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I Skeuomorphs are almost always bad
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I Make it simple for your users – don’t create new
usage patterns, and adhere to common ones

I Common (all?) usage patterns should be easily
available

I Rest should be revealed as needed

I Make self-documenting applications
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I Choose a baseline unit size (e.g. 8px)

I Align everything to that baseline size
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and 6 units)

I Make sure touch-targets are spaced enough
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I Be generous, but don’t overdo it (don’t waste my
screen estate)

I Counter example
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I Use rich graphics when appropriate (cover-art,
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I Don’t overshadow content

I Don’t use ugly graphics

I Have consistent sizing
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black/white-wash) so your text area is handled

I Use a big font with a shadow and on outline
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I I almost always tint my greys (and not use black)

I Find a good palette online

I Use HSL/HSV rather RGB when choosing colours

I Be aware of cultural differences
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I Concepts are good, it’s implementations that are
not always good

I It doesn’t feel like they care about low-end and
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