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Skeumorphism
The design concept of making 

items represented resemble their 
real-world counterparts.
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Legal pad in leather binding

Notes App iOS 3

Metaphor Design
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What is the thinking 
behind these 

design decisions?
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Metaphor Design
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Apple Icons by Susan Kare

Metaphor Design
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Metaphor Design
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Design 
Guidelines
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“The thing is, we’ve grown up. We don’t 
require hand-holding to tell us what to 
click or tap. Interactivity is a matter of 
invitation, and physical cues are only one 
specific type. iOS 7 is an iOS for a more 
mature consumer, who understands that 
digital surfaces are interactive, and who 
doesn’t want anything getting in the way 
of their content.”

Matt Gemmell’s 

iOS 7.
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IOS 7 was released in 2013, 
marking the end of of the pioneer 
phase of mobile design. What 
people are referencing when 
they talk about “flat” design
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Images taken from Matt 

Gemmell’s article, iOS 7.

iOS 1 iOS 7

Phone Calls
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Images taken from Matt 

Gemmell’s article, iOS 7.

iOS 1 iOS 7

Messages
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Images taken from Matt 

Gemmell’s article, iOS 7.

iOS 1 iOS 7

Contacts



LECTURE 5 MOBILE DESIGN EVOLUTION MOBILE DESIGN

“Furthermore graphic design applied to 
digital artefacts — despite having to face 
a number of specific constraints due to 
the medium nature — could find in colour 
a powerful expressive tool not limited 
– as in printed world – by costs and 
production limitations.”

Letizia Bollini

From Skeuomorphism to Material Design and Back
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Common 
Sense?
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Images taken from Letizia Bollini, From 

Skeumorphism to Material Design and back

Calendar
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Images taken from Letizia Bollini, From 

Skeumorphism to Material Design and back

Transitions
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Conclusions:
Give your user’s credit—they can learn 
and understand design without needing it 
to look like something that it’s not.
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Conclusions:
Don’t feel like you need to reinvent 
the wheel with every design choice, if 
something functions exactly in sync with 
iOS, no need to redesign it.
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Conclusions:
There should be logic in your decisions, 
but don’t limit yourself too much to make 
things follow with your system.
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