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Mobile Applications became a hype over the last years. User acceptance 

is still an important success factor for those apps regardless whether 

they focus on business or consumers. Therefore, delivering prototypes in 

very early stages of the project proved to overcome major usability flaws 

and prototypes are also proved to be a good communication tool among 

the different stakeholders within the development lifecycle. Different 

software tools for developing and designing prototypes are available. This 

book outlines the important requirements for developing mobile apps and 

compares well known prototyping tools (Balsamiq, Axure, Fireworks and 

Paper Prototypes) regarding their appropriateness for creating prototy-

pes of mobile apps in different stages of the app's life cycle. The book 

does not only focus on theory. One examplary prototype is used with all 

the mentioned tools to visualize differences and unique features. The 

book is not intended to be a documentation or training book for the soft-

ware products. Moreover, it is supposed to give a comprehensive intro-

duction into prototyping for mobile apps and deliver decision criteria for 

the employment of powerful tools for prototyping. So the book addresses 

interaction designers, developers and project managers.
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Preface

With this book we focus on two highly dynamic markets. First, we address the mar-
ket of mobile apps which is growing now for a couple of years. Secondly, we analyze 
features of prototyping tools, thus software, which are also constantly evolving and 
sometimes improving. So it was a risk to bring these dynamic contents into a paper 
based traditional book and we faced this risk at the beginning of our project. But 
we are deeply convinced that “Prototyping for mobile apps” deserves a publication 
dealing with foundations and practical tools.

Will the information be outdated soon? This is a critical question when writing a 
book about software products where new versions appear approximately on a yearly 
basis. As this is not a training book on all the features of the prototyping tools, we 
would like to answer that this information will not outdate soon. We are convinced 
that this publication gives you an in-depth introduction into the method of proto-
typing with a special focus on mobile apps. The requirements derived for the proto-
typing tools will stay up-to-date for a very long time. Our checklist for prototyping 
tools and our illustrative testing of the tools’ recent versions can help you to repeat 
the proceeding. And finally we will keep track of recent developments…

We would like to thank all the people at the Steinbeis Edition for their support. Fi-
nally, Thomas Ritz would like to thank the students of the “User Centered Develop-
ment Techniques” Course in Maastricht in 2012, which read the first manuscript 
and gave valuable feedback.

Sandra Bochmann & Thomas Ritz 
March 2013
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  1	 Introduction

Mobile applications become more and more popular. The most crucial factor for 
these applications is acceptance by the user. To ensure a high acceptance level, pro-
totyping could be helpful in all stages of the development process. Prototyping can 
be supported by tools in order to minimize efforts to produce the prototypes while 
maximizing the use of the resulting prototypes. As proved in this book, there is a 
wide variety of prototypes and also a wide variety of prototyping tools. This makes it 
hard for users to select a prototyping approach and at the same time a useful tool to 
support the approach selected. This book copes with this challenge by introducing 
prototyping for mobile applications, dealing with requirements for tools and apply-
ing these criteria to some selected tools.

The book starts with an introduction into user centered development for mobile 
applications. Based on the special characteristics of mobile applications, user centra-
tion is derived as an appropriate method to raise the acceptance level. This chapter 
shows how user centration is used in the software engineering domain as well as in 
the usability engineering domain. As a next step a method is presented which in-
tegrates the extreme programming approach and the usability engineering lifecycle 
into one coherent method recommended for the development of mobile enterprise 
software. Finally, it is shown that prototyping could be applied to different stages of 
this methodological approach.

The third chapter gives an overview on prototyping and related tools. It starts with a 
summary of purposes which can be addressed with prototypes. This results in a dis-
tinction of kinds of prototypes based on certain characteristics. Finally, three tools 
are briefly introduced which will deal as sampels for different classes of prototyping 
tools in the further course of this publication.

Chapter four is focusing on the selection of prototyping tools. After an introduc-
tion of characteristics for users, individual prototype requirements are derived and 
assigned to characteristics of prototypes. This gives the major input for a checklist 
presented at the end of the chapter. This checklist is a useful tool for the reader when 
selecting his own prototyping tool.


