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This fourth in our popular series of iPhone Projects books based on the work 
and experiences of iPhone app developers, is all about Interface Design and 

Usability. You’ll learn how some of the finest developer/designers have made 
some of the best-looking apps available on the App Store. 

We’ll show you how designers have gone beyond the basic guidelines to create 
apps of elegant simplicity with maximum usability—the kind of apps users love 
using and are willing to pay money for.

You’ll be led on this tour of iPhone app design and usability by:

•	 Dave Barnard,	App	Cubby,	who	will	show	you	how	to	use	Apple’s	User	
Interface	conventions	and	test	for	usability	to	assure	better	results.

•	 Joachim Bondo,	Deep	Green	Chess,	beats	a	classic	design	problem	of	
navigating	large	dataset	results	from	a	unique	iPhone	perspective.

•	 Apple	and	Linux	veteran,	Dan Burcaw,	BrightKite,	uses	CoreLocation,	
Camera,	and	Address	Book	to	take	this	social	app	native.

•	 Outpost,	David Kaneda’s	Basecamp	project	management	client,	
started	as	a	blank	page,	literally,	and	became	a	model	of	dashboard	
clarity.

•	 What	makes	Craig Kemper’s	puzzle	games,	TanZen	and	Zentomino	so	
popular?	The	secret	is	untangled	in	attention	to	the	smallest	details.

•	 The	brain	behind	Flash	of	Genius,	Tim Novikoff,	shows	what	it	takes	to	
reduce	a	complex	problem	to	SAT	flash	card	testing	simplicity.

•	2009	Apple	Design	Award	winners,	Chris Parrish	and	Brad Ellis,	
Postage,	explain	how	to	create	an	app	with	a	perfect	balance	of	
simplicity,	good	looks,	and	usability.

•	 Flash	expert,	Keith Peters,	Falling	Balls,	ports	a	game	from	desktop	to	
the	small,	touch-sensitive	iPhone	screen	with	the	help	of	a	little	code.

•	 Typographer, Jürgen Siebert,	FontShuffle,	takes	on	the	much	
overlooked	fundamentals	of	readability;	a	must-read	lesson	on	iPhone	
typography.

•	 And	finally,	Eddie Wilson,	Snow	Reports,	shows	how	to	create	a	
beautiful	interface	while	simultaneously	learning	to	program	in	
Objective-C!

Who is this book for?

All iPhone application developers and designers with any level of experience, or 
coming from any development platform. iPhone User Interface Design Projects is a 
natural companion to any book in the Apress iPhone Projects series.
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