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The Future Of Mobile Design – Mobile User Experience  

Bleeding Through To The Desktop Platform

What’s the future of mobile design? Well, it’s not just about mobile anymore.  In April of 2014, the  

audience at the Accel Partners Design Conference in San Francisco heard Matias Duarte, VP of Android 

Design at Google – and the person who is responsible designing a user interface that guides more than 

1 billion people every day as they use their mobile devices – explain that “everybody is so obsessed with 

mobile, but actually mobile is over. It’s more about the 

screen and you have more than one.” For many people 

the idea that mobile design isn’t “special and unique” 

was a wake up call. But in many ways this is just a  

natural progression, created from the continuous need 

of users to be more productive and successful with 

how they engage with information on mobile devices.  

Consumerization of IT and the  

mobile device in the enterprise

So if we believe that mobile isn’t all that special in 2014, 

the question we need to ask is, “what made the mobile 

device special back in 2008?” It was the launch of the 

ĀųŸƋ�Ĝ{ĘŅĹå��%Uţ�eĹÚ�ĘŅƵ�ÚĜÚ�ƋĘ±Ƌ�åƴåĹƋ�±ýåÏƋ� 

computing? Perhaps the best answer is that the  

mobile device, and its focus on easy-to-use  

applications and systems, forced the enterprise to  

realize that computing isn’t just about providing  

access to corporate systems. Mobile is loved  

because it’s clean and simple.

Regardless of how technical the task, it’s the design of 

the tools that users engage with every day that really 

matters.  For the past 40 years, corporate IT has not 

been concerned with designing and creating user 

engagement tools with productivity and ease of use in 

mind.  In the past it was the job of the enterprise IT department to set out the way their users accessed, 

worked with and shared content and information on their computer systems. Users were required to use 

what they were given. Today, the user’s ability to get the most from the systems delivered by corporate 

IT has a direct relationship to how the user feels about the tools in comparison to consumer interface 

experiences, and how they engage with those tools to get their job done. The new edict is that corporate 

IT needs to provide tools that, like consumer tools, “delight the user.”

“Responding to consumer-

ization and other workplace 

trends will require that IT  

departments step outside of 

their core IT competencies. 

Large organizations will have 

an explicit strategy to make 

their corporate computing 

environment similar to a  

consumer computing  

experience.”

Promoting Organizational Agility 

With the Digital Workplace,  

Gartner April 25, 2014
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The success of the mobile device has been credited in a large part to the interface – as it is  

generally easy to use and graphically enticing. As an end-user computing device, the mobile phone is 

driving the “consumerization of IT,” as enterprise users want the same interface experience they get with 

their personal mobile devices delivered across all business applications. Enterprise users wonder, why 

can’t interfaces to applications be simpler and more graphically driven, to help them be more productive?

Changing user expectations & adoption

Considering the needs and wants of enterprise users for application UX delivery is critical, as the  

aĜĬĬåĹĹĜ±Ĭ�čåĹåų±ƋĜŅĹ�ĜŸ�ĹŅƵ�åĹƋåųĜĹč�ƋĘå�ƵŅųĩüŅųÏåţ�aĜĬĬåĹĹĜ±ĬŸ�±ųå�ƋĘå�ĀųŸƋ�čåĹåų±ƋĜŅĹ�ƋŅ�čųŅƵ�ƚŞ�ƵĜƋĘ�

both Internet and mobile access to content. Smartphones and tablets are an integrated part of their  

lives and the always-on connectivity has shaped their expectations for content engagement and user 

experience. This demographic may drive successful adoption of applications in the future, as they will 

represent 75% of the workforce by 2025 (according to research from inmobi).

What about users on the PC?

If we now recognize that “delighting the user” is a requirement of any solution delivered by corporate  

IT for mobile devices, what impact does that have for users at larger screens (e.g., laptop or desktop)?  

Do the same rules apply? If users are becoming productive and successful using tools they love to use 

on their mobile devices, their natural question is, why can’t I have a similar “look and feel” when I am sitting 

at a larger screen? Users want to view content and interact with it in the same way that they do on mobile 

devices – but on desktops.

