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Stats of the Week

2.8bn mobile users
2.3bn GSM
114.7m 3GSM
18m CDMA
290m  CDMA 1X
57m CDMA 1X EV-DO
26.5m iDEN 

Source: GSM World Association - http://www.gsmworld.com/news/statistics/index.shtml

http://www.gsmworld.com/news/statistics/index.shtml
http://www.gsmworld.com/news/statistics/index.shtml




Review: Homework / Setup



Hello World



Your phone



http://www.forum.nokia.com/devices/N80

Nokia N80

FileConnection and PIM API (JSR-75)

Security and Trust Services API (JSR-177)

Wireless Messaging API (JSR-205)

JTWI (JSR-185)

Mobile Media API (JSR-135)

Web Services API (JSR-172)

Nokia UI API

CLDC 1.1

Location API (JSR-179)

SIP API (JSR-180)

Mobile 3D Graphics API (JSR-184)

Bluetooth API (JSR-82)

MIDP 2.0

http://www.forum.nokia.com/devices/N80
http://www.forum.nokia.com/devices/N80


Status Bar

Viewport

Soft key
labels



Call Button
(select, fire)

Soft keys

Menu button

Hang up
(suspend app)

Joystick
- 4 way
- center fire/
select



Lightning tour of Java ME
* NOT TO BE CONFUSED WITH AN ACTUAL PROGRAMMING COURSE



Java ME, classes, objects

• Object oriented language

• Multi-threaded

• Object is an instance of a class

• Object inherits/extends/implements from 
single class

• Methods accessed using dot notation

• Reveal the MIDP Reference docs



Is this possible? Wireframes / IA

Development

Platforms

Debugging

Testing

Deployment

Your idea Pick one!! NB!!!

What?
How?
Why?

Where?
Who?

Sample Mobile Development Process



Quick recap



The Not-So-Secret 
Lives of MIDlets

START

PAUSED

RUNNING

DESTROYEDstartApp()pauseApp()

destroyApp()

destroyApp()



OR



A MIDlet’s Life

1. Show a Displayable

2. Wait for input

3. Do something, then show next screen

4. Repeat. Or exit. 



MIDlet UI

• 2 main options

• Abstraction

• High level classes, Screens (Alert, List, 
Form, Textbox)

• Discovery

• Low level classes - Canvas, GameCanvas

• javax.microedition.lcdui + .game



Displayable

Screen

Alert List Form Textbox

Canvas GameCanvas

High Level Low Level



Development



•Idea = Zombie Detector 

•Platform =  Nokia N80

•Wireframes / IA / Screens

START DETECT

RESULT

Zombie Detector Screens v0.1



Debugging



Tips

• Use System.out.println to print out to 
console

• What works in the emulator MAY NOT 
work identically on phone

• Emulator runs code much faster than 
device



Testing



Tips

• Do a quick check for known issues in MIDP 
on device

• Test in the emulator & device

• Multimedia applications which use camera, 
video etc, MUST be tested on device



Deployment!!!!Deployment



JADs and JARS
- Java Application Descriptor (JAD)
- Java Archives (JArs)

JAD
- describes MIDlet suite
- specifies name, icon, MIDlets, permissions

JAR
- contains class files, resources

AMS
- application management software

Package your MIDlets



Deploy

• OTA (Over the Air)

• Bluetooth

• USB Cable



Jennifer Bove - Schematic



User Experiences 



the ways in which people perceive, understand, 
learn and interact with (mobile) technology



see also...

• interaction design

• user-centered design

• interface design

• information architecture

• user research

• usability



process

understand analyze ideate define model evaluate iterate

who it’s for

who it’s for

what it does what it’s like



understand

• business objectives

• user goals

• product / service landscape



user goals - research

• observation

• interviews

• surveys

• focus groups

• personas



analyze

• context

• user needs

• opportunities



ideate

• brainstorming

• concepting

• storyboarding



define

• scope

• features

• platform



model

• sketches

• workflows

• screen ui



evaluate

just enough prototyping, as often as possible



iterate

• build on learnings

• go back to the users’ goals

• trim the fat



 two of my favorites



Design the right thing
Design the thing right

1.



Designing the right thing

• know the users

• understand their context 

• address their needs and goals

• be relevant- how does it fit into their lives? 



Designing the thing right

• simple

• consistent

• learnable

• provide feedback



considerations

• duration 

• intensity

• familiarity 

• simplicity 



Just because you can, doesn’t mean you should.

2.





mobile experiences

• personal

• immediate

• out and about

• small screen, limited input

• online and offline



designing the user 
experience



who - why
exercise 1 - 10 min



who

• personas

• user scenarios



why

• context

• needs



assignment - 

• groups of 3-4

• choose primary user group  

• create persona(s) - who is this person?

• develop scenarios - work, home, day in the life

• identify challenges, goals, context, needs



what - how
exercise 2 - 20 min



what

• concept

• features



how

• storyboard

• workflow



assignment - 

• back into groups

• brainstorm concepts for a mobile service that 
would address identified needs

• describe features that work in identified context

• storyboard how a user would interact with the 
application/service

• bonus - wireframes/workflow diagrams



what would be next...

• wireframes - illustrate interface elements

• specifications - describe interface behaviors



Thanks


