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Less obvious example

I The hell that is going to the cinema in London. . .
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Resources Attributions | Usability

I Page 11, flight-deck.jpg

I Page 15, twitter-sketch.jpg

I Page 23, purposefully-simple.png

I Page ??, skeuomorph.jpg

I Page ??, self-documenting.png

I Page ??, layout-baseline-align.png

I Page ??, layout-spacing-alternatives.png

I Page 55, direct-attention.png

http://en.wikipedia.org/wiki/Cockpit
http://mechanicaldummy.com/2013/10/check-out-twitters-first-ever-hashtag-retweet-and-mention/
http://xkcd.com
http://learnforeverblog.blogspot.co.uk/2012/10/skeuomorph.html
http://luisbg.blogalia.com/historias/74484
http://www.google.com/design/spec/layout/metrics-keylines.html
http://www.google.com/design/spec/layout/metrics-keylines.html
http://thefusejoplin.com/2014/10/7-gmail-filters-raising-mail-experience/


Resources Attributions | Usability

I Page ??, imagery-mood.png

I Page ??, bad-blurry.png

I Page ??, multiple-fonts.png

I Page 50, text-overlay-bad.jpg

I Page ??, two-colours.png

I Page ??, palette.png

I Page 69, repo-delete-confirmation.png

I Page ??, interrupt-programmer.jpg

I Page 76, material.png

http://www.taringa.net/posts/hazlo-tu-mismo/17228387/XBMC-acomoda-tus-peliculas-y-series-automaticamente.html
http://s721.photobucket.com/user/JJ515_319/media/West%20Coast%20Trip/Las%20Vegas/GEDC0470.jpg.html
https://developer.apple.com/library/ios/documentation/UserExperience/Conceptual/MobileHIG/ColorImagesText.html#//apple_ref/doc/uid/TP40006556-CH58-SW1
http://thatforeignguy.com/
http://www.google.com/design/spec/style/color.html
http://www.google.com/design/spec/style/color.html
http://qiita.com/MERON/items/4d164eff7bff2243cf06
http://heeris.id.au/
http://www.google.com/design/spec/layout/structure.html
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