Touch has landed on the desktop, as evidenced  

from new hybrid laptop/tablet/keyboard computers 

hitting the market and the release of Windows 8. The 

new hybrid combinations create a new environment 

that is changing the demands on UX designers.  Intel 

ŞƚÆĬĜŸĘåÚ�ÚåƋ±ĜĬåÚ�ĀĹÚĜĹčŸ�Ņü�ƋĘåĜų�ƚŸ±ÆĜĬĜƋƼ�ŸƋƚÚĜåŸ�Ņü�

touch on notebook computers and found that users 

who were presented with a way to interact with their 

computers via touch, keyboard, and mouse found it  

±Ĺ�åƻƋųåĵåĬƼ�Ĺ±Ƌƚų±Ĭ�±ĹÚ�āƚĜÚ�Ƶ±Ƽ�ƋŅ�ƵŅųĩţ�kĹå�ƚŸåų�

described it using the Italian word simpatico – literally, 

that her computer was in tune with her and  

sympathetic to her demands.

“We are on the brink of rapid 

and substantial changes in  

the workplace, driven by  

numerous consumeriza-

tion-related workforce trends.”

Create a Digital Workplace to 

Respond to Critical Changes in the 

Workforce, Gartner April 25, 2014



www.bigtincan.comThe Future Of Mobile Design White Paper

%åŸĩƋŅŞ�±ĹÚ�ƵåÆ�±ŞŞĬĜÏ±ƋĜŅĹ��FűŸ�±ųå�±ĬŸŅ�ŸååĜĹč�ƋĘå�åýåÏƋŸ�Ņü�

mobile. Icons and dialog box design, which used to be complex 

and required a lot of user-interaction, have now been greatly 

ŸĜĵŞĬĜĀåÚ�ĜĹƋŅ�ģƚŸƋ�±�ŸĜĹčĬå�Ş±Ĺåţ�)ƴåĹ�ÚųŅŞěÚŅƵĹ�ĵåĹƚŸ�±ųå�

changing. Drop-downs that had multiple cascading menus  

are being replaced with drop-downs with a smaller range of 

options. Google Mail’s interface has also changed into a  

ĵŅÆĜĬåěĬĜĩåØ�ÏĬƚƋƋåųěüųåå�±ĹÚ�ĵŅųå�åþÏĜåĹƋ�ÚåŸĜčĹ�ƵĜƋĘ� 

icons that are now monochrome in color with a limited  

number of action buttons.

Multiple screens, same content?

Well that sounds easy. Just take the design for the web, or a 

native Windows application, and present the same design for 

a mobile app. Now you have the same information on multiple 

screens. Traditional web and application designs are based on  

±�ŮŸå±ųÏĘ�±ĹÚ�ŸƚųüŰ�ĵåƋ±ŞĘŅųØ�ƵĜƋĘ�ĬĜŸƋŸ�Ņü�ŮüŅĬÚåųŸ�±ĹÚ�ĀĬåŸŰ�

which doesn’t work as well on a mobile device as it does in a 

desktop environment. What about just taking the design from 

my successful mobile app and applying that onto the larger screen devices? It’s not that easy. It’s the 

Ÿ±ĵå�±ĹŸƵåų�ƋĘ±Ƌ�Ƶå�čĜƴå�ƋŅ�ƋĘå�ā±ŸĘƼØ�ĹåƵ�ĵŅÆĜĬå�č±ĵĜĹč�ÚåŸĜčĹåų�ƵĘŅ�ĜŸ�ŞĬ±ĹĹĜĹč�ŅĹ�Ƌ±ĩĜĹč�ƋĘåĜų�Ĝ{±Ú�

design and applying exactly the same structure – including the 4:3 screen ratio – and presenting the same 

experience on the laptop or large screen monitor. It’s not going to work exactly the same way on each of 

these multiple screens.

The real secret of successful application design —  

for the real multi-screen world 

With more than 1,000,000 mobile apps on the market, a lot has been learned about what makes an app 

successful, and what leads to an app’s inability to successfully engage users. Ask anybody on the street 

and the answer will almost certainly be, “its easier to use a mobile app than a website, and it presents the 

information I need to know automatically. I don’t need to search and surf any more. The app just makes 

me more productive, engaged, happy, capable, powerful, etc.”

