Now playing: Clo

" >

Figurel4- Tap once to select a list item

Lists can have dividers
List dividers help break up the long list of content. These Owidsesl ¢arnelp speed up
user experience when searching for something in a long list.

Be Somebody Kings of Lean 03:05 Only by the Might

The End Kings of Leon 03:45 Come Around Sunday

Figurel5- divides makes lists easier to read
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Chapter 5Application Layout

1 vs. 2 Columns

Some applications may consider splitting lists into two columns, when in landscape, to optimize space
usage. This may be used when there is no hierarchical order, usually in first level drill down pages.
However, this should never be done when thevdist &plecific order criteria (such as chronological,

alphabetical, etc).

List & Content View

In your ggication you could offer liitindcontent vieson the sanmsxreen. This would work

well for apiphtions like email or in a media pléngéstyou have batieve together.

% ((#) 3G | MeeGo 4:35PM
4 Albums B =
Madonna
o
Confessions on a . Future Lovers Madonna 03:45 Confessions on a Dancefloor
o
Dance Floor [a—
8 songs ¥ Like a Virgin Madonna 04:12  Confessions on a Dancefloor
1.3 hours
Jump Madonna 05:13  Confessions on a Dancefloor
4 Confessions Madonna 07:41  Confessions on a Dancefloor
i Isaac Madonna 01:45  Confessions on a Dancefloor
I Love New York Madonna 03:45  Confessions on a Dancefloor

Now playing: Like a Virgin - Madonna

4 | » 00:30

Figurel6i 2 column content layout in an application.

4(
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Chapter 5Application Layout

Gridviews

A Grid View consists of rows of equally sized items. These can have labels if needed. Tiled Galleries
can be used to dispéage numbers of items. Good places for this component to betsed are ph
albums, video galleries and applications that require visual elements.

Figurel7- Tiled images in a photo album

When creating an application oreerobgh important things to get right is the layout, the Ul is crucial
to conveying this. If the user feels that the layout is haphazard or poorly thought out they will lose

confidence with the design.

Grids are utilised as a structural foundataesfgn athat can enhance the overall look and feel by
allowing you to create a stronger layout for your elements. Grids for MeeGo must always be fluid so that

they adapt thfferent environments and space.

41
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Grid view

X
# GUIDELINES
Safeareas
These providedab u f f er 6 s p ac
elements, content and the physical screer
These are not specific distances, but rath
visual approximations.
Content alignment / spacing
Content should be distributed according ti
item size and available space, whiisleciogg
the need for sedeeas, target size, and clea
space around items. List view

Touch target size

MeeGo recommends:
A A touch target si\
A A minimum touch t
A A minimum spacing
A The vi s u &dltobeicBO@o ¢
of the touch target size

+++ A+ A+
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Orientation

Date and Time
What time itis Where you are
Set the date Monday 4th January

Twelve hour clock

Set date & time automatically

J93/ua

Find me and keep my location updated

Manual time zone selection

Portrait vs. Landscape

Device orientatisuis multiple applications in different ways. While watching a video is best in

landscape,itlt the media taking uthalicreen, scrolling long lists is more comfortable in portrait.

MeeG@ommon components are always provided for both orientations. In other words, by using them,
there is no need for extra work. It is advisable, however, that anyone building an application

acknowledges such a change, as it might impact the desired experienc

g

¢ GUIDELINES

Applications must fit both orientation modes

It is recommended that all application provide both portrait and landscape mode. Tt
is the form factor of MeeGo devices.
conplete a task. Playing a game is one of the few exceptions to this rule.

Use of space

Assets can be subtly resized and/or reshuffled to make better use of the screen rea
changing the orientation.

*Other names and brands may be claimed as the property of others
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Resizing and Scaling

When designing for variable screen sizparposing content, it is essential to be aware of the

following:

1 All functional toolbars are Ul fixed height elements and as such should only be resized
horizontally

T S4d e areas are indicators only, be caref ul 0
content into a smaller space.

1 Reordering and redistribution of content items provides the most effective way of resizing.

10"touch 7"touch 4"touch
A
¥
K
¥
# Resized content
i Content grid has been reordered
and redistributed to compensate
fora smaller screen area whilst
still maintaining adeguate spacing
between items.
——————————% Ul fixed height components
Core Ul elements like toolbars should adjust their
width values dependent on the available screen width
whilst maintaing a fised height
Figurel8-Tabl et screen sizes are 100, 70 and 40. Resol uti on
MeeGo Application Design Guidelines iV
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Task vs Discovery Orientated Applicatioayouts

How you organize and presenagpicatiortontentvill have a major impact on the user
experience. While a list presentingtaoiate be suitable for a task, other formats might be more
engaging for otlk@mds odpplications.

Task Orientated Layout Discovery Orientated Cover View

% ((®) 3G | MeeGo

Contacts

=
™

Away

Abel Boglari

Online

e_. Adam Horne

E>. [

LE

Aline Estevam

@
v

Online .
y Ania Weksler
Q Away
g 1.
S Annika Juhlin
Online ‘
]
B

@' Balint Vavreczky
i ® Do not disturb

4
‘ Biba Hunjan

Offline

Bridget Mullahy

Byron Baye

Online

Christopher Berra

The best solutiortasrefer to your users neec On the other hand if users open your applic
For example, if a uspers you applicatin with without a di@ed tasiike a musiapp store or
a precise goal ingemmil an an ebook reader) thennerd to design a lay
findng a store omaap) for themain viearea that is focused on contt
In this case your main \agaushoulde discovery; Thinking of the main view like a
desigadstartingvith théools needed to perfo toa magazine

atask.
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Chapter 6 MeeGo CommBehaviors

Chapter 6 MeeGo Common Behaviors

Inside
Gestures
Focus
Multiselect

Actions Ordering

Summary
This chapter focuses on the MeeGo Common Behavior usage guidelines for application design.
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Gestures

The following gestures are used on MeeGo tablets.

Gesture / Name

Actions

Results

@~

Press, Release

Open items/Select buttons/links
Insert cursor (in text fi®dyeal hidden
controlsStop kinetic scrolling

LONG PRESS

Press Wait

Reveal object menu

DOUBLETAP

2 * Press Release

Reserved for future use

@ -

Press, Dra&top

Pan/Scroll content (also bring in new cor
e.g. Gallery, switching to next picture) P

select text (in text field)

. 0. PINCH

Press, Release

Zoom in/out (points touched on screen fc

fingers)

- 2 FINGERTAP

Press, Wait, Release

Select text (neditable tefields)

If you are in need of further information on Gestures pledgee@e Toech Ul Component

Guidelines

MeeGo Application Design Guidelines
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Chapter 6 MeeGo CommBehaviors

Focus

Focus brings attention to a specific task that needs to be accomplished on the screen. Since MeeGo is
designed for touch interfaces where any part of the screen could be active, focus is used sparingly or
for very specific cases.

However, there are adgamples that focus is used.

Search / Text entry

The MeeGo Search bar and T
entry creates focus on the task
hand.

Flyout menus
Flyouts implicitly create focus ¢

theydre closed

Popup overlays
Popup overlayptifications where
users must decide on actions ¢

create focus to a specific task.

Figurel9- focus usage examples

4¢
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