College Applications:

I think about the future all the time and plan ahead in order to give myself the best
chance to succeed. Since I am at the beginning of my junior year of high school, I have
to think in advance about what I'm going to put on my college applications. Due to
spending so much time on my businesses, my grades aren't as spectacular as what my
teachers and parents wish they would be. However, since I want to major in marketing,
I definitely think that all my business experience will help me stand out from the crowd
of "all 'A' students" who are applying. I feel that the more successful I am and the more
money I make, the better my chances are of getting into the school I want. So while this
may not be a reason for most of you to get into the business of making mobile apps, it
definitely is a personal reason for me.
The concept of creating something new by improving on an existing idea is definitely
not limited to mobile apps either - think about some of the most successful businesses
and products out on the market:

 AltaVista existed before Google...
 Folgers existed before Starbucks...
 Budweiser existed before Sam Adams…
 MySpace existed before Facebook…
 Rio MP3 players existed before iPods…

 Where would we be if WE LISTENED to all the naysayers who said:
 "Why bother? Somebody's already doing it!"
 It's ALWAYS being done…
 You can do it BETTER.
Design for Touch:

Designing a user interface for interaction with the mouse is very di∂ erent than designing for touch.
As you begin designing an app, you’ll want to understand what makes iOS devices unique. Spend
some time with an iPhone or an iPad and get familiar with the user interaction and interface design
conventions.
At a basic level, for touch interaction you need more pixels to represent a selectable button for a
fi nger than you would for a mouse in the desktop environment. For example, the comfortable minimum
size of tappable UI elements is 44 x 44 points. Elements like pull-down menus or scroll bars that
are common on the desktop don’t work well on a mobile device that’s designed for touch.


Read the Human Interface Guidelines:

The iOS Human Interface Guidelines describe the principles that help you design a superlative user
interface and user experience for your iOS app. These principles are just as important for enterprise
in-house apps as they are for apps built for the App Store.

Universal Apps:

The iOS SDK supports the development of Universal applications. A Universal app is optimized to run on all iOS devices. It’s essentially an iPhone app and an iPad app built as a single binary. A Universal app can determine which device it’s running on and provide the best experience for that device. Well-designed Universal apps leverage the device’s unique hardware features, provide the right choice of user interface elements, and use only the functionality that’s supported by that device. When designing a Universal app for iOS, it’s important to think about how to separate user interaction from the underlying application code. The iOS SDK’s classes and APIs leverage a model-view-controller (MVC) paradigm that encourages a clean separation of your app data and logic from the views that are used to present that data. For example, building your UI using Interface Builder gives your project this type of fl exibility (see next chapter).
The fi rst step in making a Universal app is to create user interface designs for each of the form factors—one design for iPad devices and another for iPhone/iPod touch devices. Much of your design will be a∂ ected by the features you want to expose in each of the di∂ erent form factors. Think about how users might use orientation or gestures di∂ erently. Consider each device’s hardware capabilities, such as the camera. Di∂ erences in how your users use the device should inform how you approach a
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