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Start Tile 
 Tile notification can update tile graphic, title, or counter 

 Image: 173 x 137, PNG or JPEG, 256 dpi 

 Scaled down image used for application list unless 63 x 63 image provided 

 Tile title can be shown without using Tile Notifications 

 Keep multiple tile images visually consistent  

Application bar 
 Use opacity values: 0, .5, or 1 (overlay if less than 1; change page size if 1) 

 Buttons 

o Primary, most used actions 

o Limit 4, fewer the better 

o No text-only 

o Button image: 48 x 48, PNG, white foreground, transparent background, no circle 

o Clear, understandable, simple 

o Colored based on current style settings 

o Short text hint (shown when menu shows) 

 Menu items 

o Secondary actions or those not clearly conveyed by image 

o Limit 5, fewer the better 

o Text max length 14-20 chars 

Orientation 
 portrait, landscape left, landscape right 

 Applications – portrait (default); can limit to only portrait; if landscape supported must support 

both left and right; text input needs to support landscape for horizontal hardware keyboard; 

 Start – portrait only 

 No custom orientation transition animations allowed 

Fonts 
 Segoe WP – regular, bold, semi-bold, semi-light, black 

 Don’t redistribute or package with an application; check license terms 

 No smaller than 15 points 

 If colorize, use high contrast colors and smaller point sizes; test against both themes and all 

accent colors 

Phone calls 
 Dialing or receiving call obscures currently running application 

 During call, call info at top of screen with dimmed application 

 Tapping application brings it into foreground 
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 Proximity sensors turns off display to conserve battery 

 Application should have minimum 75 pixel area at top (power button side) of UI with no 

touchable elements 

Push Notifications 
 PNS – Push Notification Service 

 Three display methods 

o Tile – Start tile, awareness-only, changes or events, non-disruptive to workflow 

o Toast – Top of UI, action-requested, system-wide, use sparingly, displayed for 10 sec, 

application must default to not show toast, use for: peer-to-peer communication or 

personally relevant, time critical info; game notifications use XNA Framework 

GamerServices; avoid notification overload 

o Raw – Within application, action-requested, fully controlled by application  

Navigation 
 Single frame, multiple pages 

 Hub and spoke 

 Back button and back stack; navigating from page 1 (p1) to page 2 (p2) to p1 to p2 to page 3 (p3) 

to p1 creates a back stack of p1, p2, p1, p2, p3, p1 

 Full screen – focus on content, do not show Status Bar or Application Bar 

Page Title 
 Clearly displays information for page contents 

 Application name or descriptive line of text 

 Optional; if used reserve space on all pages 

 Does not scroll 

Progress Indicator 
 System-reserved control, integrated into Status Bar 

 Determinate – beginning and ending points (ex: downloading) 

 Indeterminate – continue until task is finished (ex: remote connections) 

 Related to Progress Bar control 

Scroller 
 Used when content exceeds bound of visible page 

 Horizonal or vertical 

 Scroll indicator appears at right and/or bottom when user pans or flicks 

 Scroll indicator is not user actionable 

 Fades after 1 second from pan or flick 
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Themes 
 2 background colors – light & dark 

 10 accent colors – magenta, purple, teal, lime, brown, pink, orange, blue, red, green 

 Mobile operator or phone manufacturer may add an accent color 

 20-22 themes (combinations of background and accent colors) 

 Default: dark background, blue accent 

 No action required to have theme used in applications 

 Applications can override, but not turn off themes 

 Avoid too much white as it affects battery life for organic LED displays 

Screen Transitions & Animations 

 Developers cannot access system-reserved transitions and animation 

 Can use XNA or Silverlight to mimic them 

System & System Application Settings 
 Reserved for system settings or applications shipped with the system 

 App List > Settings 

 Not for application-specific settings 

 Developers should test application using different settings 

Application Settings 
 In-application settings page 

 Model after System & System Application Settings 

 Changes immediately implemented – don’t use “Done”, “OK”, or other confirming dialog 

 Provide feedback method to indicate change has occurred 

 Brief & clear; avoid complex, multi-page, multi-level 

 Limit to 2 pages 

 More than 1 screen use overlying half screens to avoid losing context when SIP Keyboard is 

displayed 

 If a task cannot be undone, always provide an option to cancel (ex: text entry) 