The secret of successful mobile design has been to think about how users actually engage with  

ĜĹüŅųĵ±ƋĜŅĹţ�FĹŸƋå±Ú�Ņü�ƋĘĜĹĩĜĹč�±ÆŅƚƋ�Ƌų±ÚĜƋĜŅĹ±Ĭ�ĬĜŸƋŸ�Ņü�ĜĹüŅųĵ±ƋĜŅĹ�ŠƋĘå�ŅĬÚ�ĀĬåŸ�±ĹÚ�üŅĬÚåųŸ� 

methodology), get inside the way users engage with content to provide ways that the user can work 

better. Successful mobile designers have been focused on how content and process work together to 

enable mobile users to do their daily tasks better – not worrying about whether they are using an iPhone, 

iPad or Galaxy Tab. Proven success in enabling the user has always been all about designing for the user 

and not the computing device.
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Designing for the user is  

about problem solving

Enterprise users access apps across multiple  

devices and platforms – desktop, smartphone and/

or tablet – often covering all platforms in one day. 

If the focus on design evolves from administration 

±ĹÚ�Ņųč±ĹĜǄ±ƋĜŅĹ�Ņü�ĜĹüŅųĵ±ƋĜŅĹ�±ÏųŅŸŸ�üŅĬÚåųŸ�¼�ĀĬåŸ�

to one that takes into consideration how users work 

with information in the context of a process, then  

you will achieve the goal of solving a real problem 

with design. 

It’s all about presenting the right information, in a way 

ƋĘ±Ƌ�ƚŸåųŸ�Ï±Ĺ�±ÏƋƚ±ĬĬƼ�ĜĹƋåų±ÏƋ�ƵĜƋĘ�ÏŅĹƋåĹƋ�åýåÏƋĜƴåĬƼØ�Æ±ŸåÚ�ŅĹ�ƋĘå�ÚåƴĜÏå�ƋĘåƼ�±ųå�ƚŸĜĹč�ƋŅ�±ÏÏåŸŸ�

content. This means that it’s critical to understand how users actually work with content. And once this 

principle is established, it’s easy to see how to present content.  

�ųå±ƋĜĹč�±�ŸŅĬƚƋĜŅĹ�üŅų�ĀåĬÚ�Ÿ±ĬåŸũ�%åŸĜčĹ�üŅų�ƋĘå�ƚŸåų�ŸŅ�ƋĘ±Ƌ�ĹŅ�ĵ±ƋƋåų�ƵĘĜÏĘ�ŸÏųååĹ�ƋĘåƼ�±ųå�ƚŸĜĹčØ� 

the information is presented in an engaging and powerful way that takes advantage of the features of 

that screen (and the device it’s connected to). Introduce a “presentation mode” on the mobile device, 

add graphical treatments to content on the large screen, and most importantly, stay away from the  

Ş±ų±ÚĜčĵŸ�ƋĘ±Ƌ�±ųå�ĹŅƋ�ÚųĜƴĜĹč�ƋĘ±Ƌ�åĹč±čåĵåĹƋ�ŅĹ�±ĹƼ�ŞĬ±ƋüŅųĵ�ô�ŸĜĵŞĬå�ĬĜŸƋŸ�Ņü�ĀĬåŸ�±ĹÚ�üŅĬÚåųŸţ� 

%åŸĜčĹ�üŅų�ƋĘå�ƚŸåųűŸ�ÆåĹåĀƋ�±ĹÚ�ĹŅƋ�üŅų�ƋĘå�ÆåĹåĀƋ�Ņü�ĵ±ĜĹƋ±ĜĹĜĹč�ŸƼŸƋåĵŸ�ƋĘ±Ƌ�±ųå�±Ĭųå±ÚƼ�ĜĹ�ŞĬ±Ïåţ

eƋ�ÆĜčƋĜĹÏ±ĹØ�Ņƚų�±ŞŞųŅ±ÏĘ�ƋŅ�ÚåŸĜčĹĜĹč�±Ĺ�åýåÏƋĜƴå�ƚŸåų�åƻŞåųĜåĹÏå�ĜŸ�üŅÏƚŸåÚ�ŅĹ�ÆŅƋĘ�ƋĘå�ƚŸåų�±ĹÚ�

the actual screen/device that they will be working with. For example, in our iPhone design we use a 

“swipe out” system where the user can swipe out from the left hand bezel to show a navigation menu – 

a pretty handy thing that can be done with one hand while holding the phone, but naturally not a usable 

