A mobile app brief often begins with a collection of screens. A better brief follows someone trying to finish a task.
Consider a customer making a booking: they need to find a suitable time, enter the required information, confirm

the request, and understand what happens next. Each screen belongs to that journey.

Pick the task that the first mobile release must support from beginning to end. Identify the user, their starting
information, and the result they need. Review every step against that goal. Explain any account requirement and

decide how the app handles information or documents the user cannot supply immediately.

Write down what the app should do after an interruption. A user might leave a form, lose their connection, or
return much later. Decide which work should be retained and how unfinished requests should appear. When the

result of an action is uncertain, provide a way to establish its status before asking the user to repeat it.

Choose device features because they make a task easier. Photographing a document may suit the user better
than copying its contents into a form. Notifications can support a workflow, but the product still needs clear

behavior when someone does not enable them. Specify the purpose and timing of permission requests.

The choice between platform-specific and shared application code belongs in a technical discussion about the
product. Ask about device integrations, supported operating systems, expected interface behavior, and the
team's maintenance plan. A proposal should explain its trade-offs Ein Des Ein in the context of those

requirements rather than treating one approach as the answer to every project.

Include the supporting services in the mobile development scope. Clarify how information reaches the
application, how sessions are handled, and how staff investigate reported problems. Administrative features also
need an owner. Leaving them out of the design conversation does not remove the work needed to operate the

product.

Review the first release on representative devices with realistic tasks. Include empty accounts, interrupted
sessions, and information that is longer than the design examples. Ask testers to explain what they think
happened after each action. Their answers can expose unclear feedback that a successful technical test would not
address.

Take your mobile app development plans to Ein Des Ein. Define the task a user should be able to finish in the first

release, then use that task to guide the design and testing discussion.
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