 “Cancel” button for actions that overwrite or delete data, or are irreversible 

 When using additional screens with commit and cancel buttons, clicking those buttons should 

perform the associated action and return the user to the main settings screen 

 Applications that fetch data over the network must have an option to disable data usage 

 For consistency, panel header should be SETTINGS on first line and then Control Panel name / 

Application name on second line 

Input Methods 
 Touch 

o Basic guidance 

Á Do not use gesture as a shortcut to a task 
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Á All basic or common tasks should be completed using a single finger 

Á Touch controls should respond to touch immediately, provide immediate visual 

or auditory feedback 

Á Response to gestures should be consistent across the phone and within an 

application 

Á Custom controls should respond to gestures in a similar manner as Microsoft 

controls 

Á Gesture experience should be similar between Windows 7 desktop and 

Windows Phone 7 versions of application 

Á Gesture extensibility not supported 

Á Use oblong controls in vertically constrained UIs as they are easier to hit 

o Touch UI components 

Á Touch target 

  area that accepts touch input, non-visible;  

 min size 9x9mm (34x34 px) 

 larger than 9mm if 

o frequently touched 

o could cause severe error or destructive consequence 

o user could become frustrated 

o close to screen edge (within 3.5 mm) 

o sequential or multiple input between adjacent controls 

 Touch target can be larger than touch element, but never smaller 

 Touch element must never be smaller than 60% of the touch target 

 Touch target height can be as small as 7 mm as long as the width is at 

least 20 mm 

Á Touch element – visible indicator of touch target 

Á Touch control – touch target + touch element; min spacing between controls 

2mm (8 px); exceptional min size 7x7mm (26x26px) 

o Gestures 

Á Single touch – tap, double tap, pan, flick, touch & hold 

Á Multi-touch – pinch, stretch 

 On-screen keyboard 

o Only full alphabet layouts supported: QWERTY, AZERTY, and QWERTZ 

o Obscures content behind it 

o Text suggestions (optional) appear above keyboard, obscures content behind it 

o Part of multi-line edit control can be obscured, developer responsible for keeping line 

with caret visible 

o Set input scope on edit control for type of input (ex: URL) 

o Only deploy keyboard automatically if page has no more than two edit controls and the 

first edit control is a single-line edit box 
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o When an edit control is active, the system will automatically scroll the editable control 

above the On-Screen Keyboard 

o Enter key for single-line edit control can 1) submit data & close keyboard or 2) change 

focus to next edit control 

o Enter key for multi-line edit control adds a new line 

o Consider implementing an edit view and a read view 

o Keyboard types: default, text, email address,  phone number, web address, maps, 

search, SMS address 

o Keyboard types cannot be modified 

 Hardware keyboard 

o Optional component that phone manufacturers may add 

o Hardware keys may not: move focus, scroll lists, or navigate maps or web pages 

o use API to query if the Hardware Keyboard is available or deployed and act accordingly 

o Required keys: A-Z, Enter, Space, Backspace, Shirt, emoticon, SYM, period, comma, 0-9, 

accent key (German, French, Italian, Spanish) 

o Forbidden keys: directional pad/navigation, “OK & Home”, “Send & End”, Delete, Insert, 

Ctrl, Alt, Caps Lock, tab, page up, page down, ESC, Start, Search, Back 

 Microphone - frequency range: 150 Hz to 7 kHz 

 Phone hardware buttons 

o Power/sleep - applications should always be prepared to receive an obscured event to 

pause or terminate after the Power button is pushed 

o Volume up/down - cannot edit the audio transport controls overlay or override the 

Volume Buttons behaviors 

o Camera - launch the camera application with CameraCaptureTask class 

o Back 

Á Primary usage, navigate from current page to previous page 

Á Navigate between applications 

Á Close menus, dialogs 

Á Exit search operation 

Á Not a backspace key 

o Start – got to Start screen, applications receive obscured event to pause 

o Search 

Á Launch Bing search 

Á Bing can be launched from Start, App List, system applications, third-party 

applications 

Á For select system applications, launches in-application search (ex: Outlook) 

