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Synopsis

This report identifies and answers the basic questions that go into building a business around developing
iPhone apps. In addition to an overview of the basic elements that are part of development, it sizes the mar-
ket and presents a geographical breakdown. By drawing on real-life case studies, this report provides an op-
erational framework toward answering fundamental questions relating to generating revenue, pricing strategy
and marketing.

Index

1.0 Introduction & Motivation
1.1 Methodology
1.2 Glossary
2.0 Market Sizing
Installed Base
Table 1: Installed Hardware Base & Forecast
Share of smartphone OS
Graph 1: Worldwide Smartphones Share by Operating System (%, based on shipped units) 5
Geographical Breakdown
Table 2: Geographical Breakdown 6
3.0 Business Models 6
3.1 Development 6
What type of developer are you?

AhAhWW

u

3.2 Category 7
What type of app are you going to develop?
Table 3: Current Top Paid Apps 8
3.2 Working with Apple 10
What's it like to work with Apple?
Image 1: Apple’s Rating System for Apps 10
Image 2: Dashboard Overview 11
3.3 Revenue 12
How will you make money?
Table 4: Category Breakdown, Free vs. Paid 12
Table 5: Monthly Revenue Projects (Paid) 13
Table 6: Monthly Revenue Projects (Free) 15
3.4 Competition 15
Who are your competitors?
Table 7: Top iPhone Game Developers, June 2009 15
Table 8: Top Ten of iPhone Game developers for 2008 (by number of titles) 16
3.5 Pricing Strategy 16
What is your long-term pricing strategy?
Image 3: Pricing Tab 17
3.6 Promotion 17
How will you market your product?
Table 9: Day of Release for Top 100 Paid Apps 19
4.0 Appendix 19
Table 10: Hardware Specifications for All Generations of iPhone and iPod Touch
5.0 Legal Stuff 19



