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Intro



• iPhone Entrepreneur

• Event Organizer

• Part-time Industry Analyst

• “The Obama Guy”

• Apple Fan

The Original PlanRaven Zachary
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• Platial Nearby for iPhone

• Launched 22 July 2008

• 5-person team (1 iPhone developer, 
2 server developers, 2 PM)

• 4 months of development

• Create a map tiling system from 
scratch (pre-Map Kit)

• Top 20 app, featured by Apple, one 
of four initial mapping applications



• Obama ’08 for iPhone

• Launched 2 October 2009

• 10-person team (3 iPhone 
developers, 2 server developers, 2 
designers, 2 PM, 1 QA)

• 22 days of development

• Apply a strong, existing brand to a 
innovative, new platform

• Hundreds of thousands of users, 
tens of thousands of phone calls 
generated, top 10 app, 100+ news 
stories





• Platform strategy

• User experience

• Product development

• Design

• Marketing

• Community development

raven.meOur Services



raven.meOur Clients

http://www.smallsociety.com/projects/
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iPhone 
Market



iPhone:
A Short History

• January 2007: iPhone Announced

• June 2007: iPhone Shipped

• October 2008: Native Apps Announced

• March 2008: Native Apps SDK Shipped

• July 2008: iPhone 3G, App Store, iPhone OS 2.0

• March 2009: iPhone OS 3.0 Announced

• June 2008: iPhone 3GS, iPhone OS 3.0



Source: Canalys
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Estimate: Raven Zachary
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50 million iPhone OS units and growing 40%

60%



Source: J.D. Power and Associates, November 2008

Business Wireless Smartphone Satisfaction



“Apple’s
Secret 
Weapon”
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iPhone apps are a BIG deal.



94,000 iPhone Apps



App Store US Inventory
Games

Entertainment
Books
Travel

Utilities
Education

Lifestyle
Music

Reference
Sports

Navigation
Productivity

News
Business

Healthcare & Fitness
Social Networking

Photography
Finance
Medical

Weather

0 5,000 10,000 15,000 20,000

Games and 
Entertainment

1 in 3

2 billion+
app downloads 

Sources: Apple, 148apps.com

94,000 
Applications 







Sources: Apple, Nintendo, Sony
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• Established brands are moving in large 
numbers to the iPhone platform

• Early stages, active growth and 
experimentation

• Great opportunity for Systems Integrators & 
Agencies

• Content delivery, store locator & shopping 
prominent

• Who leads? Agency vs. IT vs. Marketing

AgendaBranded iPhone Apps



Utility Novelty Game

Types of Branded Apps



iPhone Career Opportunities

Cocoa Developers

Today Tomorrow

Entrepreneurs UX

Designers

Project Managers

Backend Developers

QA

Marketing / PR



Best 
Practices



Our Focus

Non-development
best practices

for the developer.

Best Practices Overview



• Read the iPhone HIG, cover to cover. I’m 
serious. Do it.

• Learn the rules so that you can break the 
rules, if you need to.

• The iPhone HIG changes over time.

• http://tinyurl.com/iphonehigonline

• http://tinyurl.com/iphonehigpdf

raven.meiPhone Human Interface Guidelines
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• If you’re not a designer, don’t act like one. 
Recruit a designer.

• As iPhone OS is a highly visual operating 
system, you will be judged heavily by the 
look & feel of the application.

• Don’t reinvent the wheel. Look to Apple 
and your peers.

• Make your designer read the iPhone HIG, 
too!

raven.meDesign & User Interface



Delightful

Innovative

Designed

Integrated

OptimizedConnected

Localized

Seven Key Success Criteria

• Ingredients of Great iPhone Apps
• iPhone User Interface Design

iPhone Tech Talk 
World Tour Videos:



User Experience Tips

• Build in simplicity & ease of use

• Think top down

• Minimize required input

• Provide fingertip-size targets

• Focus on the primary task

• Communicate effectively

• Support gestures appropriately



• On-the-go

• One-handed

• In bed

• While driving

• Landscape

• No Internet

raven.meUnderstand Usage Context



• Take the time to do it right!

• What are the features? Who are the users?

• How does the user navigate within the 
app?

• Wireframe the app before you write a single 
line of code.

• Assume that will be wrong on your first 
attempt. Iterate.

raven.meApplication Definition











• Pre-launch and post-launch patience. Both 
are important.

• Don’t rush an app out the door. It’s better to 
be best than it is to be first.

• There is a 10-14 day waiting period for 
application approval (right now).

• If a user reports a bug, you have to find it, 
fix it, resubmit it, and wait. This is a 14-28 
day process, at least.

raven.mePatience



• Don’t shortchange QA! Users hate buggy 
apps and you can’t fix in real time.

• If you are testing only in the Simulator and 
on your personal device, you are in trouble.

• Buy an iPod touch. Keep your old iPhones 
for testing - don’t sell them.

• iPhone 3GS users have a totally different 
experience regarding app latency.

raven.meApp Testing



• 40% of your users!

• Wi-Fi Internet only, offline mode

• 1st Gen, no physical volume controls and 
no speaker

• No built-in mic

• No GPS, camera, or compass (augmented 
reality impaired)

raven.meiPod touch



• Are you in line with your competition?

• Do you have a Lite strategy to drive sales?

• Do the math on break-even and quitting 
your day job.

• It’s easier to move pricing down than up in 
terms of consumer perception.

raven.mePricing



“Mobile is the technology that ‘cried wolf’ for 15 years.”
- Jason Grigsby, Cloud Four







<
A fundamental difference.



=
What a journey!



Mobile Phones

Unknowns
New Problems

No Rules (yet)
Experimentation



“In your pocket...
you have something that's broadband 
and connected all the time.
It's personal - it knows who you are and 
where you are.

That's a big deal. A really big deal.

It's bigger than the personal computer.”

John Doerr
Kleiner Perkins Caufield & Byers
(iFund $100 million+) 

Photo by Thomas Hawk
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• Birth of a new mobile platform

• Living in the shadow of iPhone

• Native and web applications

• Very early stages, time to learn and create

• Applications, services, accessories, etc.

• Tremendous commercial opportunity

The iPhone Market Opportunity



iPhone is having a profound 
impact on the mobile telephony 
and computing industries, 
reshaping how we think about 
mobility and defining an 
entirely new class of devices.



Raven Zachary
raven@smallsociety.com

@ravenme (Twitter)

www.smallsociety.com
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