
Sprint 1: Ev 
 

Members: Alice Yan, Jennifer Kumura, Marco Vertucci, Megan Rawley 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Research 

Design Language Definition 

Our definition of a design language is an overarching scheme or style that utilizes 

a set of principles to guide the design process of a product or a complement of 

products.  

This language is important because it assures two things:  

1) a unique look and feel  

2) a consistent look and feel across products.  

It is also a tool for designers to use when facing decisions about things like which 

materials to use, which color schemes to create, which shapes to utilize, which 

patterns and textures to refer to, and how to layout items on a page.  

A design language is additionally important because it provides a standard for 

which all future designs can be marked against for:  

 consistency with other existing designs 

 innovation of design  

 potentially better designs, and even  

 overall progress as a business 

 

The Market 

Market Trends 

According to market trends, users are attracted to minimalistic design, flat design, 

and the Material Design created by Google. 

 

Audience Needs 

User research and personal opinion as a team has gave us insight on audience 

needs. Our audience needs easy access to the “things” they care about most and 

a clean design that eliminates clutter. 

 



How to Engage the Audience 

We need to create a design language that: 

1) Is easy to look at 

 People are more likely to put some effort into learning a new 

concept if it isn’t initially “scary” by being overwhelming, visually. 

 

2) Overstates the obvious 

 If a button or action isn’t obvious to a user, they won’t see it. 

 

The Problem 

We have discovered two main problems: 

 

1) The concept of Home has lost its meaning as technology has moved 

forward.  

 

Consider the very basic idea of Home: It’s the place where everything important 

lives and where needs are satisfied. In the current trend of mobile OS there is 

either a complete lack of Home screen or the Home screen is not any more 

important or useful than any other screen. Even in the current trend of desktop OS 

the Home screen (or desktop) is either a mass dumping ground for “important” 

things that becomes hard to navigate or it is basically empty, not serving much of 

any purpose.  

 

2) A portion of the technological user base that has long lived in the world of 

desktop computers and OS’s does not transition to the smartphone OS very 

well.  

 

This portion of the user base tends to be the type of desktop user that turn their 

Home screens into dumping grounds. This user group struggles with the transition 

of losing their dumping grounds to app lists.  

 

 

 
 



Ideation Workshop Notes 
Wednesday, January 7th 

 What market competitors are we interested in? 

o Microsoft - Metro 

o Google - Material Design 

o Apple - iOS 

o IBM 

 

 What about those designs do we like most? 

o Minimalistic  

o Flat design 

o Grid guided layouts 

o Not too much personalization 

o Intuitive actions and feedback 

 

 We spent a lot of this time discussing what design elements that we thought 

were most powerful in the various designs from the competitors.  

 

 We spent another large portion of time discussing the things that are 

prevalent in technology today and whether we like those things or not. 

 

 We discovered some inspiration from the idea of recreating the idea of 

home 

 

Friday, January 9th 

 We dedicated almost all of this time to sketching out screens and getting 

our concept fleshed out to the point where we could identify design 

principles 

 

 Primary Screens 

o Home: all about notifications, nothing else, What do I care about 

first? 

o Quick Settings 

o Primary Apps 

o Lock Screen 

o Call 

 



 Card Stack - Collapsible, stacking notifications 

 Back button & History Button 

 

Wednesday, January 14th  

 We discussed what to name our team. 

o We wanted to have a name that encompasses our concept of home. 

We ended up with the name Ev, which is “Home” in Turkish. 

 

 We also debated about the idea of having an open-ended path for if our 

design language is chosen.  

o Although we want to strongly emphasize our “home” concept, we 

also want to create enough of an “empty canvas” for the other teams 

to be able to implement some of their profound ideas. 

 

 Large time dedicated to creating visuals for our presentation, which involved 

a lot of discussion and decision making  

 

 

 

 

 

 

 

 

 

 



Our Design Solution 
 

Pre-Production 

Our Vision 

The foundation of our design language is having ease with the interactions, as well 

as having interface elements with simplicity and sleekness, which is consistent 

with the basic principles of good design. We envision our design language 

providing an element of innovation in the current marketplace by straying away 

from the app-centric designs and focusing on home as an interactive notification 

center. 

 

Inspiration 

From our team’s conversation on desktops across technologies, we had some key 

quotes that sparked our inspiration: 

 

“Why am I always navigating away from home?” 

     “It drives me crazy when people clutter their desktops with icons!” 

 

Design Principles 

1) Less is More 

 

 Don’t force users to learn extraneous, useless things, or actions. 

 

 Tuck away extraneous content, but keep it easily accessible - 

don’t show more than you need to. 

2) Home Sweet Home 

 Why would you leave home if you have everything you need on 

that screen? 

 



Production 

Features 

1) Home screen is a comprehensive list of applications that have outstanding 

notifications 

 They are organized in a card stack style. 

 

2) Drag up from the bottom opens a traditional app list 

 

3) Drag down from the top opens quick settings and primary applications 

 Quick settings would be what you would expect: WiFi, Bluetooth, 

Airplane Mode, Location, Screen Rotation, etc. 

 Primary applications would be a list of 5 applications that research 

tells us are the most commonly used applications (which could be 

customized by users) 

 Camera 

 Messaging 

 Email 

 A Social media like FB 

 Calendar 

 

4) There would be two touch buttons at the bottom of the screen in the right 

and left corners.  

 The right corner would be the back/home button 

 The left corner would be history 

 

5) The back button has two purposes: tapping to go back one screen at a 

time, and holding to go all the way back to the home screen while leaving 

the application in the state the user last saw it.  

 

6) The font used will be a clear, legible, and eye-appealing san-serif. 

 

7) We want also provide an open-ended path for future designers. 

 The applications can be accessed as either purely through the quick 

access concept or through both quick access and independent, 

deeper access.  

8) Hardware buttons would be minimal and only include the typical power and 

volume keys 



Sketches 

 





 



The Low Fidelity Mock-Up 

 

 

 

 

 

 

 



The High Fidelity Mock-Up 

 











 