Á Developers cannot replication in-application search 

Á Bing can be launched from applications using SearchTask class 

o Back, Start, and Search buttons can optionally be implemented as capacitive touch 

buttons 

 Sensors 
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o Accelerometer – X,Y,Z forces +/- 5 degree accuracy; higher level precision requires 

calibration of accelerometer data 

o A-GPS – access via Location Services 

o Proximity sensor – turns off screen when object within 15mm of sensor; no developer 

access 

o Camera – 5+ megapixel, auto-focus, flash, 4:3 aspect ratio; access via Camera in 

Microsoft.Phone.Tasks namespace 

o Compass – navigation direction; no developer access 

o Light sensor – light intensity up to 4000 lux; affects screen brightness; no developer 

access 

Output Methods 
 Audio jack 

 Speaker 

 Screen – 16-bit, WVGA, 800 x 480 resolution 

 Vibration – on/off controlled by Ringtones & Sounds preferences 

FM Radio 
 developers need to create UI for service 

 apps cannot lock frequency or region of the tuner 

Silverlight Controls 
 Border – do not hard-code border width, use phone border width 

 Button – tap gesture; text no more than 2 words, text a verb; Dialogs: “OK” or positive on left, 

“Cancel” or negative on right; 

 Canvas – pixel-based, better performance than grid; use if frame does not need to grow, shrink, 

or rotate 

 Check box – limit text to 1-2 lines; several choices use scroll viewer and stack panel; avoid 

intermediate state 

 Content control 

 Content presenter 

 Grid – row & column based, use if frame grows, shrinks, or rotates 

 Hyperlink – use only for navigation, not to trigger events or hide/show text; avoid placing 

multiple close together; use disabled state only if temporary or user can change state by action, 

otherwise do not show link 

 Image 

 Ink Presenter – does not support handwriting recognition 

 ListBox 

 MediaElement – sound effect use XNA Framework SoundEffect API; use for full-screen video 

playback; only one MediaElement active at a time; will halt background audio 

 Multi scale image – no gesture support built in 
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 Panorama 

o Starting point for more detailed experience (i.e. top layer) 

o Components 

Á Background 

 Single color 

 Image (spans entire panorama), JPEG recommended, can have multiple 

(but show only one at a time), best performance from 480 x 800 to 1024 

x 800, 4 sections use aspect ratio: 16 x 9 

 Transparent black or white filter to aid text legibility 

 Use a rate of motion that is relative to the panning gesture, which is 

determined by the total width of the top content layer relative to the 

width of the background image 

 Wrap off and then back onto the visible area when the user pans 

beyond the width of the image. 

Á Panorama title 

 Use either plain text or images, such as a logo, for the title – 

recommended 

 Use multiple elements, such as a logo and text (or other UI elements) 

for title - alternative 

 Ensure that the font or image color for the title works across the entire 

background 

 Ensure that title is not dependent on the background image for visibility 

 Use the system fonts and styles unless there is a need for a specific 

branded experience 

 Use the same panorama title for the launch tile in Start for consistency 

 Avoid animating the panorama title or dynamically changing its size. 

 Use a rate of motion for the panorama title that is slow relative to the 

topmost content layer, and slower than the background art. 

Á Section titles 

 Use plain text – recommended 

 Use multiple elements, such as a logo and text (or other UI elements) 

for title – alternative 

 Ensure that the section title is not dependent on the background art. 

 Avoid animating section titles 

 Span the entire panorama section with panorama section titles 

 Animate panorama section titles off the screen when a user navigates to 

a new section 

 A panorama section’s title should act differently depending on whether 

the section’s width is greater than or less than the width of the screen. 

If the section’s width is greater, there should be a horizontal animation. 
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That is, the title should not stay in the top left of the section, but rather 

it should move at a different speed along the top while the panorama is 

moving. Under these circumstances, there should not be vertical 

scrolling. Alternatively, if the section’s width is less than the screen 

width, the title should always be set to the top left of the section. Under 

these circumstances, there should not be any horizontal animation and, 

the title should move along with the content. 

Á Sections 

 Vertical scrolling through a list or grid in panorama sections is 

acceptable as long as it is within the confines of the section and is not in 

parallel with a horizontal scroll. 