Ņų�ƚŸåüƚĬ�ÚåŸĜčĹ�åĬåĵåĹƋ�ŅĹ�±��±ĵŸƚĹč��±ÆĬåƋ�Ņų�±�a±Ï�ŅŅĩ�{ųŅţ�kĹ�Ƌ±ÆĬåƋŸØ�Ƶå�ƚŸå�±�ÏåĹƋų±Ĭ�ŮĘŅĵåŰ�

button that, when touched, drops down a list of content as an overlay on top of content that the user 

was engaged with, and on a desktop we use a mouse hover to expose the navigation elements.  

cŅƋ±ÆĬƼ�±ĬĬ�ƋĘåŸå�ÚåŸĜčĹŸØ�ƵĘĜĬå�üƚĹÏƋĜŅĹ±ĬĬƼ�ÚĜýåųåĹƋØ�åƻŞŅŸå�ƋĘå�Ÿ±ĵå�ÏŅĹƋåĹƋ�ƵĜƋĘ�ƋĘå�Ÿ±ĵå� 

visual navigation structure – allowing the user to feel “at home” no matter what screen they choose  

to engage with.  
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Contemporary responsive design is all the rage today. But responsive design is about how the user 

interface layout gets altered to suit the needs of the end-user computing device. What we are talking 

about here is adaptive design, which takes responsive design a step further by altering the way user 

åƻŞåųĜåĹÏå�Ş±ƋƋåųĹŸ�ƵŅųĩ�ĜĹ�ŅųÚåų�ƋŅ�ÆåŸƋ�ĵååƋ�ƋĘå�ĹååÚŸ�Ņü�ƚŸåųŸ�ŅĹ�±�ŸŞåÏĜĀÏ�åĹÚěƚŸåų�ÏŅĵŞƚƋĜĹč�

device. If we design for the user and not the device, you can be certain that users will be more  

successful because we are taking care of their needs in the context of how they want to work  

and not forcing them to pick up their phone when at their desk, or run back to a web browser just  

to get work done.

Conclusion

Enterprise users no longer exist in a single computing device world. We are surrounded by multiple 

devices, and our user interface needs and expectations will change based on which device we are  

using to access content – tablets, smartphones, notebooks, and wearable computing devices and 

ĵŅųåţ��å�ĵƚŸƋ�ĹŅƋ�üŅÏƚŸ�ŅĹ�ģƚŸƋ�ƋĘå�ĵŅÆĜĬå�ƚŸåų�åƻŞåųĜåĹÏåţ�)ýåÏƋĜƴå�ƚŸåų�åƻŞåųĜåĹÏå�ÚåŸĜčĹ�ĜŸ�ųå±ĬĬƼ�

about crafting deeper connections that enable end-user computing devices to work better together, 

rather than just coexist. Distributed user experience is about optimizing the user’s experience for  

enhanced productivity when interacting with content across any end-user computing device.

eŸ�ƵĜƋĘ�±ĬĬ�ÚåŸĜčĹ�±ŞŞųŅ±ÏĘåŸØ�ƋĘĜĹčŸ�ƵĜĬĬ�ÏŅĹƋĜĹƚå�ƋŅ�ÏĘ±Ĺčå�±ĹÚ�åƴŅĬƴåţ�kƴåų�ƋĜĵåØ�ŞåŅŞĬåűŸ� 

expectations and the end-using computing devices they are delivered on will change as well.  

�ƚƋ�Ĺåƴåų�ĬŅŸå�ŸĜčĘƋ�Ņü�ƋĘå�Ĭå±ÚĜĹč�ŞųĜĹÏĜŞĬå�Ņü�åýåÏƋĜƴå�ƚŸåų�åƻŞåųĜåĹÏå�ÚåŸĜčĹſ�ĜƋ�ĵƚŸƋ�Æå�±� 

ƚŸåųěĀųŸƋ�±ŞŞųŅ±ÏĘ�ƋĘ±Ƌ�Ƌ±ĩåŸ�ĜĹƋŅ�ÏŅĹŸĜÚåų±ƋĜŅĹ�ĘŅƵ�ĜĹüŅųĵ±ƋĜŅĹ�ƵŅųĩŸ�ĜĹ�ƋĘå�ÏŅĹƋåƻƋ�Ņü�±�ŞųŅÏåŸŸ� 

and a person.
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