 Animate panorama sections off the screen when a user navigates to a 

new section. 

 Consider hiding panorama sections until they have content to display. 

Á Thumbnails 

 For thumbnails, use cropped images that highlight an identifiable 

subject rather than an entire image. 

 If the image is not identifiable without text, up to two lines of text can 

be used to identify the content. 

 Password box – tap: focus & selection; tap and hold: precise caret insertion 

 Pivot 

o Used to: filter large datasets, view multiple data sets, or switch application views. 

o Never place a pivot control inside of another pivot control. 

o minimize the number of pivot pages 

o don’t use for task flow 

o must not override the horizontal pan and flick functionality 

o no limit on the text length of the pivot header 

o pivot header is a fixed height and cannot be changed 

o should only be used to display items or data of similar type 

o An empty pivot page should only be removed when there is no chance that additional 

information can be added through user action. 

 Progress Bar – use for wait states that do not require user interaction 

 Radio button – tap switches between selected/unselected; keep text to single or double line 

format; use scroll panel if there are several choices 

 Scroll viewer – support pan and flick 

 Slider – horizontal recommended over vertical 

 Stack panel – padding may be required to prevent crowding or overlapping text 

 Text block – no disabled state; always use predefined text style 

 Text box – tap: focus & selection; tap and hold: precise caret insertion 
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Text Guidelines 
 Voice & Tone 

o banish computerese – jargon, hexadecimal error codes, or text that assumes computer 

knowledge 

o human, clear, consistent 

o reflect the language that is used by the audience 

o voice – personality, tone – mood  

o tone – friendly, lighthearted, empathic 

o friend-helping-friend-over-the-phone test 

o consider consulting with a technical writer or editor to review text strings 

 Capitalization 

o Maintain consistent capitalization practices to prevent a disjointed or jagged reading 

experience. 

o Lowercase: page title, list titles, list group titles, button text, words that function as 

commands, list items, search example text, link controls in the middle of a sentence 

o Sentence case: Check box and radio button labels, progress indicators, status, 

notification, and explanatory text, toggle switches, proper nouns, feature names 

o All caps: application titles, dates and times, AM or PM 

o Title caps exceptions: a, an, the, and, but, for, not, or, so, yet, at, for, in, into 

 Punctuation 

o Maintain consistent punctuation to  

Á Prevent user confusion 

Á Clarify ambiguous text 

Á Provide direct emphasis as needed 

o Ampersand (&) - Use in settings or menu lists, for example: Date & Time; Clocks & 

Alarms. 

o Colon (:) 

Á Do not use a colon at the end of labels for controls such as text boxes, drop-

down lists, and progress bars. 

Á Do not use a colon when the text box or drop-down list is embedded in a 

sentence or when the drop-down list appears in a main window. 

Á Do not use a colon at the end of group headings or column headings. 

Á Use a colon to introduce numbers or other variables, for example: Percent 

Downloaded: XX% 

o Ellipsis (...) 

Á Use an ellipsis in progress indicator labels to indicate a continuing action, for 

example, when the user is downloading a file. Even if there is a visual of a 

progress indicator, you will still want to use the ellipsis. 

Á Do not use an ellipsis in headings. 

Á Do not use an ellipsis in button labels. 

o End punctuation (. ? !) 
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Á Use end punctuation only in instructional text in the UI. Do not use end 

punctuation if instructional text appears in a title bar or button. 

Á Do not use a period at the end of option or check box text labels, even if the 

label is a sentence. 

Á Separate sentences with one space after the ending punctuation, not with two 

spaces. 

Á End a question with a question mark. But in general, avoid phrasing labels as 

questions. 

Á It is okay to use a question mark at the end of a title for an error message or 

dialog box. 

o Parenthesis () - Avoid using a parenthesis in the UI if possible, but use a parenthesis if 

you need to include an acronym or other short piece of information. 

Miscellaneous 
 Other hardware features 

o Bluetooth 

o Camera flash 

o Camera LED 

o Micro SD 

o Micro USB 

o Wi-fi 

 Developers will need to create custom UI elements if they need to represent them within their 

application 

 

 


